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(57) ABSTRACT 

Some embodiments provide a method of determining 
whether a lottery player or the player's computer is within a 
particular location. The player's computer is connected to a 
computer network. The method transmits, through the com 
puter network, a pass code and a telephone number to the 
lottery player's computer. The method requests the lottery 
player or the player's computer to call the number and provide 
the pass code within a pre-determined amount of time. The 
method determines whether the pass code is provided within 
a predetermined amount of time after the transmission of the 
pass code from a telephone specified to be within the particu 
lar location. The method verifies whether the lottery player or 
player's computer is within the particular location, based on 
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METHOD, APPARATUS, AND SYSTEM FOR 
ENTERTAINING USERS OF AN 
ELECTRONIC INFORMATION 
DISTRIBUTION SYSTEM 

BACKGROUND OF THE INVENTION 

0001. The Internet is a global interconnection of computer 
networks that share a common set of protocols. Most com 
puters that connect to the Internet use the well-known Trans 
port Control Protocol layer and the Internet Protocol layer for 
data communication. The combination of the Transport Con 
trol Protocol (TCP) and the Internet Protocol (IP) are com 
monly referred to as TCP/IP. By sharing a set of nonpropri 
etary well-defined data communication protocols, the 
Internet allows almost any computer system to communicate 
with any other computer system. 
0002 Sets of higher-level application protocols use the 
TCP/IPlayers for lower communication. Some of the better 
known Internet application protocols include file transfer pro 
tocol (FTP), the network news protocol (NNTP), and the 
simple mail transport protocol (SMTP) for file transfer, dis 
cussion groups, and email, respectively. 
0003. One particular Internet application protocol, the 
HyperText Transport Protocol (HTTP) has become the domi 
nant application protocol. The HyperText Transport Protocol 
(HTTP) was created for sharing HyperText Markup Lan 
guage (HTML) documents. HyperText Markup Language 
(HTML) documents may include rich multi-media elements 
Such as text, images, audio, and video. 
0004. The HTTP protocol and the HTML document for 
mat enabled the creation of simple to use but media rich 
documents that could easily be “browsed.” By linking 
together HTML documents located on various servers 
throughout the world using embedded hyperlinks, a “World 
WideWeb” (WWW) of interconnected hypertext documents 
was created. Due to the simple, yet powerful nature of HTML 
and HTTP, the World Wide Web (WWW) portion of the 
Internet has become the most well known form of Internet 
communication. 
0005. The WWW has quickly become a new mass media 
system for information distribution. New media companies 
have created thousands of news, sports, entertainment, and 
special interest web sites. Commercial web sites have also 
been created to perform financial transactions. 
0006 Commercial activity that is performed electroni 
cally over a computer network (Such as the Internet) is com 
monly referred to as electronic commerce (“e-commerce'). 
E-commerce involves a unique set of parameters that distin 
guish it from ordinary storefront based commerce. With 
e-commerce, a transaction can take place between a con 
Sumer and a merchant that are at distant locations at the time 
of the transaction. Furthermore, the computers used for elec 
tronic commerce may perform a number of functions to facili 
tate the transaction. For example, the computer systems may 
be used to search databases for a particular item, determine 
availability of items, and calculate the cost of items. 
0007. The Internet has transformed e-commerce, particu 
larly the retail industry, due to its convenience, reliability and 
increased security. Internet based commerce has been grow 
ing at an exponential rate during the late 1990s. For example, 
e-commerce sales increased by several hundred percent in 
1999. 
0008. Despite the enormous popularity and growth in 
e-commerce, the technology available for e-commerce is still 
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in its infancy. For instance, many of the technologies used 
today for performing advertising and marketing for e-com 
merce are relatively crude. Currently, e-commerce consum 
ers primarily encounter passive electronic marketing and 
advertising in the form of countless banner advertisements 
(“banner ads'). 
0009. These “banner ads' are generally of poor aesthetic 
quality, offer limited or “teaser information, and serve only 
as a "click-on' entry to other web site that feature the adver 
tised product. In addition, banner ads lack reliable measur 
ability. Unless a consumer actually clicks on the banner ad, it 
is difficult to measure the effectiveness of the advertisement 
or the extent of the consumer's interaction with the subject 
product. 
0010 Traditional e-commerce advertising and marketing 
efforts often fail to distinguish companies and their products, 
due to the speed, Volume, and non-interactivity of traditional 
e-commerce advertisements. Existing electronic marketing 
methodologies also fail to develop brand imaging. Current 
e-commerce marketing methodologies also fail to collectuse 
ful information regarding consumer habits and to measure 
advertising responses, likes and dislikes of products, and the 
effectiveness of advertisements reaching consumers. 
0011. Therefore, there is a need in the art for new methods 
that efficiently and effectively capture consumer attention, 
and thereby allow e-commerce merchants to effectively 
advertise and sell their products. Ideally, such methods should 
generate brand imaging and collect consumer information. 
The collected behavioral information can then be used to 
target consumers continually with advertising and products 
that specifically match their unique interests. Such methods 
should also ideally entertain consumers to best capture their 
attention. 

