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SYSTEM AND METHOD FOR PROVIDING A QUEST FROM A

PROBABILITY ITEM BUNDLE IN AN ONLINE GAME

FIELD OF THE DISCLOSURE

(01) This disclosure relates to a system and method for providing a quest from a

probability item bundle in an online game.

BACKGROUND

(02) Online games providing quests are known; however, conventional systems do

not provide a quest from a probability item bundle in an online game.

SUMMARY

(03) One aspect of the disclosure relates to a system configured to provide a quest

from a probability item bundle in an online game. In some implementations, the

system may perform a method including executing an instance of an online game,

and maintaining inventories of virtual items under the control of the users, and

storing associations between the users and virtual items under their control. In some

implementations, the system may perform a method including effectuating

presentation to users, through a shop interface, offers to sell probability item

bundles, individual ones of the probability item bundles being associated with sets of

potential awards for the online game. The probability item bundles may include a first

probability item bundle being associated with a first set of potential awards. The first

set of potential awards may include a first potential award and a second potential

award. The first potential award may include access to a first quest in the online

game. In some implementations, the system may perform a method including

associating potential awards in the sets of potential awards with different award



distribution probabilities such that the first potential award is associated with a first

award distribution probability and the second potential award is associated with a

second award distribution probability. In some implementations, the system may

perform a method including purchasing of probability item bundles by users, which

may result in adding the purchased probability item bundles to the inventories of the

users such that responsive to purchasing of the first purchased probability item

bundle by a first user, adding the first purchased probability item bundle to a first

inventory of virtual items under the control of the first user. In some implementations,

the system may perform a method including receiving activation requests from users

for purchased probability item bundles under user controlled inventories, and

stochastically distributing potential awards to the users in accordance with the award

distribution probabilities associated with the potential awards such that, in response

to receiving an activation request from the first user for the first probability item

bundle subsequent to purchase of the first probability item bundle by the first user,

stochastically selecting one of the potential awards from the first set of potential

awards in accordance with the award distribution probabilities associated with the

potential awards, and distributing the stochastically selected first potential award to

the first user, wherein responsive to the selection and distribution of the first potential

award to the first user, providing the first user with access to the first quest in the

online game.

(04) In some implementations, providing a quest from a probability item bundle in

an online game may be performed by processors executing computer program

components. In some implementations, the system may include one or more

servers. The server(s) may be configured to communicate with one or more client

computing platforms according to a client/server architecture. The users may access



the system via the client computing platforms, for instance, to engage in one or more

games.

(05) The server(s) may be configured to execute one or more computer program

components to provide one or more games to users (or players). The computer

program components may include one or more of a game component, a user profile

management component, a user inventory component, a shop component, a

probability item bundle management component, and/or other components. It is

noted that the client computing platforms may include one or more computer

program components that are the same as or similar to the computer program

components of the server(s) to facilitate individualized content made available to the

users of online games.

(06) The game component may be configured to execute an instance of an online

game, and to implement the instance of the online game to facilitate participation of

the user in gameplay of the online game, via client computing platforms.

(07) The user inventory component may be configured to maintain inventories of

virtual items under the control of the users, and to store associations between the

users and virtual items under their control.

(08) The shop component may be configured to effectuate presentation to users,

through a shop interface, offers to sell probability item bundles, individual ones of the

probability item bundles being associated with sets of potential awards for the online

game. The probability item bundles may include a first probability item bundle

associated with a first set of potential awards, the first set of potential awards

including a first potential award, the first potential award including access to a first

quest in the online game.



(09) The probability item bundle management component may be configured to

receive activation requests from users for purchased probability item bundles under

user controlled inventories, and to stochastically distribute potential awards to the

users in accordance with the award distribution probabilities associated with the

potential awards such that, in response to receiving an activation request from the

first user for the first probability item bundle subsequent to purchase of the first

probability item bundle by the first user. In some implementations, the probability

item bundle management component may be configured to stochastically select one

of the potential awards from the first set of potential awards in accordance with the

award distribution probabilities associated with the potential awards, and to distribute

the stochastically selected first potential award to the first user, and wherein

responsive to the selection and distribution of the first potential award to the first

user, the first user is provided with access to the first quest in the online game.

(10) One aspect of the disclosure relates to a computer-implemented method for

providing a quest from a probability item bundle in an online game. In an

implementation, the method may be implemented in a computer system that includes

one or more physical processors and storage media storing machine-readable

instructions. In some implementations, the method may include executing an

instance of an online game and implementing the instance of the online game to

facilitate participation in the online game by users via client computing platforms, and

maintaining inventories of virtual items under the control of the users, and storing

associations between the users and virtual items under their control. In some

implementations, the method further may include effectuating presentation to users,

through a shop interface, offers to sell probability item bundles, individual ones of the

probability item bundles being associated with sets of potential awards for the online



game, the probability item bundles including a first probability item bundle being

associated with a first set of potential awards. The first set of potential awards may

include a first potential award and a second potential award. The first potential award

may include access to a first quest in the online game. The method further may

include associating potential awards in the sets of potential awards with different

award distribution probabilities such that the first potential award is associated with a

first award distribution probability and the second potential award is associated with

a second award distribution probability. The method further may include receiving

activation requests from users for purchased probability item bundles under user

controlled inventories, and stochastically distributing potential awards to the users in

accordance with the award distribution probabilities associated with the potential

awards such that, in response to receiving an activation request from the first user

for the first probability item bundle subsequent to purchase of the first probability

item bundle by the first user, stochastically selecting one of the potential awards from

the first set of potential awards in accordance with the award distribution probabilities

associated with the potential awards, and distributing the stochastically selected first

potential award to the first user, wherein responsive to the selection and distribution

of the first potential award to the first user, providing the first user with access to the

first quest in the online game.

( 1 1) These and other features, and characteristics of the present technology, as

well as the methods of operation and functions of the related elements of structure

and the combination of parts and economies of manufacture, will become more

apparent upon consideration of the following description and the appended claims

with reference to the accompanying drawings, all of which form a part of this

specification, wherein like reference numerals designate corresponding parts in the



various figures. It is to be expressly understood, however, that the drawings are for

the purpose of illustration and description only and are not intended as a definition of

the limits of the invention. As used in the specification and in the claims, the singular

form of "a", "an", and "the" include plural referents unless the context clearly dictates

otherwise.

