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METHODS AND SYSTEM FOR CREATING
IN GAME OBJECTS

PRIORITY CLAIM

[0001] The following application is a continuation-in-part
of U.S. patent application Ser. Nos. 11/428,263, “Video
Game Environment” filed Jun. 30, 2006 and Ser. No. 11/620,
563 “Copyright of Digital Works in a Virtual Environment”
filed Jan. 5, 2007, each of which is hereby incorporated by
reference.

BACKGROUND

[0002] Video games which are accessible to multiple
players via a server or peer to peer network are well known.
For example, hundreds of thousands of players access games
known as massive multi-player online games (MMOGs) and
massive multi-player online role playing games (MMOR-
PGs). Players of these games customarily access a game
repeatedly (for durations typically ranging from a few
minutes to several days) over a given period of time, which
may be days, weeks, months or even years. The games are
often constructed such that players pay a periodic subscrip-
tion price (e.g., $15 per month) rather than, or in addition to,
paying a one time purchase price for the game. Often,
though not necessarily, these games have no ultimate “win-
ner” or “winning goal,” but instead attempt to create an
enjoyable playing environment and a strong player commu-
nity.

[0003] It would be advantageous to provide improved
methods and apparatus for increasing the enjoyment and/or
longevity of video games including, but not necessarily
limited to MMOGs and MMORPGs.

BRIEF DESCRIPTION OF THE DRAWINGS

[0004] FIG. 1 is a block diagram depicting a network
according to an embodiment of the present disclosure.
[0005] FIG. 2 is a block diagram of system 100 according
to an embodiment of the present disclosure.

[0006] FIG. 3 is a block diagram of a system 200 accord-
ing to an embodiment of the invention.

[0007] FIG. 4 is an embodiment of a method of determin-
ing the requirements for assembling an object.

[0008] FIG. 5 is a block diagram of a system 300 accord-
ing to an embodiment of the invention.

[0009] FIG. 6 is a block diagram of a system 400 accord-
ing to an embodiment of the invention.

[0010] FIG. 7 is an embodiment of a method of hiring an
entity to construct an in game object according to an
embodiment of the invention.

[0011] FIG. 8 is a block diagram of a system 500 accord-
ing to an embodiment of the invention.

DETAILED DESCRIPTION

Definitions:

[0012] Unless stated to the contrary, for the purposes of
the present disclosure, the following terms shall include the
following definitions:

[0013] Credit Card—includes a credit instrument issued
by a real or virtual world institution to a player or player
character that allows the player or player character to make
purchases by providing an account identifier (e.g. a credit
card number) rather than real or virtual cash or other
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currency. An example is a credit card like those issued by
Visa, MasterCard, or American Express. For the purposes of
the present disclosure, the term “Credit card” is intended in
a very broad sense and is not limited to those situations in
which a player’s purchases are made on credit (i.e. where
payments for those purchases is not due until a later time)
but also includes financial instruments such as debit cards,
check cards, lines of credit and the like.

[0014] Virtual credit card—includes a credit card or other
financial instrument issued or used in a virtual environment
that acts in the virtual environment for virtual currency
similar to the way a real world credit card acts in the real
world for real currency. Virtual credit card also includes the
use of a real world credit card for purchases, loans, security,
identification, collateral, currency conversion and any other
financial transactions within the virtual world.

[0015] Real Cash Value includes the value in real dollars
one or more virtual currencies. This value can be determined
by any applicable means, including, for example, multiply-
ing the value of a virtual currency amount by the current
exchange rate to real dollars. Such conversion may include
a tax, tariff or other conversion fees or penalties.

[0016] Total virtual obligation amount—includes the total
amount of the virtual financial obligation(s) associated with
a player or player character’s account. Such amounts may be
comprised of several individual amounts or accounts and
may have a real currency amount equivalent.

[0017] Virtual Contract—includes an agreement, which
may be enforceable, between one or more first player or
player characters and either another one or more players or
player characters, and/or one or more of a game server, a real
or virtual financial institution or business, an NPC, or a third
party. Some examples of virtual contracts are provided in
U.S. Provisional Patent Application Ser. No. 60/652,036,
which is hereby incorporated by reference in its entirety for
all purposes.