SUMMARY OF THE INVENTION 

0012. The invention is directed to methods, apparatuses, 
and systems for recording user interactions with an electronic 
information distribution system. The invention is also 
directed to methods, apparatuses, and systems for entertain 
ing users of an electronic information distribution system. 
The invention is further directed to methods, apparatuses, and 
systems for presenting three-dimensional shopping destina 
tions through an electronic information distribution system. 
The invention is also directed to methods, apparatuses, and 
systems for purchasing lottery through an electronic informa 
tion distribution system. 
0013 Some embodiments of the invention include a com 
puter system that through the Internet presents electronic 
game shows and electronic shops. The computer system 
encourages users to browse the electronic shops when they 
cannot register for a particular game show and have to wait for 
the next game show. When it is time to register for the next 
game show, the computer system then gauges each user's past 
interactions in the electronic shops to determine the order for 
inviting users to register for the game show. 
0014. In some embodiments of the invention, the com 
puter system presents three-dimensional electronic shopping 
scenes through the Internet. Such shopping scenes can be 
malls, stores, or departments within stores. In some embodi 
ments, the three-dimensional shopping scenes include several 
selectable and non-selectable objects. 
0015 The three-dimensional shopping scenes are dis 
played on a computer display device of a shopper that con 
tacts the computer system through the Internet. The shopper 
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can browse the three-dimensional shopping scene by select 
ing the selectable objects in the scene. The shopper can select 
a selectable object through a cursor-control operation, Such as 
a click operation of a cursor controller (like a mouse or a 
touch-pad). Also, in Some embodiments, the computer sys 
tem automatically generates a click operation when the shop 
per maintains the cursor over a selectable object for more than 
a first threshold period. 
0016. In some embodiments, the computer system records 
the shopper's cursor-control operations (such as click or auto 
click operations) in order to collect information about the 
shopper's interests and activities. Some embodiments also 
detect when the shopper maintains the cursor over a select 
able object for more than a second threshold period, which is 
less than the first threshold period. These embodiments then 
record this detected cursor operation, which indicates the 
shopper's passive viewing of a selectable object. 
0017. In addition, some embodiments of the invention use 
a computer system to allow an individual to purchase lottery 
through the Internet. State lottery sales are often restricted to 
individuals who are physically located in the state at the time 
of purchase of the lottery tickets. To ensure that only indi 
viduals who are physically located within the State can pur 
chase the state's lottery, Some embodiments provide to each 
prospective lottery player a code and a telephone number 
through the Internet. These embodiments ask the player or the 
player's computer to call the number and Supply the code 
within a pre-specified time interval. The player or the player's 
computer can supply the code by Verbally stating or dialing 
the code, or using other mechanisms to convey the code once 
the telephone session has been successfully established. In 
these embodiments, the player or the player's computer can 
not provide the pass code when the telephone number is 
dialed from outside of the state. For instance, in some 
embodiments, the computer system or the telephone com 
pany rejects calls to the telephone number from outside of the 
State. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0.018. The novel features of the invention are set forth in 
the appended claims. However, for purpose of explanation, 
several embodiments of the invention are set forth in the 
following figures. 
0019 FIG. 1 illustrates a computer system that provides 
electronic game shows, shopping sites, and lottery through 
the Internet. 
0020 FIGS. 2-5 illustrate the interactions between the 
computer system of FIG. 1 and individuals who interact with 
this system through the Internet. 
0021 FIG. 6 presents a more detailed view of the com 
puter system of FIG. 1. 
0022 FIG. 7 presents a block diagram of a computer that 
can be used as a server computer or user computer of the 
computer system of FIG. 1. 
0023 FIG. 8 illustrates N pairs of application and database 
servers used by the computer system. 
0024 FIG. 9 illustrates the software architecture of the 
application and database servers that are used in some 
embodiments of the invention. 
0025 FIG. 10 presents an example of a member-monitor 
ing application of the computer system. 
0026 FIG. 11 illustrates the member tables that store 
information about the system's members. 
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0027 FIG. 12 illustrates interactive-navigation tables of 
the computer system. 
0028 FIG. 13 illustrates time-measurement tables of the 
computer system. 
0029 FIG. 14 illustrates game-show tables of the com 
puter system. 
0030 FIG. 15 illustrates forum-shop tables of the com 
puter system. 
0031 FIG. 16 illustrates store tables of the computer sys 
tem. 

