
US 2014O162786A1 

(19) United States 
(12) Patent Application Publication (10) Pub. No.: US 2014/0162786 A1 

HARTLEP (43) Pub. Date: Jun. 12, 2014 

(54) ONLINE COMMODITY COMPETITION (52) U.S. Cl. 
CPC ........................................ A63F 9/24 (2013.01) 

(71) Applicant: MATTHEWJAMES HARTLEIP, USPC ............................................................ 463/42 
Hudson, IA (US) 

(72) Inventor: MATTHEWJAMES HARTLEIP, (57) ABSTRACT 
Hudson, IA (US) 

An online competition may track performance of real life 
(21) Appl. No.: 13/706.921 commodities. The competition may organize groups of fran 
(22) Filed: Dec. 6, 2012 chises into leagues. The competition may also group the 

a vs. franchises into teams of franchises where performance of 
Publication Classification each franchise may contribute toward a team performance 

total. The team performance total may be used to determine a 
(51) Int. Cl. winner amongst a group of teams assembled into a competi 

A63F 9/24 (2006.01) tion. 

OO 
125 / 

130 

REAL-TIME PLAYERSTATISTICS 12O 

135 

GAME DATASTORE PLAYERNEWSFEEDS 

  

  



Patent Application Publication Jun. 12, 2014 Sheet 1 of 21 US 2014/0162786 A1 

  



US 2014/0162786 A1 Jun. 12, 2014 Sheet 2 of 21 Patent Application Publication 

  



US 2014/0162786 A1 Jun. 12, 2014 Sheet 3 of 21 

QUIBUJ9Sn 

±HIISIWUJ|| \ 
008 

Patent Application Publication 

  



US 2014/0162786 A1 

??OTESTEUERTEETÕTTELISTEBIT?J?OODVTETENETÊTL?), Vºl_ilºiu"|MºM) ºu Tººl 

Jun. 12, 2014 Sheet 4 of 21 

007 

Patent Application Publication 

  



US 2014/0162786 A1 

Co 
rt can crors ded N- do or 

OGZ / 

009 

079 

Jun. 12, 2014 Sheet 5 of 21 

9620|| 

Patent Application Publication 

  



co 

US 2014/0162786 A1 

y-099 

Jun. 12, 2014 Sheet 6 of 21 

RE:HIISIWU9|| \ 
009 

Patent Application Publication 

  



US 2014/0162786 A1 Jun. 12, 2014 Sheet 7 of 21 

:HIISIWUJ|| \ 

Patent Application Publication 

  



Patent Application Publication 

N 
8O1 805 

USERVISITS START TOWEE 

835 CREATE 

USERREDIRECTED TO 
LEAGUE SETUP PAGE 

USERENTERS AND 
SUBMTSLEAGUE SETTINGS 

USERENTERS AND 
SUBMTS FRANCHSE 
LEAGUE SETTINGS 

USER OPENS LEAGUE 
FOR OTHERSTOJOIN 
AND/ORSENDS INVITES 

850 

USER 
ENTERS FRANCHISE 
INFOAND SELECTS 
CREATE OR JOIN 

LEAGUE 

885 

USERENTERS AND 
SUBMTSTEAM SETTINGS 

Jun. 12, 2014 Sheet 8 of 21 US 2014/0162786 A1 

DOES 
USER HAVE 

ANACCOUNT 

USERENTERS 
REGISTRATION DATA 

AND CREATES ACCOUNT 

NO 

USER 820 
830 LOGSIN 

USERREDIRECTED-825 TO FRANCHISE 
SETUPPAGE 

JOIN 855 860 

DOES 
USER SELECTS 

LEAGUE 
LEAGUE HAVE 

SELECT 

ENTRY FEE? 

CREATE OR 

YES 

NO 
865 

USERENTERS AND SUBMTS 
PAYMENTINFORMATION 

USER SELECTS AN 
EXISTING TEAMTOJOIN 

THAT IS PART OF 
SELECTED LEAGUE 

USERENTERS ANDSUBMITS 
FRANCHISELEAGUE SETTINGS 
FORTHE FRANCHSELEAGUE 
THEY ARE RESPONSIBLE FOR 

USER OPENSTEAM FOR 
895NOTHERSTOJOINANDOR 

SENDS INVITES 

FIG. 8 

    

    

    

    

  

  

  

  

  



Patent Application Publication Jun. 12, 2014 Sheet 9 of 21 US 2014/0162786 A1 

900 
N 905 910 

901 

SEENRELOADALLERACISE 
DRAFTSLOT DATA LEAGUE DATARECORDS 
FROMDATASTORE FROM DATASTORE 

GA) 960 

LOAD FRANCHSELEAGUE 
DATARECORDS THAT HAVE 
CURRENTMEMBERSDRAFT 

SLOTALREADY FILLED 

966Y GOTO NEXT 
LEAGUE RECORD 

DOES 
LEAGUE HAVE 

CURRENTMEMBERS 
950 DRAFTSLOT 

ASSIGNCURRENTMEMBER 
TO LEAGUEBY REPLACING 

EXISTINGSLOT HOLDER WITH 
CURRENTMEMBERAND SEND 
EXISTING SLOT HOLDERBACK 
TOQUEUE TO ASSIGNTO 

DIFFERENTLEAGUE 

ANOTHER MEMBER FROM 
CURRENTMEMBERS 

    

    

  

  

    

  

    

  



Patent Application Publication Jun. 12, 2014 Sheet 10 of 21 US 2014/0162786 A1 

t 
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Franchise League Name Draft Position Franchise Name Team Name f 
Flin-220 

l N1010 Wutup Famay N250 eam l N-230 
2 Iowa HawkS eam17 
3 Hawkeye Nation Team 2 
4 killswitchengage Team 20 
5 GO BLUE Team 5 
6 SgCOWOOyS2 Team 25 
7 Ditka Style Team 2 
8 perFekt Team O 
9 AKBlue evils Team 15 
O Spartans Team 8 

? midwes bala Team 28 
12 buckeyes Team 30 

FL2 
Dallas footballower Team 3 

2 AIStarS Team 1 
3 Croatia Bull Dogs Team 2 
4 Quagmires Team 3 
5 Time Bandits Team 20 
6 STL Max Q Team 23 
7 GraSS Eaters Team 25 
8 MDTerps Team2 
9 Longhorns Team 16 
O The Dawgz Team 6 

3S Team 
12 Ferentz's Friends Team 7 
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1 N 
Team Makeup 

Team Name Draft POSItOn Franchise Name Franchise League Name 
Team N230 

1 N- Wutup Famlay N. FL N. 
2 1110 AIStarS 250 FL2 220 
3 Hawk Pride FL 32 
4 The BOSS COWS FL 7 
5 Back and Gold 3 FL7 
6 RAIDERS FL29 
7 Dominators FL26 
8 carmsie's Colts FL 16 
9 Quincy Carter FL20 
O The Owls FL28 

Cheezhedz FL2 
12 Jets FL8 

Team 2 
the COndons FL 30 

2 Blitzburgh FL27 
3 Croatia Bull Dogs FL2 
4 Hawkeye Nation FL24 
5 TigerHawks FL 32 
6 Eagles FL20 
7 Ditka Style FL 
8 Michigan Monsters FL8 
9 Steel Wolves FL18 
O 300ponies FL3 

Huskers FL 19 
12 The Guardians FL1 
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ONLINE COMMODITY COMPETITION 

BACKGROUND OF THE INVENTION 

0001. The present invention generally relates to contests 
and more particularly, to an online commodity competition. 
0002 Online competitions may offer a variety of themes 
to which participants may demonstrate a skill in understand 
ing the underlying bases for performance. For example, some 
online competitions offer a fantasy competition where a par 
ticipant chooses from amongst a pool of eligible real life 
commodities whose performance may be tracked. The par 
ticipant may typically assemble a group of commodities to 
represent the participant in competition; the better the perfor 
mance of the commodities, the better the chances of winning 
the competition. 
0003 For example, a popular form of online competition 

is a fantasy sports league. A participant typically plays the 
role of general manager under the concept that he or she can 
perform better as a general manager than other competitors in 
the league. A participant may typically field a franchise in the 
league composed of real life professional athletes. The ath 
letes may in real life be on different franchises, yet may be 
fictitiously assembled together as part of the participants 
franchise. 
0004. A fantasy sports competition may have several fran 
chise participants depending on the underlying theme of the 
competition. The franchises with the best performance are 
generally rewarded. Typically, participation is by an indi 
vidual competing against other individuals. Generally, as a 
season of play progresses, some franchises clearly separate 
from others in Success. In some cases, the better performing 
franchises may be actively maneuvering personnel to stay 
ahead in the competition. 
0005. An undesirable result of these competitions may be 
the lack of incentive to continue actively participating when it 
becomes apparent that a franchise(s) is unable to overcome 
better performing franchises within a league. Some partici 
pants simply Surrender and cease participating since they 
hold themselves accountable only to their own franchise. 
Other franchises may be unable to continue because a real life 
event has required their attention and thus, they are unable to 
attend to their franchise. An unintended consequence of par 
ticipant apathy is that other participants may benefit, for 
example, by acquiring easy victories against absentee fran 
chises. This may contribute to other participants being dissat 
isfied because the integrity of the competition has been com 
promised. 
0006 Another issue with typical online competitions is 
the luck factor. Some veteran competitors may consider fan 
tasy sports competitions a game of skill rather than luck. 
However, luck does manifest itself, for example, as injuries to 
real life athletes. It can be frustrating for some competitors to 
assemble a competitive roster of players only to have their 
plans derailed by injury or some other real life event. A 
number of bad luck occurrences may force a participant to 
surrender well before the season ends. 
0007 As can be seen, there is a need for an online com 
petition which may mitigate participant apathy and provide a 
competitive environment throughout a season. 