BRIEF DESCRIPTION OF THE DRAWINGS

(12) FIG. 1 illustrates a system configured to provide a virtual space for an online

game, in accordance with some implementations.

(13) FIG. 2 illustrates a virtual space interface wherein a user is presented with a

probability item bundle, in accordance with some implementations.

(14) FIG. 3 illustrates a virtual space interface wherein a user is presented with a

probability item bundle including a first set of potential awards, in accordance with

some implementations.

(15) FIG. 4 illustrates a virtual space interface wherein a user is presented with a

first quest of a probability item bundle in the online game, in accordance with some

implementations.

(16) FIG. 5 illustrates award distribution probabilities assigned to corresponding

potential awards, in accordance with some implementations.

(17) FIG. 6 illustrates a virtual space interface wherein a user is provided with

access to a new quest from a probability item bundle in the online game, in

accordance with some implementations; and

(18) FIG. 7 illustrates a method of providing a quest from a probability item bundle

in an online game, in accordance with some implementations.



DETAILED DESCRIPTION

(19) FIG. 1 illustrates a system 100, which may be configured to provide a virtual

space to users. Providing the virtual space may include hosting the virtual space

over a network. In some implementations, system 100 may include one or more

servers 102. Server 102 may be configured to communicate with one or more client

computing platforms 104, which may be in accordance with a client/server

architecture. Users may access system 100 and/or the virtual space via client

computing platforms 104.

(20) Server 102 may be configured to execute one or more computer program

components. The computer program components may include one or more of a user

profile management component 106, a game component 108, a user inventory

component 110 , a shop component 112 , a probability item bundle management

component 114 , a quest tool component 116 , and/or other components. The client

computing platform(s) 104 may include one or more computer program components

that are the same as or similar to the computer program components of the example

server(s) 102 to provide a virtual space to users and to facilitate in-game actions.

(21) In some implementations, a developer using a quest tool interface of a quest

tool component 116 may create additional game content to include a new quest in

the online game. In some implementations, a new quest may provide an introduction

to new online game content. A new quest may provide new gameplay to one or more

of low-level, mid-level, and/or high-level payers. A new quest may be introduced into

an online game via a probability item bundle. A new quest may be similar to or

different from existing game quests, which may be referred to as "universal" game

quests.



(22) As used herein, both a new game quest and a universal game quest are both

a type of general quest, which may include a storyline within the game that includes

content {e.g., a character, a place, a building, a boss, an enemy, a vehicle, and/or

other content) and one or more tasks to be performed by a user within and/or using

the content for the quest. Completion of the quest may be characterized by

performance and/or completion of one or more tasks. Upon completion of a quest,

rewards may be distributed to the user. The rewards may include static rewards

{e.g., the same for all players/completions) and/or dynamic reward {e.g., different for

different players completions). For example, a static reward may be the same for two

different players that complete a given quest. A dynamic reward may be different for

the two different users. Some quests may be repeatable for an individual player. An

example of a dynamic reward for the given quest may result in a single user getting

different rewards on different completions of the given quest. Some quests may

present multiple tasks in a linear manner. Some quests may permit players to

influence the order in which tasks are completed.

(23) In some implementations, a universal game quest may refer to a quest that is

available to players in the game without accessing a probability item bundle. This

may include quests that become available based on gameplay associated with

existing content of the online game. For example, a universal game quest may

become available to players that achieve a certain level, perform some previous

quest or set of quests, obtain {e.g., through gameplay) a gating item that provides

access to a quest, and/or through other aspects of gameplay, which is associated

with existing content. In some implementations, a universal game quest may include

a quest that follows an established or existing game progression of the online game.



(24) In some implementations, a live operations team may be the same or different

from a game developer team of the online game. A live operations team may create

a new quest with quest tool component 116 . A new quest may directly impact

existing game content and game evolution of the online game. In some

implementations, a number of possible new quests will not be restricted by the

existing quests or quest capabilities developed by the game development team of

the online game, but may be created, as necessary and after initial execution of the

online game, by a live operations team interfacing with a quest tool component 116 .

(25) In some implementations, a new quest may be programmed to include

associated quest parameters. In some implementations, quest parameters may

include a particular number or quantity of a particular type of new quest. In some

implementations, the quantity of a particular type of new quest may be associated

with a probability distribution function. In some implementations, each new quest

type may be associated with one or more quest parameters, such as a quest name,

a quest prize, a quest bonus, one or more quest tasks, or quest condition/s for

success. In some implementations, a new quest may be introduced to user by

presentation of a probability item bundle. In some implementations, if the new quest

is deemed acceptable for further integration into the online game, some time after

the introduction of the new quest, the new quest may be made into a universal quest

or part of a universal quest of the online game. Further integration of a new quest in

an online game may allow for the new quest to be made available to more users

than for which it was initially designed.

(26) User profile management component 106 may be configured to manage user

profiles. In some implementations, a user may have a profile associated with user



information including user parameters associated with gameplay and game content.

In some implementations, a user parameter may include a game entity, which may

be a type of game object that is controlled by the user. In some implementation a

game entity may be associated with a game level. In some implementations, a type

of game entity, which may be controlled by a user, is described as a game character.

The game character may be controlled to perform one or more activities of available

gameplay activities. In some implementations, gameplay activity may include a quest

including one or more tasks. In some implementations, game objects may refer to all

game design elements, which may include simulated physical phenomena {e.g.,

wind, rain, earthquakes, and/or other phenomena), and/or other game objects used

to create game content in the virtual space of the online game. In some

implementations, game objects and game entities, which interact with other game

entities and/or objects within the virtual space. In some implementations, game

objects include bases, forts, tanks, transport devices, cities, armies, soldiers, a

wizard, an elf, or anything listed herein or externally that may be part of an online

game. In some implementations, a game character is a type of game object, which is

a controlled by a user to perform gameplay activity, such as a quest including one or

more tasks.