0032 FIG. 17 illustrates item tables of the computer sys 
tem. 

0033 FIG. 18 presents a process that the member moni 
toring application goes through every time it is notified that a 
new member has been authenticated. 
0034 FIG. 19 presents a process that is performed each 
time a member requests to register for a game show. 
0035 FIG. 20 presents a process performed by the mem 
ber monitoring application for updating the records in the 
shared memory. 
0036 FIG. 21 presents a process performed by a game 
show application to provide an interactive exercise to a mem 
ber who is waiting for a game show. 
0037 FIG. 22 presents a process that is performed to 
inform members that it is time to register for a game show. 
0038 FIG. 23 illustrates a browser window that provides a 
three-dimensional presentation of a shopping mall. 
0039 FIG.24 illustrates a recursive approach for mapping 
selectable objects. 
0040 FIG. 25 illustrates a three-dimensional presentation 
of the interior of a store that the system shows a user after the 
user selects the store's selectable object. 
0041 FIG. 26 illustrates a Zooming operation performed 
on a store in a shopping mall that is in the direction of the 
cursor's motion. 
0042 FIG. 27 presents a block diagram of the software 
architecture on the user's computer. 
0043 FIG. 28 illustrates a process performed by the click 
monitoring application. 
0044 FIG.29 presents a process performed by the mouse 
rover application. 
0045 FIG. 30 illustrates an architectural diagram for a 
computer system that can verify the location of a user who 
interacts with the computer system. 
0046 FIG. 31 illustrates a process that the computer sys 
temperforms to allow a member to purchase a state's lottery 
through the Internet. 
0047 FIG. 32 illustrates a process that the computer sys 
temperforms to ensure that the member who is purchasing a 
state's lottery from the computer system is currently located 
within that state. 

DETAILED DESCRIPTION OF THE INVENTION 

0048. The invention is directed to methods, apparatuses, 
and systems for recording user interactions with an electronic 
information distribution system. The invention is also 
directed to methods, apparatuses, and systems for entertain 
ing users of an electronic information distribution system. 
The invention is further directed to methods, apparatuses, and 
systems for presenting three-dimensional shopping destina 
tions through an electronic information distribution system. 
The invention is also directed to methods, apparatuses, and 
systems for purchasing lottery through an electronic informa 
tion distribution system. 
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0049. In the following description, well-known structures 
and devices are shown in block diagram form in order not to 
obscure the description of the invention with unnecessary 
detail. In other instances, numerous details are set forth for 
purpose of explanation. However, one of ordinary skill in the 
art will realize that the invention may be practiced without the 
use of these specific details. For example, the invention is 
described below by reference to the Internet, the World Wide 
Web (WWW) and technology related to the Internet and the 
WWW. However, the same techniques can easily be applied 
to other types of electronic information distribution systems. 
For instance, the invention can be applied to computer net 
works that use other data communication protocols and/or 
use next generation Internet protocols. 
0050. Some embodiments of the invention include a com 
puter system that presents electronic game shows through the 
Internet. This computer system also presents a number of 
electronic shops over the Internet. In some embodiments, the 
system presents the shops in form of an electronic shopping 
mall. Also, in some embodiments, the computer system sells 
or facilitates the sale of lottery through the Internet. 
0051 FIG. 1 illustrates one such computer system 100. As 
shown in this figure, this computer system 100 connects to the 
Internet 105. Hence, individuals that have computers 110 
connected to the Internet can communicate with the computer 
system 105 through the Internet, in order to participate in 
interactive game shows, browse electronic shops, and pur 
chase lottery. 
0052. The computer system 100 is further described below 
by reference to FIGS. 2-31. FIGS. 2-5 illustrate the interac 
tions between the computer system 100 and individuals who 
interact with this system through the Internet. FIGS. 6-17 
illustrate more detailed diagrams of the hardware and soft 
ware components of the computer system 100. FIGS. 18-22 
illustrate the processes performed by the computer system 
100 to present game shows. FIGS. 23-29 present the software 
components and processes used by the computer system 100 
to facilitate a user's browsing though its shopping sites. 
Finally, FIGS. 30-31 illustrate the process for purchasing 
lottery through the computer system. 