SUMMARY OF THE INVENTION 

0008. In one aspect of the present invention, a computer 
program product for providing an online competition com 
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prises a computer readable storage medium having computer 
readable program code embodied therewith. The computer 
readable program code may be configured to: provide a web 
site configured to host the online competition; and organize a 
group of teams together into the online competition on the 
website. Each team within the group of teams may include a 
plurality of franchises. Each franchise within each team may 
represent their respective team in a league versus franchises 
in other teams in the group of teams in the online competition. 
0009. In another aspect of the present invention, a server 
comprises a storage module and a processor. The processor 
may be configured to: provide an electronic interface config 
ured to host an online fantasy competition; organize on the 
electronic interface, a plurality of franchise leagues compris 
ingrespectively a plurality of franchises comprising individu 
ally performing commodities wherein each franchise is a 
member of a team of franchises grouped together from the 
plurality of franchises, and each franchise within each team 
represents their respective team in each franchise's respective 
franchise league; organize on the electronic interface into a 
team league, a plurality of teams of franchises wherein a 
performance of each team within the plurality of teams of 
franchises is tracked; and provide a platform to exchange the 
individually performing commodities across the plurality of 
teams of franchises. 
0010. In another aspect of the present invention, a method 
of providing an online competition, comprises providing an 
electronic interface configured to host the online competition; 
organizing on the electronic interface, a plurality of leagues 
comprising respectively a plurality of franchises comprising 
individually performing commodities, wherein each fran 
chise is a member of a team of franchises grouped together 
from the plurality of franchises, and each franchise within 
each team represents their respective team in each franchise's 
respective league; and determining a performance of each 
team based on a performance of individual franchises within 
respective teams. 
0011. These and other features, aspects and advantages of 
the present invention will become better understood with 
reference to the following drawings, description and claims. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0012 FIG. 1 is a block diagram of a network system 
according to an exemplary embodiment of the present inven 
tion; 
0013 FIG. 2 is a block diagram of an online competition 
organization structure of an online competition according to 
another exemplary embodiment of the present invention; 
0014 FIG.3 is a screenshot of a registration page that may 
be used in the online competition of FIG. 2; 
0015 FIG. 4 is a screenshot of an exemplary franchise 
setup page that may be used in the online competition of FIG. 
2: 
0016 FIG. 5 is a screenshot of an exemplary team setup 
page that may be used in the online competition of FIG. 2; 
0017 FIG. 6 is a screenshot of an exemplary team league 
setup page that may be used in the online competition of FIG. 
2: 
0018 FIG. 7 is a screenshot of an exemplary franchise 
league setup page that may be used in the online competition 
of FIG. 2: 
(0019 FIG. 8 is a flowchart of an exemplary method of 
entering the online competition of FIG. 2; 
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0020 FIG. 9 is a flowchart of an exemplary method of 
distributing franchises among teams and leagues in the online 
competition of FIG. 2; 
0021 FIG. 10 is a screenshot of an exemplary franchise 
league organization page that may be used in the online 
competition of FIG. 2; 
0022 FIG. 11 is a screenshot of an exemplary team orga 
nization structure page of teams shown in FIG. 10; 
0023 FIG. 12 is a flowchart of an exemplary method of 
franchise preparation prior to season play showing the con 
struction of a roster of commodities in the online competition 
of FIG. 2: 
0024 FIG. 13 is a screenshot of an exemplary franchise 
home page that may be used in the online competition of FIG. 
2: 
0025 FIG. 14 is a screenshot of an exemplary team home 
page that may be used in the online competition of FIG. 2; 
0026 FIG. 15 is a screenshot of an exemplary game center 
page displaying real-time scoring and rosters of a head to 
head matchup during the online competition of FIG. 2; 
0027 FIG. 16 is a screenshot of an overview page for a 
team league that may be used in the online competition of 
FIG. 2: 
0028 FIG. 17 is a flowchart of an exemplary method of 
determining franchise and team scoring during the online 
competition of FIG. 2; 
0029 FIG. 18 is a flowchart of an exemplary method of 
game play during the online competition of FIG. 2; 
0030 FIG. 19 is a flowchart of an exemplary method of 
playoff activity during the online competition of FIG. 2; 
0031 FIG.20 is a data relationship table for setting up and 
establishing relationships in the online competition of FIG.2 
according to yet another exemplary embodiment of the 
present invention; and 
0032 FIG. 21 is a data relationship table showing com 
modity and scoring sources relationships to franchises and 
teams in the online competition of FIG. 2 according to yet 
another exemplary embodiment of the present invention. 

DETAILED DESCRIPTION OF THE INVENTION 

0033. The following detailed description is of the best 
currently contemplated modes of carrying out the invention. 
The description is not to be taken in a limiting sense, but is 
made merely for the purpose of illustrating the general prin 
ciples of the invention, since the scope of the invention is best 
defined by the appended claims. 
0034 Various inventive features are described below that 
can each be used independently of one another or in combi 
nation with other features. However, any single inventive 
feature may not address any of the problems discussed above 
or may only address one of the problems discussed above. 
Further, one or more of the problems discussed above may not 
be fully addressed by any of the features described below. 
0035. The present invention generally provides an online 
competition where participants may collaborate toward and 
end-goal. For example, embodiments of the present invention 
may group a plurality of participants into a team, each of 
whom may have an individual franchise where the collective 
performance of franchises contributes toward a team perfor 
mance. Embodiments of the present invention also allow for 
individual franchises to compete for individual performance 
while simultaneously contributing toward the team's collec 
tive performance. The team's performance may be compared 
to other teams in determining a winner of the competition. 
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This may allow participants to collaborate and work together 
instead of against each other all the time. The effect of luck in 
competitions may be reduced in general by spreading risk 
amongst team members. In addition, franchises may have 
incentive to keep putting forth effort even with bad individual 
seasons since their performance is vitally significant to the 
overall team. Thus integrity may be maintained in individual 
franchise leagues by providing an incentive for individual 
franchise owners to remain active to benefit the overall team. 
Furthermore, franchises may have access to other franchises 
on the team thus allowing assistance to other team members 
to help manage or Submit lineup changes ifa participant is not 
able to attend to their own franchise. 
0036 Referring to the Figures in general, references to 
elements in Subsequent Figures called out in previous Figures 
will be understood as referring back to the previous Figure(s). 
0037 Referring to FIG. 1, a network system 100 is shown 
according to an exemplary embodiment of the present inven 
tion. A server 110 may be configured to control the adminis 
tration of online competitions employing aspects of the 
present invention. The server 110 may be configured for 
example as a game logic server. Details concerning the com 
petition setup and control will be described in detail below, 
however, it will be understood that the server 110 may per 
form these functions. For example, the server 110 may 
include a storage module 114 configured to collect and store 
data related to the online competition. The storage module 
114 may also include an operating system for operating the 
online competition. The server 110 may include a processor 
configured to perform actions related to the operating system 
and the administration of the competition. 
0038. The server 110 may be coupled to a network 145 
providing communication between the server 110 and users. 
In some embodiments, connection to the server 110 may be 
provided through a cloud computing environment. A web 
server 150 may be configured to provide a website or other 
user interface module to access the competition. Access to the 
web server may be accomplished through a network 155 via 
user access devices 160. The access devices 160 may be for 
example, a mobile phone, tablet, desktop computer, or termi 
nal, however this is not necessarily an exhaustive list of access 
devices. 