(27) User profile management component 106 may be configured to record user

profiles and/or user parameters associated with users of the system 100. The one or

more user profiles and/or user information may include information stored by server

102, one or more of the client computing platforms 104, and/or other storage

location. In some implementations, the user profile management component 104

may keep track of game objects, such as game content, user actions, game



characters, user gameplay, gampleplay activity, quests, accomplished tasks, etc.

associated with a particular user.

(28) Game component 108 may be configured to execute an instance of an online

game, and to implement the instance of the online game to facilitate participation of

users in the online game via a client computing platform 104. In some

implementations, participation in the online game includes implementing the instance

of the online game to facilitate participation of the user in gameplay of the online

game, via client computing platforms. In some implementations, executed game

actions affect gameplay as executed game actions include user controlled gameplay

activity, such as a quest and its associated one or more tasks. In some

implementations, participation in the online game includes executing gameplay

activity of user controlled game entities, such as characters, which may affect

gameplay and content of the online game in the instance of the online.

(29) Game component 108 may be configured to implement an instance of the

online game to show how it affects the virtual space executed by the computer

components and to effectuate presentation of views of the virtual space to a user.

The instance of the virtual space may reflect the state of the virtual space. The

instance of the virtual space may be used to push state information to clients {e.g.,

client computing platforms 104) for implementation on the client, may be used to

verify state information generated on client executing expressions of the instance

locally, and/or for other purposes. State information may include information about

the state of the virtual space such as, without limitation, position information of one

or more game objects, topography information, object status/shape information,

content information, score information, user or game entity progress information,



user inventory information, user or character resource information, progress

information for one or more gameplay activities or game actions, view information

describing a view of the virtual space, and/or other information that describes the

state of the virtual space. Expressions of the instance executed on the client facilitate

presentation of views on the client of the virtual space. Expressions of the instance

executed on the client may be configured to simply present views of the virtual space

based on the state information (e.g., via streaming view information, object/position

information, and/or other state information) received from space component 110 .

Expressions of the instance executed on the client may include space logic that

effectively provides for execution of a limited version of the instance on a client that

is synchronized and/or verified with state information received from space

component 110 . The view presented on a given client may correspond to a location

in the virtual space {e.g., the location from which the view is taken, the location the

view depicts, and/or other locations), a zoom ratio, a dimensionality of objects, a

point-of-view, and/or view parameters. One or more of the view parameters may be

selectable by the user.

(30) The instance of the virtual space may comprise a simulated space that is

accessible by users via clients that present the views of the virtual space to a user.

The simulated space may have a topography, express ongoing real-time interaction

by one or more users, and/or include one or more game objects positioned within the

topography that are capable of locomotion within the topography. In some instances,

the topography may be a 2-dimensional topography. In other instances, the

topography may be a 3-dimensional topography. The topography may include

dimensions of the space, and/or surface features of a surface or objects that are

"native" to the space. In some instances, the topography may describe a surface



{e.g., a ground surface) that runs through at least a substantial portion of the space.

In some instances, the topography may describe a volume with one or more bodies

positioned therein (e.g., a simulation of gravity-deprived space with one or more

celestial bodies positioned therein). The instance executed by the computer

components may be synchronous, asynchronous, and/or semi-synchronous.

(31) In some implementations, the instance of the virtual space may include one or

more user selectable game actions. A user may select an action as part of online

gameplay. In some implementations, the selected action may be a task, which is part

of a quest or other gameplay activity within the online game. Example gameplay

activity includes game actions including fighting, developing a skill, building, crafting,

modifying, upgrading, trading, selling, and/or repairing an item, an equipment, a

building, and/or a structure; training, building, modifying, healing, requesting,

upgrading, selling, and/or repairing an in-game unit; harvesting, refining, trading,

selling, developing, spending, and/or consuming an in-game resource; using,

performing, developing, modifying, upgrading, and/or training a skill, ability, and/or

attribute; completing in-game travel, reloading a weapon, receiving assistance such

as a hint and/or a clue, researching a technology a user wants to develop or to

unlock in a game or dedicating resources and/or researchers to researching that

technology, which may in turn lead to more technology development, and/or other

actions. In some implementations, an existing quest task and a new quest task may

include same or similar gameplay activity. In some implementations, a new quest

task may include gameplay activity different from existing gameplay activity.

(32) In some implementations, within the instance of the virtual space executed by

game component 108, users may control game objects, such as characters,



simulated physical phenomena {e.g., wind, rain, earthquakes, and/or other

phenomena), and/or other entities within the virtual space to interact with the virtual

space and/or other users characters. The user characters may include avatars. As

used herein, the term "user character" may refer to a game object (or group of

objects) present in the virtual space that is controlled by and that represents an

individual user. The user controlled entity may move through and interact with the

virtual space {e.g., non-user controlled characters in the virtual space, other objects

in the virtual space). The user controlled entity may be controlled by and/or

associated with a given user may be created and/or customized by the given user.

The user may have an "inventory" of virtual goods and/or currency that the user can

use (e.g., by manipulation of a user character or other user controlled entity, and/or

other items) within the virtual space.

(33) The above description of the views of the virtual space determined from the

instance executed by game component 108 is not intended to be limiting. The virtual

space may be presented in a more limited, or richer, manner. For example, views of

the virtual space may be selected from a limited set of graphics depicting an event in

a given place within the virtual space. The views may include additional content

{e.g., text, contextual pop-up windows, audio, pre-stored video content, and/or other

content) that describes particulars of the current state of the place, beyond the

limited set of graphics. For example, a view may include a generic battle graphic with

a textual description of the opponents to be confronted. Other representations of

individual places within the virtual space are contemplated.

(34) In some implementations, users may participate in the instance of the virtual

space by controlling one or more of the available user controlled game entities in the



virtual space. Control may be exercised through control inputs and/or commands

input by the users through client computing platforms 104. The users may interact

with each other through communications exchanged within the virtual space. Such

communications may include one or more of communications over an affiliation

portal, textual chat, instant messages, email messages, private messages, voice

communications, and/or other communications. Communications may be received

and entered by the users via their respective client computing platforms 104.

Communications may be routed to and from the appropriate users through server

102 (e.g., through game component 108).