I. Interactive Flow. 

0053 For some embodiments of the invention, FIGS. 2-5 
present conceptual block diagrams that illustrate the interac 
tions between the computer system 100 and users who wish to 
participate in the game shows or browse the shops offered by 
the system. In some embodiments of the invention, each 
block in these figures corresponds to one or more web pages 
presented to the users. 
0054 As shown in FIG. 2, after a user contacts the com 
puter system, the system prompts (at 205) the user to either (1) 
register as a new user, (2) login as an existing member, (3) 
enter the forum shops without logging in or registering, or (4) 
receive information about game shows. If the user elects (at 
205) to register, the system presents (at 210) the user with a 
registration form to fill out. Some embodiments require the 
user to provide his or her age and address as part of the 
registration process. These embodiments use the age and/or 
address information to determine which game shows to allow 
the user to participate. If the user provides an incorrect 
address or age at this stage, the user can later be disqualified 
from receiving a prize that a game show awards. 
0055. If the user fills out (at 210) the registration form 
incorrectly, the computer system asks the user to fill out the 
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registration form again. If the user Successfully registers as a 
new member, the system then prompts (at 230) the user to 
either (1) login as an existing member, (2) enter the forum 
shops without logging in or registering, or (3) receive infor 
mation about game shows. 
0056. If the user decides (at 205 or 230) to login as an 
existing member, the system prompts (at 215) the user to 
Supply his or her user identification and password. Even 
though some embodiments of the invention requires the 
members to manually login, one of ordinary skill will under 
stand that other embodiments might allow the members to 
login automatically. For instance, Some of these embodi 
ments register certificates on each member's computer that 
enable the computer system 100 to recognize and login each 
member automatically. Other embodiments, on the other 
hand, use a combination of manual and automatic login tech 
niques to authenticate members when the members first 
access the computer system. 
0057. If the user enters (at 215) the correct identification 
and password, the computer system then allows (at 235) the 
user to interact with its game show and shopping applications 
(i.e., to browse its game show and shopping sites) as an 
authenticated member. The flow of interactions between the 
user and the game show applications will be explained below 
by reference to FIGS. 3-4, while the flow of interactions 
between the user and the shopping applications will be 
explained below by reference to FIG. 5. 
0.058 When the users browse the game show and shopping 
sites as authenticated members, the system can keep track of 
their browsing activities, and reward these members for their 
browsing of the system's web sites. For instance, the system 
can reward members who repeatedly browse the game show 
and forum shopping sites, by providing them with better 
estimates of when the members can register for game shows. 
Alternative embodiments might even provide their V.I.P 
members (i.e., the members who repeatedly browse the game 
show and forum shopping sites) the exact time intervals for 
registering for game shows. 
0059. In addition, some embodiments of the system 
reward frequent shoppers by providing them with credit 
towards purchases through the system's shops. In some 
embodiments, the system also rewards its shoppers by plac 
ing free items in its stores, and awarding these items to the 
shoppers when they select these items for browsing. 
0060. If the user fails (at 215) to enter the correct identi 
fication and password, the system (at 245) allows the user to 
try to login again. The system stays at 245 if the user repeat 
edly fails to login. From 245, the system also allows users to 
receive (at 250) hints about their passwords or to register (at 
210) as new users. 
0061. If the user decides (at 205 or 230) to enter the forum 
shops without registering, the system allows (at 220) the user 
to enter the forum shop sites as an unauthenticated member. 
While an unauthenticated user interacts with the forum shop 
sites, some embodiments of the system gauge the user's inter 
actions and try to entice the user to become a registered 
member by showing the user the amount of credit he or she 
would have gained. In some embodiments, the system tracks 
the interactions of unauthenticated users by their session 
identification, which can be mapped to their IP addresses. 
0062) If the user decides (at 205) to review game show 
information, the system provides (at 225) the user with a 
variety of information regarding the game shows. For 
instance, the system can tell the user about the prizes offered 
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or awarded that day, or about the rules of the various game 
shows. At this point, the system can also provide the user with 
the option of registering as a new user or logging in an as 
existing member. If the user decides to login, the system 
prompts (at 215) the user to supply his or her user identifica 
tion and password. Alternatively, if the user elects (at 225) to 
register, the system presents the user (at 210) with a registra 
tion form to fill out. 
0063 FIG. 3 illustrates the flow of interactions between 
the computer system 100 and an authenticated member. Once 
a user is authenticated (at 215) as a member, the system 
provides (at 305) the member with the opportunity to check 
on the game shows or browse through its shops. If the member 
elects (at 305) to browse through the shops, the system allows 
(at 220) the user to interact with its shopping applications. 
The flow of this interaction is described below by reference to 
FIG.S. 

0064. On the other hand, if the member elects (at 305) to 
check on the game shows (i.e., to interact with the game show 
applications), the system provides (at 315) the member with 
several options to select. For instance, in the embodiment 
shown in FIG.3, the member can (1) examine the rules of the 
game show, (2) examine the events of the day, or (3) register 
for the next game show. 
0065. If the member asks (at 315 or at 340, which is 
described below) to review the game show rules, the system 
provides (at 345) the member with these rules, and also allows 
the user to check on the events of that day or to register for a 
game show. Alternatively, if the member asks (at 315 or 345) 
to check on the events of that day, the system informs (at 340) 
the member about the events of that day (e.g., the prizes 
offered on that day), and then allows the user to review the 
game show rules or to register for game show. 
0066. If the member asks (at 315,340,345) to register for 
the next game show, the system has to determine whether the 
user can register for the game show. In the embodiments that 
have different game shows that run concurrently or consecu 
tively, the system can allow the member to select which 
particular game show he or she wishes to play. In these 
embodiments, the system would then check on the registra 
tion time of the next requested game show. Alternatively, in 
Some embodiments, the system might not provide the user 
with the option of selecting which game show he or she 
wishes to play, and instead might simply check on the avail 
ability of the next game show. 
0067. If it is not time to register for the next game show, the 
system informs (at 320) the member that he or she cannot 
register for the next game show. The system also provides the 
member with a range of time during which the member can 
register for the next game show. As further discussed below, in 
some embodiments, this range is different for different mem 
bers. For instance, members that repeatedly browse the sys 
tem's web sites or purchase items through the system's shops, 
receive a smaller range than members that browse the sys 
tem's sites more sporadically. This is to encourage the mem 
bers to browse the system's sites and to purchase items from 
these sites. 
0068. The system also informs (at 320) the member that it 
will notify the member to register when it is time to register 
for the next game show, so long as the member browses the 
system's sites actively until it is time to register for the next 
game show. The system provides (at 320) the member the 
option of waiting for the next game show by browsing the 
system's shopping sites, which serve as a de facto game-show 