0039. The server 110 may be coupled to a data layer 105 
through a network 115. Data retrieved by the server 110 may 
be related to subjects being tracked for performance in the 
competition. In an exemplary embodiment of the present 
invention, the competition may be related to fantasy sports. In 
an exemplary embodiment, the Subject of the competition 
may be the performance of professional players. The data 
layer 105 may include a database of real-time player statistics 
130 and a database of player news feeds 135. Data from the 
databases 130 and 135 may be accessed by game data storage 
module 120 through a network 125. In some embodiments, 
the server 110 may be configured to administer a single theme 
type of competition and the game data storage module 120 
may organize data retrieved into Subjects relevant to the 
theme type. Input entries from users or third party sources 
may be automatically stored in the database 120. The data 
base 120 may store all game data related to the online com 
petition which may include for example, user information, 
settings, rules, participants, franchises, teams, franchise 
leagues, team leagues, rosters, starting lineups, and reserved 
rosters. In some embodiments, the server 110 may be config 
ured to administer multiple theme types of competition and 
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may organize the different competition theme types into 
respective web pages for access. 
0040. As will be appreciated by one skilled in the art, 
aspects of the present invention may be embodied as a system, 
a method or process, or a computer program product. Accord 
ingly, aspects of the present invention may take the form of an 
entirely hardware embodiment, an entirely software embodi 
ment (including firmware, resident Software, micro-code, 
etc.) or an embodiment combining software and hardware 
aspects that may all generally be referred to herein as a “cir 
cuit,” “module.” or “system.” Furthermore, aspects of the 
present invention may take the form of a computer program 
product embodied in one or more computer readable media 
having computer readable program code embodied thereon. 
0041 Any combination of one or more computer readable 
media may be utilized. The computer readable medium may 
be a computer readable signal medium or a computer read 
able storage medium. A computer readable storage medium 
may be, for example, but not limited to, an electronic, mag 
netic, optical, electromagnetic, infrared, or semiconductor 
system, apparatus, or device, or any Suitable combination of 
the foregoing. More specific examples (a non-exhaustive list) 
of the computer readable storage medium would include the 
following: an electrical connection having one or more wires, 
a portable computer diskette, a hard disk, a random access 
memory (RAM), a read-only memory (ROM), an erasable 
programmable read-only memory (EPROM or Flash 
memory), an optical fiber, a portable compact disc read-only 
memory (CD-ROM), an optical storage device, a magnetic 
storage device, or any Suitable combination of the foregoing 
and in Some contexts, arranged into a cloud computing envi 
ronment. In the context of this document, a computer readable 
storage medium may be any tangible medium that can con 
tain, or store a program for use by or in connection with an 
instruction execution system, apparatus, or device. 
0042 Program code embodied on a computer readable 
medium may be transmitted using any appropriate medium, 
including but not limited to wireless, wireline, optical fiber 
cable, RF, etc., or any Suitable combination of the foregoing. 
0.043 Computer program code for carrying out operations 
for aspects of the present invention may be written in any 
combination of one or more programming languages. The 
program code may execute entirely on the user's computer, 
partly on the user's computer, as a stand-alone software pack 
age, partly on the user's computer and partly on a remote 
computer or entirely on the remote computer or server. In the 
latter scenario, the remote computer may be connected to the 
user's computer through any type of network, including a 
local area network (LAN) or a wide area network (WAN) or 
a distributed network, or the connection may be made to an 
external computer (for example, through the Internet using an 
Internet Service Provider). 
0044 Aspects of the present invention are described 
below with reference to flowchart illustrations and/or block 
diagrams of methods, apparatus (systems) and computer pro 
gram products according to embodiments of the invention. It 
will be understood that each block of the flowchart illustra 
tions and/or block diagrams, and combinations of blocks in 
the flowchart illustrations and/or block diagrams, can be 
implemented by computer program instructions. These com 
puter program instructions may be provided to a processor of 
a general purpose computer, special purpose computer, or 
other programmable data processing apparatus to produce a 
machine, such that the instructions, which execute via the 
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processor of the computer or other programmable data pro 
cessing apparatus, create means for implementing the func 
tions/acts specified in the flowchart and/or block diagram 
block or blocks. 
0045. These computer program instructions may also be 
stored in a computer readable medium that can direct a com 
puter, other programmable data processing apparatus, or 
other devices to function in a particular manner, such that the 
instructions stored in the computer readable medium produce 
an article of manufacture including instructions which imple 
ment the function/act specified in the flowchart and/or block 
diagram block or blocks. 
0046. The computer program instructions may also be 
loaded onto a computer, other programmable data processing 
apparatus, or other devices to cause a series of operational 
steps to be performed on the computer, other programmable 
apparatus or other devices to produce a computer imple 
mented process such that the instructions which execute on 
the computer or other programmable apparatus may provide 
processes for implementing the functions/acts specified in the 
flowchart and/or block diagram block or blocks. 
0047 Referring now to FIG. 2, an organization structure 
200 of a competition association 210 is shown according to an 
exemplary embodiment of the present invention. The compe 
tition association 210 may be provided as an online compe 
tition. In an exemplary embodiment, the competition associa 
tion 210 may include one or more team leagues 225. For sake 
of illustration only a single team league 225 is shown. The 
team league 225 may include a plurality of franchises 250 
(labeled in the format of “Franchise X-Y). For sake of illus 
tration, only a single franchise 250 is called out. Each fran 
chise 250 may include a plurality of commodities 211. For 
sake of illustration, only a single franchise 250 (Franchise 
1-1) shows commodities 211 and only a single commodity 
211 is called out. Each franchise 250 may be a member of a 
franchise league 220, 220, 220. . . . 220 (referred to col 
lectively as franchise leagues 220). Each franchise 250 may 
also be grouped into a team 230, 230, 230 . . . 230, of 
franchises 250 (referred to collectively as teams 230). In an 
exemplary embodiment, each franchise 250 within each team 
230 may represent their respective team 230 during compe 
tition within a franchise league 220 versus franchises 250 on 
other teams 230 in the competition. For example, “Franchise 
1-1” may represent “Team 1 in “Franchise League 1: “Fran 
chise 1-2 may represent “Team 2 in “Franchise League 1. 
and so on. 
0048. The performance of each commodity 211 may con 
tribute toward a franchise's 250 performance. The perfor 
mance of each franchise 250 in their respective franchise 
league 220 may contribute toward winning the franchise 
league 220. In an exemplary embodiment, the performance of 
each franchise 250 in their respective franchise league 220 
may also contribute toward their team's 230 performance in 
the team league 225. The performance of each franchise 250 
within their respective team 230 may be aggregated as a team 
performance total. The online competition may include mul 
tiple team competitions pitting team leagues 225 against one 
another, however for sake of clarity the following description 
of the online competition will be described in the context of a 
single team league 225. A winner of the team league 225 may 
be determined based on the team performance total of each 
team 230. Each team 230 may designate a franchise 250 as a 
team captain 251. The team captain 251 may represent the 
team 230 in matters concerning the competition association 
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210. The team captain 251 initially setting up a franchise 
league 220 by default may also function as the commissioner 
for their franchise league 220. 
0049. The following description of the subject disclosure 

is provided in the context of a user (participant) initially 
establishing the team league 225 on an electronic interface, 
for example a website, a distributed desktop, or a mobile 
device application. The interface may be controlled by the 
system 100 of FIG.1. Thus, many actions are described in the 
context of the initial setup of the various levels of the organi 
zation (for example, the setup of a franchise 250, a franchise 
league 220, a team 230, and a team league 225). It will be 
understood however, that a user may access pages of the 
interface hosting the online competition with different levels 
of organization established by previous participants. Thus, 
users may be able to access the interface and establish their 
own franchise 250 and select from pre-established franchise 
leagues 220, teams 230, and team leagues 225. In some 
embodiments, users may have their franchises assigned to 
franchise leagues 220 rather than manually selecting a fran 
chise league 220 for participation. 
0050 Referring now to FIG. 3, a screenshot 300 of an 
exemplary registration page for a participant in the online 
competition is shown. A participant may enter biographical 
information into a set of fields 301 which is then stored in the 
application database 120 (FIG. 1) which the server 110 (FIG. 
1) may reference when performing actions corresponding to 
the participant. There may also be a login section 302 con 
figured to receive a registered participants login information. 
Registration by a participant may provide access initially to a 
franchise setup page. After logging into a registered account, 
the default behavior of the interface may be for example, to 
send the participant to a home page (described in further 
detail below) Summarizing and providing access to all fran 
chises, teams, and leagues to which the participant belongs. 
0051 Referring now to FIG. 4, a screenshot 400 of an 
exemplary franchise setup webpage is shown. The participant 
may interface with the webpage and entera franchise name in 
a name field 405. A slogan or motto associated with the 
franchise 250 may be entered in a tag line field 410. A fran 
chise name abbreviation may be entered in field 415. An 
image field 420 may include a picture associated with the 
franchise 250 that may be uploaded by the participant. A team 
league selection area 450 may include a list of team leagues 
225 that the participant may consider joining. For each team 
league 225, the name of the commissioner 425 in charge may 
be shown, the number of teams 430 may be listed, the team 
competition style format 435 may be listed, and the franchise 
league competition style format 440 may be listed. A section 
445 may list one of the team leagues 225 shown in the league 
selection area 450. The section 445 may show the teams 230 
currently setup for the team league 225 selected in the league 
selection area 450. The section 445 may also show the name 
of the commissioner that created the team 230 and will com 
mission by default along with the name of the franchise 
league 220 the commissioner competes in. 
0052 Referring now to FIG. 5, a screenshot 500 of an 
exemplary team setup webpage is shown. The team setup 
webpage may include a field 505 for input of a team name. 
Field 510 may receive input of a team tag line. Field 515 may 
receive input of an abbreviation representing the team name. 
An image field 520 may allow a user, for example, a team 
captain 251 (FIG. 2) to uploadan image representing the team 
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230. A section 525 on the webpage may list franchises 250 
that may be members of the team 230. 
0053 A franchise league setup area 550 may be config 
ured to allow a team captain 251 to input attributes establish 
ing an individual franchise league 220 which they may create 
and serve as a commissioner. For example, a league descrip 
tion field 560 and a league image field 565 may receive input 
that may be used to identify the franchise league 220. In some 
embodiments, no more than one member per team 230 may 
be allowed per franchise league 220. However, not necessar 
ily every team 230 may be represented in a given franchise 
league 220. In some embodiments, the participant creating a 
team 230 may by default also be creating a franchise league 
220. 