(35) User inventory component 110 may be configured to maintain inventories of

virtual items under the control of the users, and to store associations between the

users and virtual items under their control. User inventory component 110 may be

configured to maintain information about virtual items added to an inventory of a user

that is controlled by the selected user in the virtual space. Virtual items include virtual

goods and/or currency that the user can use in a virtual space. Virtual items include

items, such as currency, awards, bonuses, power ups, and quests, etc. In some

implementations, virtual items may include a probability item. In some embodiments,

virtual items may include a new quest, which was introduced from a probability item

bundle. In some embodiments, a user may acquire a probability item bundle and

decide to store it in inventory for later use. In some embodiments, a user may

acquire a new quest offered via a probability item bundle, and may determine to

store the new quest for later use. A user inventory component 110 may be

configured to store a new item and enable later access of the particular item, such as

a probability item bundle or a new quest. In some implementations, purchasing of a

probability item bundle (e.g., Fig. 2 , 270) by a user may result in presentation of such



information to a user in the virtual space. In some implementations, purchasing of a

probability item bundle (e.g., Fig. 2 , 270) by a user may result in adding an icon (e.g.,

Fig. 2 , 290) of the purchased probability item bundle to the inventory (e.g., Fig. 2 ,

250) of the virtual items under control of the user. Probability item bundles or their

associated individual awards may be stored in the user inventory component 110 .

(36) Shop component 112 may be configured to effectuate presentation of game

objects available to users, through a shop interface. In some implementations, game

objects available for user purchase include offers to sell probability item bundles. In

some implementations, an offer to sell a probability item bundle may be presented in

the game content via a mystery box icon or another presentation. In some

implementations, individual ones of the probability item bundles may be associated

with sets of potential awards for the online game. The probability item bundles may

include a first probability item bundle, which may be associated with a first set of

potential awards. The first set of potential awards may include a first potential award.

The first potential award may include access to a first quest, which may be a new

quest, in the online game. Potential awards in the sets of potential awards may be

associated with different award distribution probabilities. For example, a first

potential award may be associated with a first award distribution probability. A

second potential award may be associated with a second award distribution

probability. Purchase of probability item bundles by users may result in addition of

purchased probability item bundles to the inventories of the users. In some

implementations, responsive to purchase of the first purchased probability item

bundle by a first user, the first purchased probability item bundle may be added to a

first inventory of virtual items under the control of the first user.



(37) Probability item bundle management component 114 may be configured to

receive activation requests from users for purchased probability item bundles under

user controlled inventories. Probability item bundle management component 114

may be configured to stochastically distribute potential awards to the users in

accordance with the award distribution probabilities associated with the potential

awards. In some implementations, in response to receiving an activation request

from the first user for the first probability item bundle subsequent to purchase of the

first probability item bundle by the first user, the probability item bundle management

component may be configured to stochastically select one or more of the potential

awards from the first set of potential awards in accordance with the award

distribution probabilities associated with the potential awards. Probability item bundle

management component 114 may distribute the stochastically selected first potential

award to a first user, and responsive to the selection and distribution of the first

potential award to the first user, the first user may be provided with access to a new

quest in the online game.

(38) Quest tool component 116 may be configured to generate a new quest for the

online game. As described above, in some implementations, quest tool component

116 may include an interface, which may provide tools to developer teams or live

operations teams to design new quests that are different from existing online game

quests, which are referred to as universal quests.

(39) In some implementations, the server 102 and client computing platforms 104

may be operatively linked via one or more electronic communication links. For

example, such electronic communication links may be established, at least in part,

via a network such as the Internet and/or other networks. It will be appreciated that



this is not intended to be limiting, and that the scope of this disclosure includes

implementations in which servers 102 and client computing platforms 104 may be

operatively linked via some other communication media.

(40) A given client computing platform 104 may include one or more processors

configured to execute computer program components. The computer program

components may be configured to enable an expert or user associated with the

given client computing platform 104 to interface with server 102, and/or provide other

functionality attributed herein to client computing platforms 104. By way of non-

limiting example, the given client computing platform 104 may include one or more of

a desktop computer, a laptop computer, a handheld computer, a tablet computing

platform, a NetBook, a Smartphone, a gaming console, and/or other computing

platforms.

(41) Server 102 may include electronic storage 160, one or more processors 180,

and/or other components. Server 102 may include communication lines, or ports to

enable the exchange of information with a network and/or other computing platforms.

Illustration of server 102 in FIG. 1 is not intended to be limiting. Server 102 may

include a plurality of hardware, software, and/or firmware components operating

together to provide the functionality attributed herein to server 102. For example,

server 102 may be implemented by a cloud of computing platforms operating

together as server 102.

(42) Electronic storage 160 may comprise non-transitory storage media that

electronically stores information. The electronic storage media of electronic storage

160 may include one or both of system storage that is provided integrally (i.e.,

substantially non-removable) with server 102 and/or removable storage that is



removably connectable to server 102 via, for example, a port {e.g., a USB port, a

firewire port, etc.) or a drive {e.g., a disk drive, etc.). Electronic storage 160 may

include one or more of optically readable storage media {e.g., optical disks, etc.),

magnetically readable storage media {e.g., magnetic tape, magnetic hard drive,

floppy drive, etc.), electrical charge-based storage media {e.g., EEPROM, RAM,

etc.), solid-state storage media {e.g., flash drive, etc.), and/or other electronically

readable storage media. Electronic storage 160 may include one or more virtual

storage resources {e.g., cloud storage, a virtual private network, and/or other virtual

storage resources). Electronic storage 160 may store software algorithms,

information determined by processor 180, information received from server 12 ,

information received from client computing platforms 104, and/or other information

that enables server 102 to function as described herein.