Jul. 19, 2012 

waiting area. The interactive process for browsing the shop 
ping sites will be explained below by reference to FIG. 5. 
0069. The system 100 also provides (at 320) the member 
with an opportunity to wait for the game show by viewing or 
interactively browsing one or more sites that resemble virtual 
game-show waiting areas. If the member selects this option, 
the system presents (at 330) the member with a virtual game 
show waiting area. The system can present this area as an 
image of the outside or inside of an auditorium, where adver 
tisements are presented to the member. 
0070. As further described below, some embodiments of 
the system 100 monitor the member's browsing in de facto 
game-show waiting area (i.e., the shopping sites) and the 
virtual game-show waiting area to ensure that the member 
actively browses the system's sites while waiting for the next 
game show. Moreover, to ensure the member's active brows 
ing further, some embodiments request the member to per 
foini random interactive steps (e.g., clicking on randomly 
appearing objects) while waiting in the de facto and/or virtual 
waiting areas. In some embodiments, the system preferen 
tially treats members that actively browse the system's sites 
while waiting for game shows. This preferential treatment can 
take the foul of an earlier notice of the registration time to the 
more active members. 

(0071. If the system determines (at 315,340, or 345) that it 
is time to register for the next game show, the system initiates 
a registration process 335. FIG. 4 illustrates the interactive 
flow for this process. As shown in this figure, the system 
requests (at 405) that the member verify information (such as 
age, address, etc.) that the system has about the member. If the 
information is not accurate, the system requires (at 410) the 
member to re-register, and then requires (at 405) the member 
to verify information submitted during the re-registration. It 
is important for the member to verify his or her information 
before playing a game show, because Some embodiments 
disqualify game show winners when it is determined that they 
did not provide accurate information (Such as age and address 
information). These embodiments disqualify the members in 
these instances, in order to encourage members to provide 
accurate information. 