0054 The webpage may also include an area of tasks that 
the team captain 251 may employ to administrate activity 
within the team 230. For example, the team captain 251 may 
selecta franchise 250 within the team 230 which may provide 
access to control of the franchise. The team captain 251 may 
be enabled to manage the franchise 250, for example, in the 
event the owner of the selected franchise 250 is unable to 
attend to their roster. 
0055 Referring now to FIG. 6, a screenshot 600 of an 
exemplary team league 225 setup webpage is shown. A com 
missioner may enable team league settings that govern the 
competition within the team league 225. The team league 
settings may include a team league name 605. An underlying 
theme type 610 of the competition which may be for example 
the performance of players in a professional football league. 
The commissioner may set an amount of teams in the team 
league via setting 615. A team size representing for example, 
an amount of franchises in a team may be set via setting 620. 
A number of starting franchises in a scoring period may be set 
via setting 625. 
0056. A league description setting 630 may allow a com 
missioner to provide a description of the expected competi 
tion environment. A team scoring format setting 635 may set 
the scoring system format for tracking team performance in 
the team league 225. A franchise scoring format 640 setting 
may set the scoring system format for tracking a franchise 
performance within franchise leagues 220. In some embodi 
ments, the team scoring format 635 may be different than the 
franchise scoring format 640. Other league settings may 
include an option 645 to enable the team league 225 as having 
cash prizes, an option 650 to enable public participation into 
the team league 225, an entry fee setting 655, and an option 
660 as having prize payouts which can be edited. 
0057. A team interface section 670 may provide an inter 
face for the team league commissioner to select one of the 
teams 230 within the team league 225 for a review of its 
attributes. Exemplary attributes for a team 230 that may be 
reviewed are for example, the team name, the team captain, 
the number of current franchise slots (members) filled, and a 
franchise league name associated with the franchise league 
that the captain setup and will commission by default. As a 
commissioner of the team league 225, this would give the user 
a snapshot of all of the individual franchise leagues 220 and 
their commissioners. 
0058 Referring now to FIG. 7, a screenshot 700 of an 
exemplary franchise league 220 setup webpage is shown. In 
Some embodiments, the team league 225 creator (commis 
sioner) may establish the setup for the individual franchise 
leagues 220 where individual franchises compete, draft, set 
lineups for, etc. A section 710 may provide options for dis 
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tributing team members (franchises) 250 into their individual 
franchise leagues 220. One option may allow for one fran 
chise 250 from a team 230 perfranchise league 220 (shown as 
the “Unique' option under the “Team Disbursement set 
ting). Another option may allow all franchises 250 from a 
team 230 to compete within the same franchise league 220 
(shown as the “Inter-Team” option under the “Team Dis 
bursement setting). Another option may include allowing 
one or more franchises 250 from a team 230 to compete 
within the same franchise league 220 (shown as the “Ran 
dom’ option under the “Team Disbursement setting). An 
option to provide a platform to exchange commodities 
between franchises 250 of different franchise leagues 220. An 
option to Allow Team Members to be Traded may provide a 
platform for a team captain to trade an entire franchise 250 to 
another team 230. A section may show each franchise 250 
within a franchise league 220 along with the team 230 the 
franchise 250 represents. The name of the participant 235 
managing the franchise 250 may be shown. An administrator 
may have permissions to act on the franchises 250 and teams 
230 by selecting on any of the franchises 250. In the screen 
shot 700, two different franchise leagues 220 are shown as 
being organized with one as a “West' division and the otheras 
an "East division. However it will be understood that differ 
ent alignments or no alignments at all may be used. 
0059 Referring now to FIG. 8, a method 800 of a partici 
pant entering the competition association 210 (FIG. 2) is 
shown according to an exemplary embodiment of the present 
invention. The method 800 may represent the flow of a user 
getting setup to play the online competition 210 which may 
include setting up a new team league 225 if desired. The 
actions described herein may represent for example, the user 
experience shown by interfacing with the screenshots shown 
in FIGS.3-7. A participant may start (801) by visiting (805) 
the online competition host's homepage. The participant may 
indicate (810) whether the participant has a pre-existing 
account. If the participant is not registered, then the server 
may provide (815) a registration page (for example, the page 
shown in FIG. 3) for the participant to fill out. A registered 
participant may be provided (820) with a log in field. The 
participant may be redirected (825) to a franchise setup page 
(for example, the page shown in FIG. 4). The participant may 
enter (830) franchise information and either create or join a 
team league 225. 
0060. In general, the user may select a team league 225 
based on the rules and parameters they wish to compete in. 
Subsequent options allow for the user to select a team 230 and 
then they may be assigned to one or more franchise leagues 
220. 

0061. If the option to create a team league 225 is selected, 
the participant may be redirected (835) to a team league setup 
page. The participant may enter and Submit (840) team league 
settings. The participant may enter and submit (845) the fran 
chise league competition settings. The participant may open 
(850) the team league to others to join. The participant may 
then be directed (880) to a team setup page to establisha team. 
0062) If the option to join an existing team league is 
selected, the participant may select (855) an existing team 
league to compete in. A determination (860) of whether an 
entry fee is required may be made. A participant may submit 
(865) the entry fee when required. The participant may decide 
to create or join (870) a pre-existing team after the fee require 
ment is determined. When joining a pre-existing team the 
participant may select (875) a team from a list. When creating 
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a team, the participant may be re-directed (880) to a page to 
set up the team. The participant may enter and submit (885) 
the team settings. The participant may open (895) the team to 
others to join. 
0063 Referring now to FIG.9, a method 900 of distribut 
ing franchises among franchise leagues is shown according to 
an exemplary embodiment of the present invention. Some 
embodiments may distribute franchises from one team into 
different franchise leagues so no one franchise league has 
more than one member from each team. In some embodi 
ments, more than one team member from a common team 
may be in a league. From starting point 901 the server may 
load (905) team member records for all franchises in a team 
league including draft slots corresponding to each franchise 
within a team. The server may load (910) franchise league 
records. The server may retrieve (915) a participants fran 
chise record. The server may determine (920) whether the 
participant is a team captain. Team captains may be assigned 
(925) to their respective franchise league. This may by 
default, be the league they set up to commission. The server 
may determine (930) if all member records are reached. The 
end of the file may end the process. Otherwise, the server may 
retrieve (915) the next member record. Non team captains 
records may be sent (935) to the next franchise league for 
entry. The server may determine (940) whether the franchise 
league already has a member with the current draft slot filled. 
In an exemplary embodiment, draft slots may be determined 
for a franchise first for embodiments that restrict each team to 
only one of each draft slot. In this manner, the determination 
at (940) may decide first if the current franchise being evalu 
ated has a slot assigned for the team that is or is not filled for 
the franchise league. If not, the server may determine (945) if 
any other team members from the same team already exist in 
that franchise league. If no other team members are already in 
the franchise league, the franchise may be assigned (950) to 
the franchise league. If common team members are already in 
the franchise league, the server may determine (955) the 
franchise league filled (or at least ineligible for the franchise 
being placed) and may loop back to attempt placement (935) 
into another league. 
0064. In some embodiments, the method 900 may provide 
redistribution of franchises in order to maintain restrictions of 
one team member from a team per franchise league and one 
draft slot number for each team. For example, the server may 
load (960) draft data for each franchise league with the draft 
slot associated with the franchise currently being placed. In 
this instance, it may be required to shuffle participants to a 
different franchise league to meet the unique team member 
requirement. The server may retrieve (965) the record of the 
next franchise league record. For example, the server may be 
attempting to find a franchise league for a user Bob on Team 
10 that has draft slot number 8. The server may determine 
(970) if the league for Bob's placement already has another 
team member associated with the team of the franchise being 
placed (Bob's franchise). The server may determine that 
every franchise league left in the process that still has an open 
draft slot position 8 but also contains another member of 
Team 10. The server may replace (975) the current franchise 
(for example, Tom's franchise from Team2) holding the same 
draft slot position as the franchise being placed (Bob's fran 
chise). For example, the server may find a league that has the 
draft slot position 8 filled (but no Team 10 members in other 
slots) and will remove the existing franchise (Tom's fran 
chise) from the draft slot position 8 and will insert the fran 
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chise being placed (Bob's franchise) into the draft slot posi 
tion 8. The server may then find a league with an open draft 
slot position 8 and no Team 2 members where it would then 
place Tom's franchise. 
0065 Referring now to FIG. 10, a screenshot showing an 
exemplary franchise league organization 1000 is shown. The 
franchise league organization 1000 is shown in the context of 
the various franchise leagues 220 that include franchises 250 
that are members of teams 230 competing in the team league 
225. As described previously, the franchises 250 may com 
pete on their own within their own franchise leagues 220 
against other individual franchises while contributing to a 
higher level of competition at the team league 225 level. Two 
franchise leagues 220 are shown however it will be under 
stood that the team league 225 may include more than two 
franchise leagues 220. Each franchise league 220 may 
include a plurality of franchises 250 listed by their respective 
names. Each franchise 250 may be listed within the franchise 
league 220 by a draft position 1010. The draft position 1010 
may be related to the order of selecting commodities 211 
(FIG. 2) during a draft. The team 230 corresponding to each 
franchise 250 may be listed next to the franchise 250. 
0066 Referring now to FIG. 11, a screenshot 1100 show 
ing an exemplary team 230 organization is shown. Two teams 
230 are shown however it will be understood that the compe 
tition may include more than two teams 230. Each franchise 
250 within a team 230 may be listed along with the franchise 
league 220 the franchise 250 is competing in. The draft posi 
tion 1110 for each franchise 250 may also be shown. In some 
embodiments, draft order for franchises 250 may be based on 
a random number generated selection. In an exemplary 
embodiment of the present invention, the power of draft posi 
tion may be controlled by configuring the team league 225 so 
that members of a team 230 have distinct draft positions 
within their respective franchise leagues 220. For example, 
for each draft position slot, no two franchises 250 within a 
team 230 may have the same draft position number within 
their own franchise league 220 draft (for example, as 
described during the distribution of franchises in FIG.9). This 
may prevent one team 230 from acquiring an advantage at 
drafts if a number of its members have what may be consid 
ered an advantageous draft spot in a given year. 
0067. Referring now to FIG. 12, a method 1200 of provid 
ing an online competition franchise setup is shown according 
to an exemplary embodiment of the present invention. This 
may illustrate the process that may happen after a user has 
created a franchise, joined a team and a team league and has 
been assigned to a franchise league. The following may occur 
for example, prior to actual competition. From starting point 
(1201), a participant may visit (1205) the franchise home 
page. The server may read (1210) the franchise league set 
tings for the franchise league(s) the participant is competing 
in. The server may select (1215) from one or more roster 
building formats corresponding to the franchise league. The 
format may be according to the franchise league the partici 
pant is slated to compete within. These formats may include 
for example, a draft style format, an auto-draft format, a 
salary cap format, or a customized format. 
0068. Under a draft style format, the participant may pre 
rank (1220) commodities he or she may wish to select for 
their franchise. The participant may check (1225) whether a 
draft has started. 