(43) Processor(s) 120 is configured to provide information processing capabilities

in server 102. As such, processor 180 may include one or more of a digital

processor, an analog processor, a digital circuit designed to process information, an

analog circuit designed to process information, a state machine, and/or other

mechanisms for electronically processing information. Although processor 180 is

shown in FIG. 1 as a single entity, this is for illustrative purposes only. In some

implementations, processor 180 may include a plurality of processing units. These

processing units may be physically located within the same device, or processor 180

may represent processing functionality of a plurality of devices operating in

coordination. The processor 180 may be configured to execute components 106,

108, 110 , 112 , 114 , and 116 . Processor 180 may be configured to execute

components 106, 108, 110 , 112 , 114 , and 116 by software; hardware; firmware;

some combination of software, hardware, and/or firmware; and/or other mechanisms



for configuring processing capabilities on processor 180. As used herein, the term

"component" may refer to any component or set of components that perform the

functionality attributed to the component. This may include one or more physical

processors during execution of processor readable instructions, the processor

readable instructions, circuitry, hardware, storage media, or any other components.

(44) It should be appreciated that although components 106, 108, 110 , 112 , 114 ,

and 116 are illustrated in FIG. 1 as being implemented within a system 140

implemented by a single processing unit, in implementations in which processor 120

includes multiple processing units, one or more of components 106, 108, 110 , 112 ,

114 , and 116 may be implemented remotely from the other components. The

description of the functionality provided by the different components 106, 108, 110 ,

112 , 114 , and 116 described herein is for illustrative purposes, and is not intended to

be limiting, as any of components 106, 108, 110 , 112 , 114 , and 116 may provide

more or less functionality than is described. For example, one or more of

components 106, 108, 110 , 112 , 114 , and 116 may be eliminated, and some or all of

its functionality may be provided by other ones of components 106, 108, 110 , 112 ,

114 , and 116 . As another example, processor 120 may be configured to execute one

or more additional components that may perform some or all of the functionality

attributed below to one of components 106, 108, 110 , 112 , 114 , and 116 .

(45) FIG. 2 illustrates an embodiment of a virtual space interface 200, which may

be used to effectuate presentation of game content including gameplay activity to a

user, and to facilitate gameplay activity including game actions via computing

platform 104. In some implementations, the user controls a game entity 220, such as

a user character. The space component 110 may present the user with a number of



possible game actions, e.g., 230, 232, 234 at any instance of the game. Game

actions include actions that affect game content, such as shop component actions,

user character configuration actions, user profile actions, actions that affect

gameplay activity, etc, or any other action a user may have available to control game

content or configuration. Virtual space interface 200 may be configured to display a

virtual space 2 10 including game content and user controlled entities as described

herein. A user may have acquired one or more resources or items 252, 254, 256 for

storage in the user's inventory while playing the game. In some implementations, a

user may select a first action 230 associated with acquiring more resources. A

second action 232 may be associated with an attempt at achieving a particular level

of play, and a third action 234 may be associated with attacking another player. Any

number or actions may be designed for according to the limits of system 100, or a

larger system 100 that may be further distributed across one or more client

computing platform(s) 104. Other layouts of virtual space interface 200 are

contemplated. In some implementations, game actions may be selected via the

virtual space interface 200. In some implementations, other forms of game action

selection are contemplated with the disclosure described herein, such as other local

or remote input for game action selection. In some implementations, game

component 108 may monitor user action during an instance of an online game to

determine when the user selects, for example, a first action 230, which may be

associated with acquiring more resources.

(46) Fig. 2 illustrates an example implementation wherein a user selects a first

action 230, which may be a shop action. In some implementations, after user

selection of a shop action (e.g., 230), the game component 108 may present a shop

component interface 260. The shop component interface 260 may include categories



of options for purchase. In some implementations, a shop interface 260 may include

a first category 262, second category 264, third category 266, and a fourth category

268. The categories may be used to group types of available options for purchase. In

some implementations, virtual space 2 10 may present an inventory 250 of current

resources or other items, which were purchased or obtained by the user in the online

game. In an embodiment, inventory 250 may include a plurality of resources or

items, such as a first item 252, a second item 254, a third item 256, etc. which the

user may have purchased or obtained in the online game. In some implementations,

resources or items available for purchase may be presented without category

groupings. In some implementations, a type of item available for purchase includes a

probability item bundle 270. A user may select the probability item bundle 270. In

some implementations, the online game may present the user with transaction

information to complete the transaction of the purchase of the probability item bundle

270. Purchase of a first probability item bundle 270 may include completion of a

microtransaction.

(47) In some implementations, after successful completion of purchase of

probability item bundle 270, the user may select to store the probability item bundle

270 for later use by, for example, dragging and dropping the probability item bundle

to the inventory 250 section of the virtual space 2 10 . The user inventory component

110 may store the purchased probability item bundle 270 to the user inventory

component 110 . In some implementations, the game component 108 may present a

purchased probability item bundle icon 290 in the inventory 250 section of the virtual

space 2 10 for later activation by the user.



(48) As illustrated in Fig. 2 , probability item bundle 270 may have a mystery box

presentation as its presentation icon, in accordance with some implementations. In

some implementations, probability item bundle 270 may be presented with other

types of online game presentations, such as a question mark icon, or a rotating star

icon, or other presentations, which are included as implementations, but for practical

reasons are too numerous to list herein.

(49) Fig. 3 illustrates an example implementation of a virtual space 2 10 wherein a

user has selected a probability item bundle 270 and has completed its purchase. In

some implementations, the user may have saved the entire probability item bundle

270 in the inventory 250 for later access. The user may access the probability item

bundle 270 from the inventory 250. In some implementations, after the user

accesses the probability item bundle 270, the user may be presented with a first set

of potential awards 302 associated with the probability item bundle 270. In some

implementations, potential awards may include one or more of the following: game

resources, or items (e.g., 3 10 , 3 12 , 3 14), or a new game quest 304. Game resources

or items may include conventional game resources, such as a character power

source 3 10 , an additional game tool or weapon 3 12 , or an in-game purchase

resource (e.g., gems, gold, fuel) 3 14 , etc. In some implementations, a user may

select to store any purchased or obtained item in an inventory 250 for later use, or

may access an item upon its initial presentation. In some implementations, a new

quest 304 may be presented as one of the potential awards from a set of potential

awards 302 of probability item bundle 270, which may have, as a presentation in the

game content, a mystery box presentation. In some implementations, a user may

store any item or award from the set of awards 302 by selecting by, for example,



dragging and dropping each item to the inventory 250 section of the virtual space

2 10 , or by using other selection input.