0072 Accurate information about the members is highly 
valuable for a variety of reasons. For instance, Such informa 
tion can be used to perform demographic analysis of the 
members. The system can then offer a statistical analysis of 
all the members or a group of members to the merchants that 
sell items through the system's sites or place advertisements 
on the system's sites. The member merchants can then use this 
statistical analysis to determine which products to market 
through the site. Also, the members need to enter their age 
accurately since Some activities provided through the system 
might not be suitable for certain ages. For instance, some of 
the game shows might not be Suitable for members under 
eighteen or twenty-one. 
(0073. Once the member verifies (at 405) that his or her 
information is correct, the system then needs to determine 
whether the maximum number of members have registered 
for the game show. If this maximum number has been reached 
(i.e., there are no more seats in the requested game show), the 
system informs (at 420) the member that the game show is full 
and there's no more room for additional contestants. 
0074 At this stage, the system also provides the member 
with a range of time during which the member can register for 
the next game show. As mentioned above, the size of this 
range depends on the member's browsing history. Members 
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that repeatedly browse the sites offered by the system or 
purchase items through the system receive Smaller ranges 
than members who browse the system's sites more sporadi 
cally. The system also informs the member that it will notify 
the member to register for the next game show, so long as the 
member browses the system's sites actively until it is time to 
register for the next game show. As before, the member can 
wait for the next game show in either the virtual or de facto 
game-show waiting areas. 
0075. On the other hand, if the system determines that the 
maximum number of members have not registered for the 
game show, the system allows (at 415) the member to be a 
contestant for the next-game show. Some embodiments dis 
play a virtual waiting area to the member, while the member 
is waiting for the game show to start. A variety of Web pages 
can simulate the virtual waiting area. 
0076 For instance, some embodiments display an ani 
mated usher that seats an animated virtual member (corre 
sponding to the admitted member) in seats in an auditorium. 
In some embodiments, an advertisement is displayed on the 
usher's uniform. The auditorium seats face a curtain that 
conceals the pending game show. While the curtain is down, 
the names of that day's sponsoring merchants appear on the 
face of the curtain. 
0077. While waiting for the game show to start, some 
embodiments allow contestants to click on the sponsors to 
visit the merchants’ Web sites to familiarize themselves with 
the merchants’ products. This will enable contestants to pre 
pare for the game show, which requires specific knowledge 
regarding the sponsoring merchants’ products. The more a 
contestant has knowledge of the merchants sponsored prod 
ucts, the higher the contestant's chances of winning. 
0078. Other embodiments remove items from the system's 
sites a predetermined amount of time before the start of the 
game show, in order to encourage would-be contestants to 
repeatedly check the system's sites. Some of these embodi 
ments require the contestants to stay idle in the auditorium so 
that they pay attention to the advertisements presented on the 
curtain. Also, some embodiments have mechanisms to assure 
that the contestant view these advertisements while they are 
waiting for the game show to start. For instance, some 
embodiments might require the contestants to click on icons 
that randomly appear on random locations on the curtain, in 
order to show that they are viewing the Web page of the 
game-show waiting area. 
007.9 The system starts (at 425) the game show when the 
game show time is reached. In some embodiments, the system 
starts the game show by raising the curtain in the game-show 
auditorium. The system can offer a variety of game shows 
(such as name my price, Scavenger hunt, Wheel of Fortune(R), 
Jeopardy(R), etc.). In the embodiment illustrated in FIG.4, the 
game show presents contestants with an item (e.g., a product 
or a service), and asks the contestants to guess one or more 
attributes of the item. For instance, the game show might 
require the contestants to guess the item's name, price, or 
manufacturer. Alternatively, the game show might require the 
contestants to identify the location of the item in the shops of 
the system. 
0080. In some embodiments, the item featured in a game 
show is an item from one of the shops in the system's shop 
ping mall. A contestant's Success in a particular game show 
depends on his or her knowledge of the featured item. By 
featuring merchant items sold through the system's sites, the 
system allows its merchants to develop brand imaging of their 
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products. After all, the Success of the contestants depends on 
their knowledge of the merchants items. Consequently, the 
game shows serve as an effective marketing tool to promote 
merchant products. This approach to brand imaging is ulti 
mately more effective than traditional approaches. 
I0081. After the contestants are shown (at 425) an item, 
Some embodiments require the contestants to provide the 
requested answer within a predetermined amount of time. In 
Some embodiments, the contestant who answers the question 
first is awarded the specific prize offered in the game show. 
Some embodiments identify the contestant who answered 
first as the contestant whose answer the system received first. 
Other embodiments store cookies on the contestants’ desktop, 
and these cookies time stamp the contestants’ response. 
I0082 Some embodiments of the invention require the 
winning contestant to produce documentation to Verify the 
information that the member Submitted during the registra 
tion process and during the verification process at 405. Win 
ning contestants who cannot Submit documentation to verify 
their information are disqualified. This is to again encourage 
members to provide accurate demographic information about 
themselves. 
I0083. If no contestant answers the question correctly, 
Some embodiments award the prize to the contestant who 
provided the answer closest to the correct question. Other 
embodiments do not award any prize when none of the con 
testants correctly answer the question. Some embodiments 
give credit towards purchases in the forum shops to Some or 
all (e.g., the first and second runner-ups) of the losing con 
testants. The amount of this credit can be based upon the 
frequency of their interactions with the system's sites. 
0084. For some embodiments of the invention, FIG. 5 
illustrates the flow of interactions between the computer sys 
tem 100 and a user who wishes to browse the system's shop 
ping sites. As shown in this figure, Some embodiments ini 
tially require (at 505) the user to select a particular store or 
item in a forum shop site. As further described below by 
reference to FIGS. 23-29, some embodiments present the 
forum shop site to the user as a three-dimensional image of a 
shopping mall. Some embodiments also present a three-di 
mensional graphical image for each store in the shopping 
mall and each department within each store. 
I0085. Once the user selects a store, the user has to select (at 
510) a department within that store if that stores has a number 
of departments or an item within the store if the store has 
items outside of the departments. If the user selects a depart 
ment, the user has to select (at 520) an item within the depart 
ment. Alternatively, for stores that are not divided into depart 
ments, the user can simply select (at 515) an item within the 
store directly. 
0086. Some embodiments of the invention use an interac 
tive virtual sales force to provide sales presentations, answer 
questions of the shoppers, and/or entice shoppers to purchase 
items. In some of these embodiments, the computer system 
presents virtual sales people in a graphical format to the 
shoppers. These virtual sales people can be the animated 
representation of actual sales people who interact with the 
shoppers through the computer system. Alternatively, the Vir 
tual sales people can be controlled solely by the computer 
system. 
I0087. In some embodiments, the consumers provide spe 
cific information to the animated sales force regarding their 
shopping preferences. Based on this information, the virtual 
sales force then offers the consumers merchandise that 
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matches their specifications and provide specific information 
about the desired products. The animated sales force can also 
offer comparison-shopping. To do this, the animated sales 
force can use a search engine to find the lowest available price 
for the desired item. 
0088. In some embodiments, the interactive virtual sales 
force constantly communicates with the system's merchants 
in order to facilitate sales transactions. For example, after a 
consumer views a particular item in a merchant's store, a 
virtual salesperson can communicate between the consumer 
and the merchant in order to negotiate a discount. If the 
consumer decides not to purchase an item after interacting 
with the virtual sales force, the system at a later time notifies 
the consumer of sales or discounts for that item. The system 
can so notify the consumer at the consumer's next visit or 
through a private-invitation e-mail, similar to a private sale 
announcement at a walk-in store. 
0089. Some embodiments also use the interactive sales 
force to give away free items that are hidden in the system's 
shops. For instance, in Some embodiments, an interactive 
salesperson might appear as a shopper browses an item that 
has been secretly designated as a free item. The interactive 
salesperson then provides a sales pitch about the merchant or 
the item. At the end of the sales pitch, the shopper is informed 
that he or she has received the item for free. If the shopper 
terminates the presentation before it is completed, the shop 
per will be disqualified from receiving the item for free. This 
is to encourage shoppers to listen to all sales presentations in 
the hope of receiving a free item at the end of the presenta 
tions. 