0069. Before drafting of commodities commences, the 
participant may collaborate (1230) with team members to 

Jun. 12, 2014 

share information. Communication with fellow team mem 
bers may occur through for example an area on the competi 
tion website restricted to only members of the team. Other 
forms of communication outside the site may also be used. 
When drafting begins, the participant may in some embodi 
ments, enter (1235) an online draft room for the franchise 
league they are participating in. The participant may select 
(1240) commodities from a pool of available commodities. 
0070. During the draft, the participant may collaborate 
with other team members in selecting commodities. Collabo 
ration between team members may provide the benefit of an 
overall team goal. Certain risks in selecting commodities may 
be mitigated by coordinating the selection of commodities 
among team members. For example, if a commodity may be 
considered as providing a potentially high return but is also a 
high risk selection, then team members may predetermine 
how many team members should attempt to select that com 
modity (assuming another franchise does not take it first). 
Collaboration may occur within the restricted communica 
tion area to prevent rival teams from observing a team's 
strategies or information. 
0071 Under an auto-draft style format, the participant 
may pre-rank (1245) commodities he or she may wish auto 
matically selected for their franchise. The participant may 
check (1250) whether the auto-draft has started. 
0072 Before auto-drafting of commodities commences, 
the participant may collaborate (1255) with team members to 
share information. Communication with fellow team mem 
bers may occur through for example an area on the competi 
tion website restricted to only members of the team. Other 
forms of communication outside the site may also be used. 
0073. Once the auto-draft starts, the server may select and 
assign commodities to the franchise based on the partici 
pants pre-ranked list of commodities. The participant may 
collaborate (1265) with fellow team members as described 
under steps (1230 and 1255) above. 
0074 Under an auction style or salary cap format, the 
participant may pre-plan (1280) how to use their allotted 
budget. During a commodity selection process (for example, 
an auction or purchase), the participant may collaborate with 
fellow team members as described under step (1265) above 
when bidding on or purchasing commodities. 
0075 Under a customized format the participant may pre 
plan (1285) according to the settings and rules of the league 
roster acquisition format. The participant may collaborate 
with fellow team members as described under step (1265) 
above. 
0076 Once a participants franchise roster is set via the 
draft, the participant may adjust (1270) the roster via allowed 
transactions. Transactions may include for example, trades 
with other franchises, waiver wire or free agent acquisitions, 
purchases, etc. If the season has not begun (1275) the partici 
pant may collaborate with fellow team members as described 
under step (1265) above while adjusting their roster until the 
competition period begins (1290). 
0077 Referring now to FIG. 13 a screenshot of an exem 
plary franchise home page 1300 is shown. The franchise 
homepage 1300 in the state shown may be available once a 
franchise 250 has established its association with a franchise 
league 220 and a team league 225. In addition, the current 
state of elements shown in the franchise homepage 1300 also 
assumes that drafting of commodities 211 has been accom 
plished and competition has commenced. Otherwise, prior to 
any of these events, some of the elements shown may be 
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missing or empty until these events occur. For the following 
description of franchise homepage 1300, it will be understood 
that competition has begun and a participant may interface 
with the franchise homepage elements shown as they would 
during a typical access of the online competition. 
0078. A notifications section 1305 may include notices. 
For example, a team captain 251 may post a message to the 
franchise 250 member providing advice that may be benefi 
cial to the team 230. 

007.9 The franchise homepage 1300 may include an active 
commodity section 1310 where commodities 211 may be 
selected as enabled and representing the franchise 250 in 
competition during a tracking period. Forsake of illustration, 
only a single commodity 211 is called out however it will be 
understood that a plurality of commodities 211 may be 
enabled according to competition rules. In some embodi 
ments, this may be called a “starting roster” or a 'starting 
lineup. 
0080. The franchise homepage 1300 may include a 
reserved commodity section 1320 where commodities 211 of 
the franchise 250 may be designated as disabled for compe 
tition during a tracking period. In some embodiments, this 
may be called the “bench”, “bench roster, or “reserved ros 
ter 

0081. The franchise homepage 1300 may include a fran 
chise overview section 1330, a team overview section 1340, 
and a communication section 1350. The franchise overview 
section 1330 may include information related to the franchise 
250 name, the name of the franchise league 220 the franchise 
250 is a member of a franchise record, a franchise rank, and 
notice of the franchise's 250 next matchup within the fran 
chise league 220. The team overview section 1340 may 
include information related to the name of the team 230 the 
franchise 250 is a member of the team league 225 in which 
the team 230 is competing in, a team record, a team rank, and 
the team's 230 next matchup within the team league 225. The 
communication section 1350 may include fields to post cor 
respondence to other franchises 250 common to the franchise 
250's team 230, to a selected team 230 member, to the league 
the team 230 is participating in, and to the league the franchise 
is participating in. For example, the notice shown in the 
notifications section 1305 from the participants team captain 
may have originated from the communication section 1350 
accessible from the team captain's franchise home page. 
0082 Referring now to FIG. 14, a screenshot of an exem 
plary team page 1400 is shown. The team page 1400 may 
show elements associated with one of the teams 230. For 
example, the team page 1400 may include a team member 
section 1410 showing a listing of franchises 250 that are part 
of the team 230. The franchise league 220 associated with 
each franchise 250 may be shown. 
0083. A starting players section 1430 may include an 
aggregation of the commodities 211 selected by the different 
franchises 250 of the team 230 as eligible for play during the 
next scoring period. For example, in a fantasy sports based 
online competition, the commodities 211 may be profes 
sional players listed according to a position they play in their 
real life competitions. In some embodiments, because the 
different franchises 250 on the team 230 may be participating 
in different franchise leagues 220, each franchise's roster of 
commodities 211 may end up with common commodities. 
For example, two franchises 250 on the same team 230 may, 
during a commodity acquisition event (for example, a draft or 
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a midseason acquisition) may acquire the same commodity 
211 from separate pools of commodities. 
I0084. It may be appreciated that the ability to acquire and 
manage diversification of desirable commodities among a 
plurality of franchises 250 may provide a number of flexible 
strategies within the online competition. The starting players 
section 1430 may show how many franchises 250 may be 
starting a common commodity 211 during the next scoring 
period. For example, four different franchises 250 may be 
starting a running back named Michael Matthews during the 
next scoring period. More than four franchises 250 in the 
team 230 may actually have Michael Matthews on their roster 
but a team decision may have been made to have only four of 
the franchises 250 start him. This could also be the result of 
four individuals making the same decision on their own. 
I0085. A bench section 1440 may show a list of commodi 
ties 211 that franchises 250 have determined will not be 
eligible during the next scoring period. As may be seen, 
Michael Matthews is shown as benched by one of the fran 
chises 250. Thus, Michael Matthews is common to five fran 
chises of the team 230. However, Michael Matthews upcom 
ing performance is weighted to only 80% of his total potential 
scoring output. 
0.086 Tofacilitate collaboration between team members, a 
team activity area 1420 may be provided. Actual communi 
cation is described above and shown in 1305. The team activ 
ity area 1420 may be restricted to members of a single team 
230. Messages and events related to the team 230 may be 
posted. The decisions on which commodities 211 to be made 
eligible in the next scoring period may be coordinated 
through the communication area 1350. 
I0087. Referring now to FIG. 15, a screenshot 1500 is 
shown of an exemplary scoring center 1550. The scoring 
center 1550 may be accessed during competition to compare 
performance among teams 230. In the exemplary embodi 
ment shown, the competition format may be a head to head 
matchup between two teams 230 as shown. It will be under 
stood that the exemplary scoring center 1550 shown may be 
applicable to a team competition where other competition 
format matchups are not illustrated yet may be adjusted to 
provide features relevant to the specific format. For example, 
a total points accumulated over a predetermined period 
(weekly, monthly, or seasonally) may be shown for all teams. 
A matchup section or “scoreboard 1501 may show which 
teams 230 are playing each other along with their current 
SCOS. 

I0088 A starting rostersection 1505 may show which com 
modities 211 may be eligible for competition during the 
tracked performance period. In an exemplary embodiment, 
multiple franchises 250 (FIG. 2) within a common team may 
include a common commodity 211. For example, in a fantasy 
football setting, the starting roster section 1505 may show a 
quarterback named Bob Smith as being started by three dif 
ferent franchises 250 within the team 230. A count column 
1520 may show how many of the franchises 250 are starting 
each commodity 211 for the team 230 during a given compe 
tition period. The performance of the commodity 211 may be 
tracked in a column 1525. When a commodity 211 is in play 
by multiple franchises 250, the number of franchises 250 
starting that commodity may be multiplied by the commodity 
211 performance to provide a total performance for that com 
modity which contributes to the total performance of the team 
230. The total performance may be tracked in a total column 
1530. For example, Bob Smith is started by three different 
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franchises 250 on the Ball Hogs team 230. Those three dif 
ferent franchises 250 are competing in three separate fran 
chise leagues 220. Bob Smith's performance during a tracked 
period resulted in 21 points. The 21 points were multiplied by 
3 for a total of 63 points attributed to Bob Smith for the Ball 
Hogs team 230. A team total section 1535 may show the 
resulting aggregated performance totals for all commodities 
211 made eligible for competition during the tracked period 
of performance. 
I0089. The scoring center 1550 may include an ineligible 
list of commodities section 1510. The ineligible list of com 
modities section 1510 may show which commodities 211 
were not selected by some or all franchises 250 in the team 
230 to compete during the given tracked period of perfor 
mance. For example, in fantasy football, the ineligible list of 
commodities section 1510 may show players who are 
benched by their franchises 250. The performance of benched 
players may also be tracked for participants’ reference by 
employing the columns 1520, 1525, and 1535 described 
above. 