(50) FIG. 4 illustrates an example implementation of a virtual space 2 10 wherein a

user has selected an individual award from the set of potential awards 302 from a

probability item bundle 270 in the online game. In some implementations, the user is

presented with the individual award, which may be a new quest 304 having a

detailed presentation 408 (e.g. a scroll type icon presentation with access to more

options. In some implementations, a user may select the new quest 304 by clicking

on its icon (Fig 3), or by unlocking the new quest 304 by opening an area of a map of

a virtual space 2 10 , or by facilitating communication from a quest-giver non-player

character, or by providing an item that gives access to the new quest 304.

(51) In some implementations, after successfully accessing the new quest 304, the

game component 108 may present more options associated with the new quest 304

to the user. In some implementations, game component 108 may present a new

quest presentation 408, which may provide a quest information selection 402, a start

quest selection 404, and a save quest selection 406. In some implementations, when

a user selects a quest information selection 402, a user may be provided with more

details about the quest. In some implementations, a user may review the detailed

quest information and then decide to save the quest for a later time, or the user may

access the quest immediately. In this case, a user may return back from a detailed

information presentation (not shown), which was accessed via selection of quest

information selection 402, to the new quest 304 presentation 408 and its associated

options, which may include saving the quest 406 for later. In some implementations,

if the user selects the save quest selection 406, user inventory component 110 and



/or game component 108 may present a new quest 304 icon 4 10 in the inventory 250

section of the virtual interface. In some implementations, when a user selects to start

the new quest 304, the user may be presented with the new quest in the online

game.

(52) In some implementations, new quest 304 may be associated with a quest

type, a quantity of the quest type per online game, and an associated prize or bonus

per quest type. In some implementations, as described above, quest tool component

116 may provide tools to online game developers to design new quests 304 that are

different from existing game quests, which are referred to as universal quests. In

some implementations, quest tool component 116 may include a quest design team

interface component including creation tools for creating a new quest 304 and editing

tools for editing existing quests or other quests to make new quests. In some

implementations, a new quest 304 may include gameplay activity that directly

impacts game content and game evolution controlled by the game component.

(53) In some implementations, successful completion of gameplay criteria of the

new quest 304 may result in items, prizes, and/or bonuses that cannot be obtained

by completion of a universal quest. In some implementations, universal quests may

include gameplay activity that is common or universal to most gameplayers as they

progress through the game. In some implementations, universal quests may serve

as part of an online game tutorial, wherein the tutorial includes walkthrough

instructions of the gameplay. In some implementations, universal quests may include

game actions of quests resulting in the user leveling up a character or kingdom, or

quests that tell a story, or quests that introduce new features. In some

implementations, new quest 304 may include gameplay activity including attacking



specific tiles, or engaging in a personal tournament of might, or building a certain

building or troop. In some implementations, a new quest 304 may also include

universal quests or features of universal quests, except the differentiation being that

access to a new quest is obtained via a probability item bundle 270. In some

implementations, a set of potential awards 302 may include access to a new quest

304 in the online game. In some implementations, potential awards in the sets of

potential awards 302 may be associated with different award distribution

probabilities.

(54) FIG. 5 illustrates an example implementation of an award distribution

probability graph 500 explaining an example of an award distribution probability and

its individual awards and their associated individual probabilities. In the

implementation of the award distribution probability shown in Fig. 5 , different award

distribution probabilities may be associated with identifiers 1 to 11 (shown under

each graph bar of Fig. 5). Each individual award may have an associated distribution

probability indicted below the respective identifier 1- 1 1. In some implementations,

each award of a set of potential awards 302 from a probability item bundle 270 may

be assigned to a different corresponding potential award distribution probability. Fig.

5 illustrates several example individual awards, 5 10 , 5 12 , 5 14 , 5 16 , 5 18 , 520, 522,

524, 526, 528, and 530 having an associated or a corresponding example individual

award distribution probability 540, 542, 544, 546, 548, 550, 552, 554, 556, 558, and

560. In some implementations, a more general type of award may be associated with

an individual general award probability, or a particular individual award may have a

corresponding individual award probability. In some implementations, an individual

award e.g., 520 from a set of potential awards 302 my be a new quest 304, which

may have a distribution probability of, for example, 16.6%; and award 530 may be a



more rewarding type of new quest 304, which may have a distribution probability of

2.7%. For example, 16.6% of the users of the online game will be distributed

individual award 520, and 2.7% of the users of the online game will be distributed

quest award 530. In some implementations, the probability item bundle management

component 114 may assign which award gets distributed to which user based solely

on stochastical distribution. In some implementations, an award distribution

probability may be used to stochastically distribute potential awards to users of the

online game in accordance with the award distribution probability associated with the

particular potential award. In some implementations, an award distribution probability

may be used to stochastically distribute potential awards to users of the online game

in accordance with the award distribution probability associated with the particular

potential award and other parameters may also be used in the distribution of the

awards. For example, other parameters associated with the user's profile may be

also be used combined with the stochastic distribution.

(55) As stated above, in some implementations, a probability item bundle

management component 114 may be configured to receive activation requests from

users for a purchased probability item bundle 270 under a user controlled inventory

250, and to stochastically distribute a potential award (e.g., new quest 530) to a user

in accordance with the associated award distribution probability (e.g., 2.7% 560)

from an award distribution probabilities e.g., 502 (e.g., represented by graph 500). In

some implementations, the user may provide an activation request for a probability

item bundle 270 in many ways, such as clicking in a probability item bundle from a

shop interface 260 or by coming upon a probability item bundle 270 in the content of

the online game or other introduction techniques intended to be included herein. In

some implementations, in response to receiving an activation request (e.g., selection



of new quest icon 290 by the user in virtual space 2 10 of Fig. 2) from the user for a

probability item bundle 270, subsequent to purchase of the a probability item bundle

270 by the user, the probability item bundle management component 114 may be

configured to stochastically select one of the potential awards (e.g., any one of 5 10-

530) from the first set of potential awards (e.g., 5 10-530) in accordance with the

award distribution probabilities (e.g., 540-560) associated with the potential awards

(e.g., award 530 is associated with probability 560), and to distribute the

stochastically selected potential award (e.g. quest 530) to the user. In some

implementations, responsive to the selection and distribution of the potential award

to the user, the user may be provided with access to the new quest 304 in the online

game by, for example, the new quest 304 presentation 408. The probability

distribution graph 500 presented in Fig. 5 is an example award distribution probability

presented for easier understanding. Other probability distributions are included for

use herein, but for practical reasons are too numerous to list herein.