[0018] Game environment manager: includes any entity
that administers a game environment. The game environ-
ment manager may be a character, player, player character,
group of characters, group of players, one or more NPCs,
group of NPCs, committee, company, religion, government,
financial institution, outsourcing services company, any
third party, or any combination thereof.

[0019] Virtual—shall include one or more video game
environments, video game space (in whole or in part),
non-physical item, object, character, or other intangible item
or space.

[0020] Virtual World—includes any one or more of any
space, visual representation, world, environment or soft-
ware, or tracking or game application created in an online
game such as World of Warcraft, or a virtual community
such as Second Life, Eve or There.com. Virtual World may
also include any virtual or intangible area of game play, such
as an island or continent or globe or universe, or one, two,
three or more dimensional area, or any combination or
groups or categories or subcategories of the forgoing. Such
areas may be presented on a screen in one or more dimen-
sions, or as icons, pictures, maps, images, video, and/or may
include black or dark areas, or areas with color.

[0021] Virtual Creditor—includes any one or more real or
virtual game owner, financial institution, or a first player or
player character or other entity or any person or virtual entity
or third party, who is owed a virtual obligation by a second
player or player character. Virtual Creditor may include a
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real world financial institution, for example, Wachovia Visa,
that offers real or virtual credit cards or other financial means
in a video game or Virtual World.

[0022] Virtual Credit Score—includes a score given to a
player and/or player characters in a video game or virtual
world or by a virtual creditor based on one or more of the
following criteria including, but not limited to: part or all of
the virtual assets they possess, the age of the character
account, the type of account, e.g. basic or premium, the
available credit line of the real or virtual credit card asso-
ciated with the account, the existing real or virtual financial
obligations of the player character account, the player or
player character’s payment history including days to pay,
amounts overdue or delinquent, and/or the player character’s
real world credit score, and/or the factors used in the real
world to determine a credit score, and/or any other attribute
or financial or other information associated with the player
or player character.

[0023] Virtual Financial Account—includes a virtual
account issued to a player character by a real or virtual bank,
real or virtual creditor, game server, game owner, in game
lending institution or third party where real or virtual cash
can be exchanged, bought, sold, deposited and/or with-
drawn.

[0024] Virtual Financial Obligation—includes an agree-
ment made and/or entered into and/or purchase made by one
or more of any real or virtual: player or player character or
entity to pay or otherwise deliver or provide one or more
game attributes or items to another player or player charac-
ter, entity, exchange, business or game server or other third
party. This obligation can be a one time payment, or multiple
payments over time. The obligation can specify that pay-
ments are due on virtual or real dates. Such obligation may
also include additional legal terms and conditions, including,
but not limited to: payment terms, due dates, finance
charges, interest payments, late payments or other fees,
tariffs and charges, early payment or other penalties,
exchange rate fees and may require a real or virtual credit
card to serve as part or complete security, e.g., collateral, on
such obligation.

[0025] Virtual Financial Intermediary—Financial inter-
mediaries include, for example, real or virtual: financial
institutions including depository institutions, creditors, con-
tractual savings institutions, and investment intermediaries
which may offer financial products and services for use
within the virtual environment. The various virtual financial
intermediaries available in the virtual environment may each
serve different or overlapping purposes and provide means
for using, saving, borrowing and transferring currency. In
certain cases, real world financial intermediaries offer such
services outside the virtual environment and may permit real
or virtual cash or other items of value to be transferred or
exchanged with or within the virtual environment.