0090 Referring now to FIG. 16, a screenshot of an over 
view webpage 1600 of team league competition is shown 
according to an exemplary embodiment of the present inven 
tion. The webpage may include a standings area 1605 dis 
playing the teams 230 in the team league 225. The standings 
area 1605 may identify the team captain 251 corresponding to 
each team 230. The teams 230 may be shown ranked accord 
ing to their performance in the team league 225. 
0091 For example, a column 1610 may show each team's 
230 record in the team league 225. In some embodiments, the 
team 230 with the best record may be determined the winner 
of the team league 225. The record may represent the team's 
230 performance in for example, a head to head matchup 
competition. In a head to head matchup between teams 230, a 
winner may be determined by comparing the total perfor 
mance tracked for each commodity 211 in a team 230 to the 
total performance tracked for each commodity 211 in an 
opposing team 230. 
0092. A column 1615 may display the total points accu 
mulated by each team 230. In some embodiments, the team 
230 with the highest point total may be determined the winner 
of the competition association 210. 
0093. A league leaders section 1620 may include a list of 
the franchises 250 leading their respective franchise league 
220. The league leaders section 1620 may show which team 
230 corresponds to the respective franchises 250. 
0094. A player stacks section may provide a sample view 
of which teams 230 own a given player the most. It may 
provide insight as to who owns a certain player within a 
franchise league 220 the most. This may not tell you every 
franchise that owns a given player as it is only showing which 
teams own the player the most. In one sense, it may show 
which team 230 is the most stacked with that player. As an 
example, if Michael Matthews is performing as the best run 
ning back in a competition and may represent an advantage in 
owning him, one may want to see which team has him the 
most to help gauge the strength of that team. 
0095. A league activity section 1650 may display transac 
tions that have transpired in the team league 225. The league 
activity section 1650 may show a type of action (“waiver 
claim”, “player trade”, etc.) which was performed by a cor 
responding franchise 250 (and their associated team 230) and 
may show the date the transaction took place. 
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(0096. Referring now to FIG. 17, a method 1700 of tracking 
performance in an online competition is shown according to 
an exemplary embodiment of the present invention. This 
illustrates how to get franchise scores and team scores, but 
does not show how it would be used to determine winners or 
losers in individual and team matchups. From starting step 
(1701), a server may read (1705) the scoring rules for a 
league. The server may read (1710) franchise data for a team 
identifying the franchises within the team. The server may 
proceed (1715) to one of the franchise's file and read the data 
in its record. The server may read through the franchise's 
record and identify the commodities on the team's roster. The 
commodities may be, for example, players performing in a 
professional athletic endeavor. The server may retrieve 
(1725) statistics corresponding to the commodities being 
read. For example, the real-life performance of the commodi 
ties (players) on the franchise's roster may be retrieved from 
a third party source. The server may select (1730) one of the 
commodities from the franchise's roster for points evalua 
tion. The commodity’s points earned based on his or her 
performance in the athletic endeavor may be calculated 
(1735) according to a rules set. The server may determine 
(1740) whether the commodity is in the franchise's starting 
lineup of eligible players. 
(0097. The server may determine (1745) if more commodi 
ties (players) are available on the franchise's roster for cal 
culating points when the previous commodity is determined 
as not being in the starting lineup. The server may retrieve 
(1730) the next commodity on the franchise's roster when 
more commodities are determined as being available. Steps 
(1730) through (1740) may be repeated until a commodity 
eligible for competition during the scoring period is encoun 
tered. 

0098. When there are no more commodities (players) 
remaining on a franchise's roster, the server may determine 
(1750) if more franchises remain on the team to score. When 
more franchises remain, the method may repeat steps (1715) 
through (1750) until franchises for a team are exhausted. 
0099. The franchise's total points earned may be incre 
mented (1755) by the points earned by the commodity in the 
starting lineup. The team's total score may be incremented 
(1760) by the points earned by the commodity in the starting 
lineup. Once the commodity’s attributes have been recorded 
for the scoring period, the server may determine (1745) if 
more commodities (players) remain on the franchise's roster 
and may repeat steps (1730) through (1760) until all com 
modities (players) on the franchise's roster are exhausted. 
The server may aggregate (1765) the total points scored by 
each franchise in the team for a team total. 

0100 Referring now to FIG. 18, a method 1800 of game 
play in a competition is shown according to an exemplary 
embodiment of the present invention. The competition may 
run for a predetermined length of time. Game play in the 
competition may run the duration (or any part thereof) of an 
established season of a real life organization. For example, a 
fantasy football regular season may run concurrent with a 
professional football league's schedule (or in some embodi 
ments, only some of the professional football league's regular 
season play). From starting point (1801), participants may 
submit (1802) a starting lineup of commodities. The server 
may begin tracking (1803) performance of the commodities 
and the lineups may be locked until a predetermined part of 
the season (a scoring period) is over. For example, perfor 
mance for a football player may be tracked per real life game, 
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which may be played week to week. Thus a player's perfor 
mance may be locked for the duration of games played for a 
week until a subsequent week of eligibility arrives. The com 
modities performance may be tracked (1804) for the scoring 
period. The commodities statistics may be recorded (1805) 
and stored in data storage modules. League scoring rules may 
be applied (1810) to the commodities statistics and the 
resulting scoring may be output to game center webpages. 
The scoring period may end (1815) when the real life basis for 
performance ends. Franchise scores may be calculated (1820) 
based on the commodities performance. Team scores may be 
calculated (1825) by aggregating the franchise scores of each 
franchise in the team. The details of steps 1820 and 1825 may 
be shown for example in FIG. 17. The server may determine 
(1830) the competition type per league. Winners for the scor 
ing period of leagues may depend on the competition type. 
0101 For example, in franchise leagues with head to head 
formats, the server may compare (1835) the franchise total 
points scored of two franchises Scheduled to compete against 
each other during the scoring period. The franchise with the 
highest point total between the matched franchises may be the 
winner for the scoring period. The results of the head to head 
match up may be tallied as either a win, loss, or tie with 
respect to season long totals. 
0102. In a total points scoring format, the franchise with 
the highest total points of any franchise within the franchise 
league may be the winner for the scoring period. The points 
scored by each franchise may be incremented (1840) for a 
season total score of which the highest accumulated score for 
the season may be the franchise league winner. 
0103) Inasalary cap format, each franchise's performance 
for the scoring period may be part of a season long running 
total which may be tallied (1845) for the scoring period. In 
salary cap leagues there may be two different ways of mea 
Suring franchise performance. One may be based on actual 
score. Another measure of franchise performance may corre 
spond to a dollar value (the roster salary) of the franchise. In 
Some embodiments there may be a winner for scoring perfor 
mance and a winner for the franchise which has the most 
valuable roster at the end of the scoring period. 
0104. The scoring results of the scoring period may be 
output (1850) and stored with franchise performance being 
updated on the competition association webpage(s). 
0105. The server may determine (1855) the competition 
type among teams. Winners for the scoring period among 
teams may depend on the competition type. 
0106 For example, among team competitions with head to 
head formats, the server may compare (1860) the team total 
points scored of two teams scheduled to compete against each 
other during the scoring period. The team with the highest 
point total between the matched teams may be the winner for 
the scoring period. The results of the head to head match up 
may be tallied as either a win or a loss with respect to season 
long totals. 
0107. In a total points scoring format, the team with the 
highest total points of any team within the competition may 
be the winner for the scoring period. The points scored by 
each team may be incremented (1865) for a season total score 
of which the highest accumulated score for the season may be 
the league winner. 
0108. In a salary cap format, each team's performance for 
the scoring period may be part of a season long running total 
which may be tallied (1870) for the scoring period. 
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0109 The scoring results of the scoring period may be 
output (1875) and stored with team performance being 
updated on the competition association webpage(s). The 
server may determine (1880) whether the regular season is 
over after a scoring period. The server may move (1890) the 
competition into a playoff period when the regular season 
ends. Otherwise, when the regular season continues, partici 
pants may collaborate (1890) with fellow team members for 
strategy and advice after a scoring period. Participants may 
adjust (1895) rosters and submit (1802) lineups before the 
next scoring period begins. 
0110 Referring now to FIG. 19, a method 1900 of provid 
ing a playoff event is shown according to an exemplary 
embodiment of the present invention. From starting point 
(1901), the server may determine (1910) playoff matchups 
based on the scoring results from the regular season. The 
server may determine (1920) whether the online competition 
includes a playoff portion of competition. In competitions 
without a playoff, the server may output (1930) the final 
standings from the regular season portion and winners may be 
determined based on the regular season final standings. For 
competitions with a playoff, the server may organize (1940) 
the franchises and/or teams into playoff match-ups. The 
server may determine (1950) playoff winners based on the 
same scoring format utilized during regular season play until 
a final winner is determined. The final results may be output 
(1930) and announced via the online competition webpage. 
Otherwise competition may continue (1960) under a playoff 
format. 
0111 Referring to FIG. 20, a database relationship dia 
gram 2000 is shown according to an exemplary embodiment 
of the present invention. The database relationship diagram 
2000 shows supporting tables and relationships required to 
setup and establish teams, team leagues, franchises, franchise 
leagues, and the related user/participants. Links are shown 
between leagues and teams that are linked to franchises/ 
participants that compete in the association competition. 
0112 The database relationship diagram 2000 may 
include a Users table 2005. The Users table 2005 may repre 
sents a user registered with the site. When a user submits their 
information on the registration page, the input is entered as a 
record in this table. 

0113 A Franchises table 2015 may represent an indi 
vidual franchise 250 managed by a single user that will 
become a member of a higher-level team 230. This franchise 
is the entity that will be assigned to a franchise league 220 for 
individual competition (drafting, setting lineups, trades, 
matching up against other franchises in the franchise league 
for which it is assigned, etc.) per standard fantasy play. A 
single user may create one or more franchises to manage and 
play. A single user may create one or more franchises that are 
on the same team. In some embodiments, a restriction may 
not allow a single team to be represented more than once in a 
given franchise league. In some embodiments an entire team 
may consist of franchises owned/managed by a single user. 
0114. After creating a user account at registration, the user 
may next create a franchise (for example as shown in FIG. 4) 
and the input may be saved as a new recordin Franchisestable 
2015. Once the user has established an initial franchise they 
may be able to then picka league 225 and a team 230 or create 
a new league and/or team. A Foreign Key (FK) in the Fran 
chises table 2015 may include a “UserID” which may repre 
sent the unique identifier or Primary Key (PK) from the Users 
table 2005. This may show who owns/created the franchise. 