II. System Architecture. 
0090 A. Computer System. 
0091 FIG. 6 presents a more detailed view of the com 
puter system 100. As shown in this figure, this computer 
system can be accessed through the Internet by a number of 
users via a variety of devices. These devices include desktop 
or laptop computers 605, Internet appliances 610 (such as 
WebTV(R), mobile phones 615, pagers 620, and PDA’s 625. 
Each of these devices might use a different protocol (such as 
HTTP, WAP. VAST, Palm.Net, etc.) to communicate through 
the Internet. 
0092. In the embodiment shown in FIG. 6, a network of 
servers forms the computer system. This network includes (1) 
firewalls 630, 635, and 680, (2) reverse proxy servers 640, (3) 
delegated administration server 645, (4) certificate registra 
tion server 650, (5) Web servers 655, (6) policy server 660, (7) 
certificate manager server 665, (8) meta-directory server 670, 
and (9) application and database servers 675. In the embodi 
ment shown in FIG. 6, multiple proxy, Web, application and 
database servers are used to distribute the load for the various 
operations that the system has to perform. One of ordinary 
skill will realize that other embodiments of the invention can 
be implemented with fewer or more servers. For instance, 
some embodiments of the invention use one or two servers to 
perform all the operations of the servers shown in FIG. 6. 
0093. The firewalls are used to protect the system servers 
from attacks from outside the system's network. In some 
embodiments of the invention, each firewall is a separate 
server that relays to system's servers only the data packets 
that are clearly intended and authorized to reach these servers. 
As shown in FIG. 6, the firewalls 630, 635, and 680 divide the 
system architecture into three sections 685,690, and 695. The 
first section 685 is a DMZ area, where the less mission critical 
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servers are placed. The second section 690 is a first Intranet 
(i.e., the site's internal network where the more critical serv 
ers are placed). The third section 695 is a second Intranet 695 
that includes the most critical servers, which in this case are 
the application and database servers 675. 
(0094. The DMZ section 685 serves as the entry point for 
the system's users to access the site's internal servers. This 
section includes the reverse proxy servers 640, the delegated 
administration server 645, and the certificate registration 
server 650. The reverse proxy server provides a layer of 
security for the system's internal servers. It establishes con 
nections (e.g., HTML sessions) between users that contact the 
system through the Internet and the system's Intranet servers, 
such as the Web and policy servers 655 and 660. 
(0095. The Web servers 655 in conjunction with the appli 
cation and database servers 675 provide the browsing expe 
rience to the users of the site. The application servers provide 
the back-end logic for formulating responses to user requests 
often by resorting to data stored in their databases, while the 
Web servers 655 are responsible for generating the Web pages 
that provide the front-end graphical, audio, and textual expe 
rience to the users. 
(0096. The meta-directory server 670 stores information 
relating to the system's users. In some embodiments, these 
users include registered members who interact with the game 
show and shopping applications of the system, and merchants 
who sell products through the shopping sites of the system. 
0097. The policy server 660 sets the rules for accessing 
and modifying user profiles that meta-directory server 670 
stores. The other servers (such as the Web and applications 
servers) at times need to retrieve the user profile from the 
meta-directory through the policy server, in order to deter 
mine the response to a user request or provide a certain 
presentation to a user. 
0098. For instance, in some embodiments, the policy 
server is used to register new members and login (i.e., authen 
ticate) existing members. These embodiments require users 
to login before they can engage in certain interactions with the 
system (e.g., before they can participate in game shows). For 
Some embodiments, the registration process is as follows. The 
policy server receives a request from the Web server to reg 
ister a new member. Based on the nature of the request, the 
policy server asks the Web server to generate a particular 
HTML page for the user to fill out. Once the user fills out this 
form, the Web server receives the user's information through 
the proxy server. The Web server passes this information to 
the policy server, which records the information in the meta 
directory server. 
0099. In some embodiments, the authentication process is 
as follows. Through the proxy server, the Web server receives 
a request from an existing member to login. The Web server 
generates aparticular HTML page for the user to fill out. Once 
the user submits his or her identification and password, the 
Web server receives the user's information through the proxy 
server. The Web server passes this information to the policy 
server, which checks it against the information in the meta 
directory server. If the submitted identification and password 
match the information stored in the meta-directory server, 
then the policy server reports the verified results to the Web 
server. The Web server then notifies an application server that 
an existing member has logged on to the system. 
0100 Other techniques can be used to register new users 
and authenticate existing members. Specifically, the system 
100 includes the certificate registration server 650 and the 
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certificate manager 665 to enable the users to login automati 
cally. For this to happen, the certificate registration server 650 
initially needs to store a certificate (e.g., a file or cookie) on a 
user's computer. The certificate manager will recognize this 
cookie the next time that the user accesses the site, and auto 
matically logs in the user. 
0101 Some embodiments use a combination of manual 
and automatic login techniques. The policy server defines the 
authentication method that the system will use to login a 
member. It should be noted that the policy server also enables 
different users of the system (e.g., merchants who sell their 
products through the system's shopping sites) to personalize 
their content through access management. The policy server 
further allows the management of certain user groups (e.g., 
shoppers) to be delegated to other user groups (e.g., mer 
chants). 
0102 The system 100 also includes the delegated admin 
istration server 645. This server handles certain administra 
tive tasks. For instance, this server allows certain users to 
modify their own or other user account information in the 
meta-directory, in cases where the policy server allows Such 
modification. 
0103 B. Computer Hardware Diagram. 
0104 FIG. 7 presents a block diagram of a computer 700 
that can be used as a server computer of the computer system 
100 or the computer of one of the system's users. This com 
puter 700 includes a bus 705, a processor 710, a system 
memory 715, a read-only memory 720, a permanent storage 
device 725, input devices 730, and output devices 735. 
0105. The bus 705 collectively represents all system, 
peripheral, and chipset buses that communicatively connect 
the numerous internal devices of the computer 700. For 
instance, the bus 705 communicatively connects the proces 
sor 710 with the read-only memory 720, the system memory 
715, and the permanent storage device 725. From these vari 
ous memory units, the processor 710 retrieves instructions to 
execute and data to process. 
0106. The read-only-memory (ROM) 720 stores static 
data and instructions that are needed by the processor 710 and 
other modules of the computer. The permanent storage device 
725, on the other hand, is read-and-write memory device. 
This device is a non-volatile memory unit that stores instruc 
tion and data even when the computer 700 is off. Some 
embodiments of the invention use a mass-storage device 
(such as a magnetic or optical disk and its corresponding disk 
drive) as the permanent storage device 725. Other embodi 
ments use a removable storage device (such as a floppy disk or 
Zip(R) disk, and its corresponding disk drive) as the permanent 
storage device. 
0107 Like the permanent storage device 725, the system 
memory 715 is a read-and-write memory device. However, 
unlike storage device 725, the system memory is a volatile 
read-and-write memory, such as a random access memory. 
The system memory, the permanent storage device 725, and/ 
or the read-only memory 720 store the instructions and data 
that are necessary for carrying out the invention. The stored 
instruction and data then direct the operations of the proces 
Sor 710. 