[0026] Virtual Financial Obligation Value—includes the
in game value of the obligation. For virtual cash the value
may be stated as a virtual and/or real cash amount, which
may be in one or more real or virtual currency types, e.g., US
Dollars and Linden Dollars. For other game attributes, the
value can be determined, for example, by generating a
virtual cash market value for the item based on the current
value in an online marketplace or exchange. The value of the
obligation may be fixed or variable and may also be set as
a condition of the player contract and/or by the game server
or other entity. Such obligation may also include additional
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legal terms and conditions, including, but not limited to:
payment terms, due dates, finance charges, interest pay-
ments, late payments or other fees, tariffs and charges, early
payment or other penalties, exchange rate fees and may
require a real or virtual credit card to serve as part or
complete security, e.g., collateral, on such obligation.
[0027] Billing Information—shall include any informa-
tion pertaining to billing a player or player character and/or
any other party for playing a game, accessing a game,
providing or offering for sale or purchasing goods or ser-
vices, or any other reasons. Billing information may include,
but is not limited to, such real world or virtual information
as a home or billing address, social security number, credit
card account number, bank account number, pay pal account
number or other payment facilitator, or the account number
of any other financial entity providing a real world credit line
or any other payment-related information.
[0028] Virtual Blueprints—includes virtual designs or
instructions to enable creation of a design for one or more
virtual items that may include information such as dimen-
sions, materials, skills, method of construction, legal own-
ership rights, licenses or permissions, or required licenses or
permits, and/or other virtual items or attributes that are
required to assemble or use a virtual item specified by the
blueprint. Virtual Blueprints may define virtual objects,
and/or business methods, business processes, software,
games, and/or definitions to create any or all of the forego-
ing.
[0029] Character or “player character”—includes a per-
sona created and controlled by a player in a video game.
Character or player character may also include an account
associated with a player that identifies a persona or avatar
owned, created or controlled by a player in a video game or
other virtual environment or virtual world. Such account
may include billing information, or other information about
the player or the player character, such as current status,
items owned or controlled, skill levels or other attributes.
[0030] Avatar—includes the virtual or visual representa-
tion of a player character. An avatar may be an icon, picture,
image, token, video, or other representation of a player
character.
[0031] Character Account—includes an account or
records that stores or tracks information regarding player
characters, including, but not limited to any one or more, or
any combination of any real or virtual: character attributes,
billing information, character skills, financial obligations,
and/or any other information associated with the player
character or the virtual environment or virtual world.
[0032] Character Attribute—includes any quality, trait,
feature or characteristic a particular Character can have that
is stored in the corresponding Character Account. Character
Attributes may include, but are not be limited to:

[0033] 1. A character score

[0034] 2. A virtual object

[0035] 3. The physical appearance of a character
[0036] 4. An emblem or mark

[0037] 5. A synthetic or recorded voice

[0038] 6. Virtual currency

[0039] 7. Virtual help points or credits

[0040] 8. The ability to join groups of other players at
a later time

[0041] 9. A score for subsequent matching of later game
parameters
[0042] 10. A relationship with another character
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[0043] 11. A genetic profile or makeup
[0044] 12. A skill or skill level

[0045] 13. A ranking

[0046] 14. A video

[0047] 15. Experience information

[0048] Character Life—includes a fixed or variable, finite
or infinite period of virtual or real world time that a player
character can exist in a game environment or a virtual world
or an era or other period of time.

[0049] Character Skills—includes game attributes inher-
ent in or otherwise bought, sold, exchanged, used, acquired
or developed by a player or player character before or during
game play such as, but not limited to: the ability to cast
(certain) spells, foretell the future, read minds, use (certain)
weapons, cook, hunt, find herbs, assemble herbs into
potions, mine, assemble objects into other objects, fly,
organize players, create, buy, sell, exchange or steal
attributes or other items, establish or purchase or exchange
businesses, communicate, and/or enchant other player char-
acters and/or any other information that describes, tracks,
controls, limits, permits, records, or is related to an ability of
one or more players or player characters or NPCs or third
parties.

[0050] Computer Generated (CGC) or Non-Player (NPC)
Character—any character that is controlled by the game
system and/or a computer program and/or rules established
by the game system or third party, and/or a player and not
by a player on a continuous basis. Such NPC (or NPCs in the
plural) may be controlled partially or fully by a human or in
an automated fashion.

[0051] Game performance parameter—includes any
aspect of a Video Game by which a player character’s
performance, actions, tendencies or preferences, can be
measured. Game Parameters shall include, but not be limited

to:

[0052] 1. Completing or failing to complete all or part
of a mission

[0053] 2. Playing or not playing for a certain period of
time

[0054] 3. Winning or losing a match against another
player or player character or computer generated char-
acter or NPC

[0055] 4. Reaching or failure to reach a certain level or
score or within a certain time

[0056] 5. using or obtaining or failure to use or obtain,
or exemplary or improper use of an ability or technol-
ogy

[0057] 6. kill/death ratios

[0058] 7. obtaining, creating or modifying an object, or
failing to do so

[0059] 8. solving or failing to solve a puzzle, or failing
to do so within a proscribed period