US 2014/0162786 A1 

The Franchises table 2015 may have a one to many relation 
ship where one user record may have one or more franchise 
records with the same UserID associated with it. 
0115 The database relationship diagram may include a 
Franchiselleagues table 2010. The FranchiseLeagues table 
2010 may represent a league of franchises 220 where indi 
viduals compete against other franchises. Whena user creates 
a team, by default they may also create a franchise league if 
one does not already exist. A user who creates a franchise 
league may by default serve as the commissioner to name the 
franchise league, set a draft date, etc. The Franchise leagues 
table 2010 may include the foreign key “CreatedByID” which 
may represent the PK from the Users table 2010 and may 
show who initially created the league. The Franchise eagues 
table 2010 may include the foreign key “CreateTeamID 
which may be a PK from the Teams table 2020 described 
below. The foreign key “CreateTeamID may show which 
team established the franchise league. For example, referring 
back to FIG. 5, when inputs are saved (submitted), a record 
may be created in this table using franchise league inputs and 
a record is created in the Teams table 2020 using those inputs. 
0116. The Teams table 2020 may represent an individual 
team 230, grouping, or collection of franchises. This may be 
populated with data input (for example, data input by a user in 
FIG. 5) and represents the identity information of a team (e.g. 
name, description, logo, etc.). If a user chooses to create a new 
team instead of joining an existing team, this may be the next 
table populated. The FK “CreatedByID may represent the 
PK from Users table 2005 and tells us who created the team. 
0117. A TeamLeagues table 2025 may represent a higher 
level team league 225 or collection of teams than for example, 
the franchise league level. As described previously, a fran 
chise league may be a competition where a franchise within 
each team represents their respective team in a league versus 
franchises in other teams in the online competition. This table 
may represent basic information (e.g. identity fields such as 
league name, description, etc.) collected as part of creating a 
new team league (as shown for example in FIG. 6). A record 
may be created here when data is input in FIG. 6. This table 
may be filled with corresponding inputs from the Screen 
shown in FIG. 6. Other inputs from the screen shown in FIG. 
6 may be saved to one or more separate tables, for example the 
Team LeagueSeasons table 2030 as described below. Thus a 
league can be created one time and each Subsequent year 
(season), other settings may be modified. After the initial 
season, additional seasons will add new records to the Team 
LeagueSeasons table 2030 that will link to the Team Leagues 
table 2025. The TeamLeagues table 2025 may use the FK 
“SportID” which may represent the PK from a sports table 
(not shown). Thus it may be appreciated that embodiments 
disclosed herein may be used for many different kinds of 
sports. A “CreatedByID' may represent the PK from the 
Users table 2005 which may show who created team the 
league. 
0118. The TeamLeagueSeasons table 2030 may represent 
settings for a given team league for a given season. This table 
may hold all of the primary high level league settings data 
input for example, in the screen shown in FIG. 6. Such as a 
number of teams, size of teams, etc. The primary function 
here may associate a given team league with a specific season 
where all of the fields in this table reflect settings for the 
combination of team league and season. This table may be the 
primary Source of records listed in for example, the Screen 
shown in FIG. 4 under the Select League function. This table 
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may provide for a given team league (TeamLeagueID) within 
a season (SeasonID) the following settings may have been 
used and saved: SizeCfTeams, NumberOf Teams, etc. When a 
user returns for a Subsequent season, a screen where they 
activate the league through input of seasonal data may allow 
for updates to these settings. In this case, a new Team 
LeagueSeason record may be created and linked to their 
existing Team record. The FK “TeamLeagueID' may repre 
sent the PK from the Team Leagues table 2025. This provides 
to a user the particular team league these settings are associ 
ated with. The FK“SeasonID may represent the PK from the 
Seasons table 2050 which may indicate which season these 
settings are associated. 
0119 The TeamTeamLeagueSeasons table 2045 may 
associate a given team 230 with a team league season (the 
record of which may be included in the Team LeagueSeasons 
table 2030). The TeamTeam LeagueSeasons table 2045 may 
hold the grouping of teams associated with a team league. 
This table may be the primary source of records for teams (for 
example, those teams displayed in FIG. 4 in the grid labeled 
League of Champtions/Join and as shown in FIG. 6 in the 
grid labeled Teams"). This table associates for a given team 
league season (TeamLeagueSeasonID) and a given team 
(TeamID) one or more attributes, for example CaptainID, etc. 
This table provides the teams for a team league for a given 
season plus a few pieces of data specific to that combination 
(Captain, etc.). A record is created in this table when a user 
who is team captain joins a league with their team. The 
TeamTeamLeagueSeasons table 2045 may include the fol 
lowing FKs: “TeamLeagueSeasonID' the PK from the 
TeamLeagueSeasons table 2030 that may indicate which 
team league and season a record applies to: “Team ID' the 
PK from the Teams table 2020 which may indicate which 
team this record applies to; and “CaptainID' the PK from 
the Users table 2005 which may indicate who the team cap 
tain is. 

0.120. The TeamTeamLeagueSeason Franchises table 
2040 may associate a given franchise 250 with an entry in the 
TeamTeam LeagueSeasons table 2045. This table may con 
tain the grouping of franchises associated with a team (for 
example, team members). This may be the primary source for 
records (for example, those shown in FIG. 5 in the grid of 
team members or shown in FIG. 14 in the area labeled Team 
Members). This table may provide attributes associated with 
a given team league for a given season, a given team, and a 
given franchise; for example “DraftPosition, etc. A record 
may be created in this manner when a user joins a team with 
their franchise (for example when they click the Join func 
tion shown in FIG. 4 next to a specific team). This may also be 
the source for data in FIG. 17 for step 1710. The TeamTeam 
LeagueSeason Franchises table 2040 may include foreign 
keys: 
I0121 “TeamTeamLeagueSeasonID' the PK from 
TeamTeam LeagueSeason table 2045 which may provide a 
team, a season, and a team league value. "FranchiseD' the 
PK from the Franchises table 2015 which may provide an 
association of a franchise with a team, a season, and a team 
league. “TeamLeagueSeason Franchise leagueID' the PK 
from the Team LeagueSeason Franchiselleague table 2035 
which may provide which franchise league (competition 
league) a franchise is assigned to. This field may be created 
during the process of assigning franchises to franchise 
leagues. Initially, this field may be null until assignment of 
franchises is complete. When the process to assign franchises 
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to their franchise league is run, this table may be loaded (for 
example at step 905 in FIG.9). 
0122) The TeamLeagueSeasonFranchiselleagues table 
2035 may provide all of the franchise leagues for a given team 
league and season. After a user has created a team and estab 
lished a franchise league, a record may also be created in this 
table. This table provides the records that may be used in step 
910 of FIG. 9. All franchises in a given team league may be 
assigned to compete in one of the franchise leagues repre 
sented in this table. This table may also hold other fields 
relevant to these records such as who the commissioneris, etc. 
Foreign keys used in the table may include: “Team 
LeagueSeasonID the PK from the Team LeagueSeasons 
table 2030 which indicates the team league for a season: 
“FranchiselleagueID' the PK from the Franchise leagues 
table 2010 which may represent the franchise league that is 
associated with a given team league and season; and “Com 
missionerID the PK from the Users table 2005 which may 
represent the commissioner for a franchise league/team 
league/season association. 
0123 Referring now to FIG. 21, a matchup relationship 
diagram 2100 is shown according to an exemplary embodi 
ment of the present invention. In general, matchup relation 
ship diagram 2100 diagram illustrates a sample database/ 
table setup showing how players (commodities) are 
associated with individual franchises (franchise rosters) 
which in turn gives all of the sources for points for both the 
individual franchises and their respective teams. This dia 
gram may also include tables illustrating an example scoring 
format (head to head) where a schedule of matchups of fran 
chise VS. franchise and team VS. team is implemented. The two 
tables used for this are named TeamLeagueSchedule table 
2120 and FranchiselleagueSchedule table 2160. If a different 
scoring format Such as total points is used, these two tables 
would not necessarily be utilized. In general, this diagram 
represents the core tables and relationships showing the 
Sources for rosters and lineups, matchups/schedules for both 
teams and franchises, and how they can be linked together to 
get scores for franchises and Subsequently teams. The 
description for elements already described in FIG. 18 will not 
be repeated. 
0.124. The ScoringPeriods table 2130 may represent a unit 
used to mark the boundary for a lineup. In football, this would 
correspond for example, to a week. If racing were the under 
lying competition being tracked, these records would corre 
spond to a given race or a weekend of racing. Foreign keys 
may include: "ScoringPeriodDefinitionID, which may rep 
resent the PK from a table not shown here that would contain 
a record representing a week, race, weekend, etc. and "Sea 
sonID” which may represent the PK from the Seasons table 
215.O. 