(56) FIG. 6 illustrates an example implementation of a virtual space 2 10 wherein a

user may be provided with access to a new quest (e.g., 530) from a probability item

bundle 270 in the online game, which may have an associated award distribution

probability. In some implementations, the associated award distribution probability

may include the associations presented in the award distribution probability graph

500 of Fig. 5 . In some implementations, new quest 530 may be a quest including

new tasks. In some implementations the new task may include a challenge to fight

another player's character at the same level, or the new task may include a well

matched personal tournament of might in the content of the game.



(57) In some implementations, new quest (e.g., 304 or any quest from an award

distribution probability, e.g., any quest of Fig. 5 i.e., 5 12 , 520, 524, 530) may be

accessed by a user via purchase of a probability item bundle 270 and a selection to

start 404 the new quest. In some implementations, new quest 304 may be accessed

after a purchase of the probability item bundle 270 and a selection to store or save

for later 406 the probability item bundle 270 in inventory 250. In some

implementations, new quest 304 may be accessed after a purchase of a probability

item bundle 270 and a selection to open the probability item bundle and a selection

to store or save for later 406 the new quest, which was a part of the opened

probability item bundle 270.

(58) In some implementations, a task of the new quest may be similar to or the

same as a task of a universal quest of the online game. In some implementations, a

task of the new quest may be different from a task of a universal quest of the online

game. In some implementations, a task of the new quest may be one or more new

tasks. In some implementations, the quest tool component 116 may create new

quest 530 after initial distribution of the online game has occurred.

(59) In some implementations, the quest tool component 116 or the probability

item bundle management component 114 may assign an individual probability to a

new quest. In some implementations, the probability item bundle management

component 114 may receive a new quest and an associated probability and may

assign both to a set of potential awards and may assign the set of potential awards

to an award distribution probability. In some implementations, the quest tool

component 116 may perform these assignments.



(60) In some implementations, the probability item bundle management

component 114 may receive activation requests from users for purchased probability

item bundles under user controlled inventories (e.g., 250), and stochastically

distribute potential awards (e.g., 302) to the users in accordance with the award

distribution probabilities (e.g., 502) associated with the potential awards. In some

implementations, in response to receiving an activation request from the first user for

the first probability item bundle (e.g., 270) subsequent to purchase of the first

probability item bundle by the first user, the probability item bundle management

component 114 may be configured to stochastically select one (e.g., 304) of the

potential awards from the first set of potential awards (e.g., 302) in accordance with

the award distribution probabilities (e.g., 502) associated with the potential awards.

In some implemenations, probability item bundle management component 114 may

distribute the stochastically selected first potential award (e.g., 304) to the first user,

and responsive to the selection and distribution of the first potential award to the first

user, the first user may be provided with access to the first quest (e.g., 404) in the

online game. In some imploemenations, the first quest may be a new quest.

(61) FIG. 7 illustrates an example implementation of a method of providing a quest

from a probability item bundle in an online game. The operations of method 700

presented below are intended to be illustrative. In some embodiments, method 700

may be accomplished with one or more additional operations not described, and/or

without one or more of the operations discussed. Additionally, the order in which the

operations of method 700 are illustrated in FIG. 7 and described below is not

intended to be limiting.



(62) In some embodiments, method 700 may be implemented in one or more

processing devices (e.g., a digital processor, an analog processor, a digital circuit

designed to process information, an analog circuit designed to process information, a

state machine, and/or other mechanisms for electronically processing information).

In some implementations, the one or more processing devices may include one or

more devices executing some or all of the operations of method 700 in response to

instructions stored electronically on an electronic storage medium. In some

implementations, the one or more processing devices may include one or more

devices configured through hardware, firmware, and/or software to be specifically

designed for execution of one or more of the operations of method 700.

(63) At an operation 702 an instance of an online game may be executed. The

instance of the online game may facilitate participation of the user in the online game

via a client computing platform 104. Facilitating participation in the online game may

include executing actions in the instance of the online game in response to receiving

action requests from the user. Operation 702 may be performed by a game

component that is the same as or similar to game component 108, in accordance

with one or more implementations.

(64) At an operation 704 maintenance of inventories of virtual items including new

quests or probability item bundles may be executed. Operation 704 may be

performed by user inventory component that is the same as or similar to user

inventory component 110 , in accordance with one or more implementations.

(65) At an operation 706, presentation of offers to sell probability item bundles may

be effectuated. Operation 706 may be performed by a shop component that is the



same as or similar to shop component 112 , in accordance with one or more

implementations.

(66) At an operation 708, associating of potential awards in the sets of potential

awards with different award distribution probabilities may be executed. Operation

708 may be performed by a probability item bundle management component that is

the same as or similar to probability item bundle management component 114 , in

accordance with one or more implementations.

(67) At an operation 7 10 , receiving activation requests from users for purchased

probability item bundles may be executed. Operation 7 10 may be performed by a

probability item bundle management component that is the same as or similar to

probability item bundle management component 114 , in accordance with one or

more implementations.

(68) At an operation 7 12 , stochastically selecting one of the potential awards in

accordance with the award distribution probabilities may be executed. Operation 7 12

may be performed by a probability item bundle management component that is the

same as or similar to probability item bundle management component 114 , in

accordance with one or more implementations.

(69) At an operation 7 14 , providing access to a first quest in an online game in

accordance with the selected award may be executed. Operation 7 14 may be

performed by a probability item bundle management component that is the same as

or similar to probability item bundle management component 114 , in accordance with

one or more implementations.

(70) Although the present technology has been described in detail for the purpose

of illustration based on what is currently considered to be the most practical and



preferred implementations, it is to be understood that such detail is solely for that

purpose and that the technology is not limited to the disclosed implementations, but,

on the contrary, is intended to cover modifications and equivalent arrangements that

are within the spirit and scope of the appended claims. For example, it is to be

understood that the present technology contemplates that, to the extent possible,

one or more features of any implementation can be combined with one or more

features of any other implementation.