[0060] 9. accuracy with weapons

[0061] 10. effective or ineffective use of a weapon or the
proper weapon

[0062] 11. killing or failure to kill a certain character/
creature

[0063] 12. getting through or failing to get through to a
certain geographic area

[0064] 13. decreasing or increasing Karma Points

[0065] 14. getting, buying, exchanging or learning a
new skill or player attribute

[0066] 15. having or losing a child

[0067] 16. getting or failing to get married
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[0068] 17. failing to or obtaining, buying, trading, pro-
ducing or developing raw materials
[0069] 18. producing or failing to produce goods or
services or within or not within a proscribed period
[0070] 19. earning or failing to earn income or a certain
level of income or within a required time
[0071] 20. earning or failing to earn a higher rank in an
army
[0072] 21. winning or losing an election among two or
more players or player characters or NPCs or third
parties
[0073] 22. achieving or failing to achieve deity or other
status and/or within a required time
[0074] 23. improving or failing to improve player char-
acter status or caste
[0075] 24. assisting or failure to assist other player
characters with any of the above
[0076] 25. speed of accomplishing/failing or changing
the rate or trends of any or all of the above.
[0077] In-game Marketplace—shall include a virtual envi-
ronment where Characters can buy, sell, trade, barter,
encumber, seek, offer, or exchange items, attributes, or any
other exchangeable game element.
[0078] Novice Player—shall include a player that is iden-
tified as requiring the help of an expert or other aid or
assistance (e.g., automated assistance or a tutorial) to com-
plete a Game Parameter.
[0079] Player—shall include an individual or entity or
third party who can register or create an account with a
Video Game Central Server, or virtual world or virtual
environment, or video game, or within a peer-to-peer or
other network and/or create Characters that can interact with
other Characters in a Virtual Environment, and/or that can
authorize an NPC to act on the player’s behalf.
[0080] Player Account—shall include an account on the
Video Game Central Server or console, or other server or
within a peer-to-peer or other network that contains a Player
profile, which profile may include personal, billing, and
character account and/or attribute information.
[0081] Player Attribute—includes any attribute or infor-
mation that can be applied to or used or accessed by a player
account. Player Attributes shall include, but not be limited to
real or virtual:
[0082] 1. Currency.
[0083] 2. Discount of monthly fees for playing game.
[0084] 3. Monthly fee for playing a game.
[0085] 4. Interest rates for use of or borrowing real or
virtual cash amounts.
[0086] 5. Global character attribute settings for all char-
acters created by player across multiple games.
[0087] 6. Rewards for encouraging another player to
signup to play.
[0088] 7. Game Performance Parameters
[0089] Player to Player Contract—includes a real and/or
virtual binding contract between player characters or third
parties or NPCs or other entities that allows the players or
other entities to provide or exchange game attributes or other
items of value to one another. Once a player-to-player
contract is established, the game server or peer-to-peer or
other network may automatically distribute acquired game
attributes between the player characters based on the con-
tract conditions.
[0090] Video Game—includes a game played on a Video
Game Consul or Server or network that may or may not be
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networked to a Video Game Central Server or within a
peer-to-peer or other network topology.

[0091] Video Game Consul—includes a device compris-
ing a CPU, memory and optional permanent storage residing
at a player or other location that can allow for the playing of
video games. Examples include, home PCs, Microsoft
Xbox, and Sony Playstation.

[0092] Video Game Central Server—may include a CPU,
memory and permanent or temporary storage that is con-
nected to multiple Video Game Consuls that allows for
Massive Multi Player Online Video Games or other video
games to be played.

[0093] Virus—includes any unwanted, undesirable or
harmful computer program, virus, worm, or Trojan horse or
other application or service that can copy itself, in whole or
in part, without permission or knowledge of one or more
affected parties, e.g., an end user and/or that can spread itself
to other computers or applications or data without needing
to be transferred as part of a host or other server system, or
not requested, permitted, designed or desired by the owner
of the affected, i.e., infected, computer, application, or
database and/or that can cause damage to one or more
computers, applications or data.

[0094] “Game Environment”™—a particular level or area
within a virtual world. Each game environment may have its
own rules, regulation, currency, government, managers, etc.
Game environments may exist within other game environ-
ments.

[0095] The term “variation” of an invention means an
embodiment of the invention, unless expressly specified
otherwise.