0.125. The TeamLeagueSchedule table 2120 is an exem 
plary table used as a source for matchups. For example, in a 
head to head format, the table 2120 may define the schedule 
and/or matchups for higher-level teams. Via the link to the 
Team LeagueSeasonTeams table 2110, this table provides for 
a given team league and season, which team is matched up 
against another team for a given scoring period. The terms 
Home and Away are used in the naming convention here, but 
could be called Team1, Team2, etc. This is one table that may 
be populated when a user visits the Schedules' page linked 
from the Settings' items at the top of FIG. 6. This is also the 
table used to determine/display the two teams matched up 
against each other in FIG. 15. A foreign key used by table 
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2120 may include the "ScoringPeriodID” which may repre 
sent the PK from the ScoringPeriods table 2130 indicating 
which scoring period the matchup applies to. A different 
scoring format from head to head such as rotisserie or pool 
play would have a different structure for matchups and would 
implement a different table or tables. The foreign key “Hom 
eTeamID/AwayTeamID' may be the PK from the Team 
LeagueSeasonTeams table 2110. This table links back to the 
specific team league and team(s) for the matchup. 
0.126 The FranchiselleagueSchedule table 2160 may be 
another table populated when a user visits the Schedules 
page linked from the Settings items at the top of FIG. 7. This 
table is similar to the TeamLeagueSchedule table 2120 except 
this tells us which franchises are matched up for a given 
season, scoring period, and franchise league within a given 
team league. For this invention, the Home/Away Team fields 
are linking to a table (TeamTeamLeagueSeason Franchises) 
setup to tell us the franchises & their respective franchise 
leagues AND the teams and respective team leagues. The 
foreign key “ScoringPeriodID' as defined in the table Team 
LeagueSchedule 2160 maybe used. The foreign key “Home 
FranchiselD/AwayFranchiselD” which may be the PK from 
the TeamTeamLeagueSeason Franchises table 2140 may link 
back to a specific franchise league and franchise and Subse 
quently teams and team leagues. 
I0127. The Players table 2170 may be a player pool repre 
senting the individual commodities representing for example 
real-life players in a sporting competition. In football there 
would be a record for, the name of a real-life player. This table 
contains fields or attributes describing players such as their 
position, league (e.g. NFL, MLB, NBA, etc.), teams, num 
bers, height, weight, etc. When users conduct transactions, 
for example, drafting or making waiver wire/free agent trans 
actions, this is the table providing the list or source of players. 
I0128. The TeamTeam LeagueSeason Franchise.Players 
table 2180 may provide the roster associated with a given 
individual franchise. This table may link to two other tables 
that essentially indicate the commodities (players) for a given 
franchise in a specific franchise league on a specific team 
within a specific team league. When a real-life player is 
acquired via draft, trade, free-agent pickup, etc. (within their 
individual franchise leagues) a record is created here. When a 
player is dropped or traded away a record here could be 
deleted. The foreign key “TeamTeamLeagueSeason Fran 
chiselD' may be the PK from the TeamTeam LeagueSeason 
Franchises table 2140 that indicates which franchise (league, 
season, etc.) a record applies to. The foreign key “PlayerID 
may be the PK from the Players table 2170 that tells us which 
real-life player (commodity) is associated with the entry. 
I0129. The Franchiselineup table 2150 may indicate for a 
given franchise and commodity on their roster and scoring 
period, whether or not the commodity is active (starting) or 
inactive (benched). This is the table used to populate the grids 
labeled Starting Lineup and Bench shown in FIG. 13. 
Using a series of database Joins and Where clauses, this 
may be the lowest or last table in the series of lookups that 
may be required to aggregate all of the active commodities 
contributing to both the individual franchise competition and 
to the team competition. The aggregation of these records 
may provide the Source of players displayed in the player 
grids shown in FIGS. 13, 14, 15 and 16. The foreign key 
“TeamTeamLeagueSeason FranchisePlayerID may be the 
PK from the TeamTeamLeagueSeason FranchisePlayers table 
2180 indicating which player and subsequently which fran 
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chise, franchise league, etc. is associated with the lineup. The 
foreign key ScoringPeriodID may be the PK from the Scor 
ingPeriods table 2130 indicating the scoring period (week, 
race, etc.). The foreign key “PlayerLineupStatusID' may be 
the PK from a table not shown here that contains commodity 
statuses Such as active (starting), inactive (benched), etc. 
0130. The PlayerStatistics table 2190 may represent the 
real-life performance stats for a given scoring period. This 
may be the table populated by reading in stats from an exter 
nal statistics provider. This table may contain records that 
indicate the real life performance of a commodity. The com 
bined records from this table along with records in the Fran 
chiselineup table 2150 may be used to provide the scores for 
individual franchises and teams. This may be displayed in the 
points field and the total field in FIG. 15. It may also 
contribute to the avg field and tot pts field shown in FIG. 
13. The foreign key “PlayerID may represent the PK from 
the Players table 2170 and indicates which player a statistic 
applies to. The foreign key "ScoringPeriodID may be the PK 
from the ScoringPeriods table 2130 which may indicate 
which scoring period (week, race, etc.) a statistic applies to. 
The foreign key “ScoringStatistics ID' may be the PK from a 
table not shown here. This foreign key may indicate if the 
statistic is for a particular type of statistic, for example, a 
touchdown, a home run, a goal, a sack, etc. 
0131. It should be understood, of course, that the forego 
ing relates to exemplary embodiments of the invention and 
that modifications may be made without departing from the 
spirit and scope of the invention as set forth in the following 
claims. 

1. A computer program product for providing an online 
competition, the computer program product comprising a 
non-transitory computer readable storage medium having 
computer readable program code embodied therewith, the 
computer readable program code including instructions 
which when executed by a processor: 

provide a website configured to host the online competi 
tion; and 

organize a group of teams together into a team league 
wherein teams in the group of teams compete against 
one another in the online competition on the website, 
wherein 
each team within the group of teams includes a plurality 

of franchises, wherein at least two franchises within 
each team correspond to at least two different users, 

each franchise comprising individually performing 
commodities performing within a same competition 
type outside of the on-line competition, and 

each franchise within each team represents their respec 
tive team in a franchise league versus franchises that 
are members of other teams in the group of teams in 
the online competition. 

2. The computer program product of claim 1, the computer 
readable program code configured to: 

track performance of each franchise in their respective 
franchise league; 

aggregate the performance of each franchise within respec 
tive teams as a team performance total for each team in 
the group of teams; and 

determine a winner of the online competition based on the 
team performance total of each team in the group of 
teamS. 

3. The computer program product of claim 2, wherein the 
performance of each franchise within a first one of the teams 
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in the group of teams is tracked according to a scoring system 
that differs from the performance of each franchise within a 
second one of the teams in the group of teams. 

4. The computer program product of claim 2, wherein the 
performance of each franchise is based on a performance of 
the individually performing commodities. 

5. The computer program product of claim 4, wherein a 
plurality of franchises within a common team include a com 
mon commodity. 

6. The computer program product of claim 1, the computer 
readable program code configured to provide a team commu 
nication area on the website wherein communication within 
the team communication area is restricted to franchises 
within a common team in the group of teams. 

7. The computer program product of claim 1, wherein the 
online competition is a fantasy sports competition. 

8. The computer program product of claim 1, the computer 
readable program code configured to provide a platform to 
exchange franchises between a plurality of teams in the group 
of teams. 

9. A server, comprising: 
a storage module; and 
a processor configured to: 

provide a website configured to host an online fantasy 
competition; 

organize on the website a team league including a plu 
rality of teams of franchises wherein a performance of 
each team within the plurality of teams of franchises 
is tracked; 

organize on the website, a plurality of franchise leagues 
comprising respectively a plurality of franchises com 
prising individually performing commodities 
wherein 

each franchise is a member of a team of franchises, the 
team of franchises comprising at least two different 
franchises corresponding to at least two different 
users, grouped together from the plurality of fran 
chises, and 

each franchise within each team represents their respec 
tive team in each franchise's respective franchise 
league versus franchises that are members of other 
teams from the team league; and 

provide a platform to exchange the individually per 
forming commodities across the plurality of teams of 
franchises. 

10. The server of claim 9, wherein the processor is config 
ured to: 

track performance of the individually performing com 
modities of each franchise within each team as a perfor 
mance of each franchise; 

aggregate the performance of each franchise within respec 
tive teams of franchises as a team performance total for 
each team of franchises; and 

determine a winner of the online fantasy competition based 
on the team performance total of each team of fran 
chises. 

11. The server of claim 10, wherein the performance of 
each franchise within a first one of the team of franchises is 
tracked according to a scoring system that differs from the 
performance of each franchise within a second one of the 
team of franchises. 
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12. The server of claim 10, wherein the processor is con 
figured to determine a winner of each franchise league based 
on the performance of each franchise in respective franchises 
leagues. 

13. The server of claim 9, wherein the individually per 
forming commodities are athletes competing in a profes 
sional sports organization. 

14. The server of claim 9, wherein a plurality of franchises 
within a common team of franchises include a common indi 
vidually performing commodity. 

15. The server of claim 9, wherein the processor is config 
ured to provide a team communication area on the website 
wherein communication within the team communication area 
is restricted to franchises within a common team. 

16. A method of providing an online competition, compris 
ing: 

providing a website configured to host the online compe 
tition; 

organizing on the website a team league including a plu 
rality of teams of franchises wherein a performance of 
each team within the plurality of teams of franchises is 
tracked; 

organizing on the website, a plurality of franchise leagues 
comprising respectively a plurality of franchises com 
prising individually performing commodities perform 
ing within a same sport, wherein 
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each franchise is a member of one of the teams of fran 
chises grouped together from the plurality of fran 
chises, wherein each team comprises at least two fran 
chises controlled by at least two different users, and 

each franchise within each team represents their respec 
tive team in each franchise's respective league; and 

determining a performance of each team of franchises 
based on a performance of individual franchises within 
respective teams. 

17. The method of claim 16, including tracking a perfor 
mance of the individually performing commodities, wherein 
the performance of the individually performing commodities 
contributes toward a league scoring system and a team scor 
ing System. 

18. The method of claim 16, wherein franchises within 
each team are enabled to share a common individually per 
forming commodity. 

19. The method of claim 16, wherein the performance of 
each franchise within a first of the team of franchises is 
tracked according to a scoring system that differs from the 
performance of each franchise within a second of the team of 
franchises. 

20. The method of claim 16, including providing a platform 
to exchange franchises between a plurality of teams of fran 
chises. 