What is claimed is:

1. A system for providing a quest from a probability item bundle in an online

game, the system comprising:

one or more physical computer processors configured by machine-

readable instructions to:

execute an instance of an online game, and to implement the

instance of the online game to facilitate participation of the user in gameplay

of the online game, via client computing platforms;

maintain inventories of virtual items under the control of the

users, and to store associations between the users and virtual items under

their control;

effectuate presentation to users, through a shop interface, offers

to sell probability item bundles, individual ones of the probability item bundles

being associated with sets of potential awards for the online game, the

probability item bundles including a first probability item bundle being

associated with a first set of potential awards, the first set of potential awards

including a first potential award and a second potential award, the first

potential award including access to a first quest in the online game;

wherein potential awards in the sets of potential awards are

associated with different award distribution probabilities such that the first

potential award is associated with a first award distribution probability and the

second potential award is associated with a second award distribution

probability;



wherein purchase of probability item bundles by users results in

addition of purchased probability item bundles to the inventories of the users

such that responsive to purchase of the first purchased probability item bundle

by a first user, the first purchased probability item bundle is added to a first

inventory of virtual items under the control of the first user; and

receive activation requests from users for purchased probability

item bundles under user controlled inventories, and to stochastically distribute

potential awards to the users in accordance with the award distribution

probabilities associated with the potential awards such that, in response to

receiving an activation request from the first user for the first probability item

bundle subsequent to purchase of the first probability item bundle by the first

user, one of the potential awards is stochastically selected from the first set of

potential awards in accordance with the award distribution probabilities

associated with the potential awards, and to distribute the stochastically

selected first potential award to the first user, and wherein responsive to the

selection and distribution of the first potential award to the first user, the first

user is provided with access to the first quest in the online game.

The system of claim 1 wherein the first quest includes game activity that

directly impacts game content and game evolution within the executed

instance of the online game.

The system of claim 1 wherein the access to the first quest is presented as

one of the potential awards from the first set of potential awards of the first



probability item bundle having a presentation in the game content as a

mystery box presentation.

The system of claim 1 wherein successful completion of gameplay criteria of

the first quest results in items, prizes, and/or bonuses that cannot be obtained

by completion of universal quests.

The system of claim 4 wherein universal quests include game activity that

serves as part of an online game tutorial, the tutorial including walkthrough

instructions of the gameplay.

The system of claim 4 wherein universal quests includes game actions of:

quests resulting in the user leveling up a character or kingdom, quests that tell

a story, or quests that introduce new features.

The system of claim 1 wherein the first quest includes game activity including

attacking specific tiles, or engaging in a personal tournament of might, or

building a certain building or troop.

The system of claim 1 wherein the purchase of the first probability item bundle

includes completion of a microtransaction.

The system of claim 1 wherein the first quest includes additional game

content and gameplay for one or more of low level, mid-level, and/or high

level players.



10 . The system of claim 1 wherein each of the quests is associated with a quest

type, a quantity of quest type per online game, and an associated prize.

11. A computer-implemented method for providing a quest from a probability item

bundle in an online game, the method being implemented in a computer

system that includes one or more processors executing computer program

components, the method comprising:

executing an instance of an online game and implementing the

instance of the online game to facilitate participation in the online game by

users via client computing platforms;

maintaining inventories of virtual items under the control of the users, and

storing associations between the users and virtual items under their control;

effectuating presentation to users, through a shop interface, offers to

sell probability item bundles, potential ones of the probability item bundles

being associated with sets of potential awards for the online game, the

probability item bundles including a first probability item bundle being

associated with a first set of potential awards, the first set of potential awards

including a first potential award and a second potential award, the first

potential award including access to a first quest in the online game;

associating potential awards in the sets of potential awards are with

different award distribution probabilities such that the first potential award is

associated with a first award distribution probability and the second potential

award is associated with a second award distribution probability, and



wherein purchasing of probability item bundles by users results in

adding the purchased probability item bundles to the inventories of the users

such that responsive to purchasing of the first purchased probability item

bundle by a first user, adding the first purchased probability item bundle to a

first inventory of virtual items under the control of the first user; and

receiving activation requests from users for purchased probability item

bundles under user controlled inventories, and stochastically distributing

potential awards to the users in accordance with the award distribution

probabilities associated with the potential awards such that, in response to

receiving an activation request from the first user for the first probability item

bundle subsequent to purchase of the first probability item bundle by the first

user, stochastically selecting one of the potential awards from the first set of

potential awards in accordance with the award distribution probabilities

associated with the potential awards, and distributing the stochastically

selected first potential award to the first user, wherein responsive to the

selection and distribution of the first potential award to the first user, providing

the first user with access to the first quest from a probability item bundle in the

online game.

12 . The method of claim 11 wherein the quest includes game activity that directly

impacts game content and game evolution within the executed instance of the

online game.

13 . The method of claim 11 wherein the access to the first quest is presented as

one of the potential awards from the first set of potential awards of the first



probability item bundle having a presentation in the game content as a

mystery box presentation.

14 . The method of claim 11 wherein successful completion of gameplay criteria of

the first quest results in items, prizes, and/or bonuses that cannot be obtained

by completion of universal quests.

15 . The method of claim 14 wherein universal quests include game activity that

serves as part of an online game tutorial, the tutorial including walkthrough

instructions of the gameplay.

16 . The method of claim 14 wherein universal quests includes game actions of:

quests resulting in the user leveling up a character or kingdom, quests that tell

a story, or quests that introduce new features.

17 . The method of claim 11 wherein the first quest includes gameplay activity

including attacking specific tiles, or engaging in a personal tournament of

might, or building a certain building or troop.

18 . The method of claim 11 wherein the purchasing of the first probability item

bundle includes completion of a microtransaction.

19 . The method of claim 11 wherein the first quest includes additional game

content and gameplay for one or more of low level, mid-level, and/or high

level players.



20. The method of claim 11 wherein each of the quests is associated with a quest

type, a quantity of quest type per online game, and an associated prize.
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