[0096] A reference to “another embodiment™ in describing
an embodiment does not imply that the referenced embodi-
ment is mutually exclusive with another embodiment (e.g.,
an embodiment described before the referenced embodi-
ment), unless expressly specified otherwise.

[0097] The terms “including”, “includes™, “comprising”
and variations thereof mean “including but not limited to”,
unless expressly specified otherwise.

[0098] The term “consisting of” and variations thereof
mean “including and limited to”, unless expressly specified
otherwise.

[0099] The terms “a”, “an” and “the” mean “one or more”,
unless expressly specified otherwise.

[0100] The term “plurality” means “two or more”, unless
expressly specified otherwise.

[0101] The term “herein” means “in this patent applica-
tion, including anything which may be incorporated by
reference”, unless expressly specified otherwise.

[0102] The phrase “at least one of”, when such phrase
modifies a plurality of things (such as an enumerated list of
things) means any combination of one or more of those
things, unless expressly specified otherwise. For example,
the phrase “at least one of a widget, a car and a wheel”
means either (1) a widget, (ii) a car, (iii) a wheel, (iv) a
widget and a car, (v) a widget and a wheel, (vi) a car and a
wheel, or (vii) a widget, a car and a wheel.

[0103] The phrase “based on” does not mean “based only
on”, unless expressly specified otherwise. In other words,
the phrase “based on” describes both “based only on” and
“based at least on”.

[0104] The term “represent” and like terms are not exclu-
sive, unless expressly specified otherwise. For example, the
term “represents” does not mean “represents only” unless
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expressly specified otherwise. In other words, the phrase
“the data represents a credit card number” describes both
“the data represents only a credit card number” and “the data
represents a credit card number and the data also represents
something else”.

[0105] The term “whereby” is used herein only to precede
a clause or other set of words that express only the intended
result, objective or consequence of something that is previ-
ously and explicitly recited. Thus, when the term “whereby”
is used in a claim, the clause or other words that the term
“whereby” modifies do not establish specific further limita-
tions of the claim or otherwise restricts the meaning or scope
of the claim.

[0106] The term “e.g.” and like terms means ‘for
example”, and thus does not limit the term or phrase it
explains. For example, in the sentence “the computer sends
data (e.g., instructions, a data structure) over the Internet”,
the term “e.g.” explains that “instructions” are an example of
“data” that the computer may send over the Internet, and
also explains that “a data structure” is an example of “data”
that the computer may send over the Internet. However, both
“instructions” and “a data structure” are merely examples of
“data”, and other things besides “instructions” and “a data
structure” can be “data”.

[0107] The term “determining” and grammatical variants
thereof (e.g., to determine a price, determining a value,
determine an object which meets a certain criterion) is used
in an extremely broad sense. The term ‘“determining”
encompasses a wide variety of actions and therefore “deter-
mining” can include calculating, computing, processing,
deriving, investigating, looking up (e.g., looking up in a
table, a database or another data structure), ascertaining and
the like. Also, “determining” can include receiving (e.g.,
receiving information), accessing (e.g., accessing data in a
memory) and the like. Also, “determining” can include
resolving, selecting, choosing, establishing, and the like. It
does not imply certainty or absolute precision, and does not
imply that mathematical processing, numerical methods or
an algorithm process be used. Therefore “determining” can
include estimating, predicting, guessing and the like.

[0108] It will be readily apparent to one of ordinary skill
in the art that the various processes described herein may be
implemented by, e.g., appropriately programmed general
purpose computers and computing devices. Typically a
processor (e.g., one or more Microprocessors, one or more
microcontrollers, one or more digital signal processors) will
receive instructions (e.g., from a memory or like device),
and execute those instructions, thereby performing one or
more processes defined by those instructions.

[0109] A “processor” means one Or more Microprocessors,
central processing units (CPUs), computing devices, micro-
controllers, digital signal processors, or like devices or any
combination thereof. Thus a description of a process is
likewise a description of an apparatus for performing the
process. The apparatus can include, e.g., a processor and
those input devices and output devices that are appropriate
to perform the method. Further, programs that implement
such methods (as well as other types of data) may be stored
and transmitted using a variety of media (e.g., computer
readable media) in a number of manners. In some embodi-
ments, hard-wired circuitry or custom hardware may be used
in place of, or in combination with, some or all of the
software instructions that can implement the processes of