0108. The bus 705 also connects to the input and output 
devices 730 and 735. The input devices enable the user to 
communicate information and select commands to the com 
puter. The input devices 730 include an alphanumeric key 
board and a cursor-controller (Such as a mouse or a touch 
pad). The output devices 735 display images generated by the 
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computer. The output devices include printers and display 
devices, such as cathode ray tubes (CRT) or liquid crystal 
displays (LCD). Through an output display device, a user can 
browse the Web pages generated by the computer system 100. 
0109 Finally, as shown in FIG. 7, bus 705 also couples to 
a network adapter 740. The network adapter connects the 
computer 700 to a network of computers (such as a local area 
network (“LAN”), a wide area network (“WAN), or an Intra 
net) or a network of networks (such as the Internet). In 
embodiments that use computer 700 as a user's computer, the 
computer can receive the information transmitted by the sys 
tem through the Internet via the network adapter 740 (e.g., a 
network card or a modem). In the embodiments that use 
computer 700 as a server computer of the system, the network 
adapter 740 connects the server computer 700 to other server 
computers of the system 100. One of ordinary skill in the art 
will appreciate that other embodiments of the invention use 
computers that have different configurations and/or compo 
nents than those of the computer 700 of FIG. 7. 
0110. C. Application and Database Servers. 
0111. As shown in FIG. 6, some embodiments of the 
invention use multiple application and database servers 675 
to distribute the load for the various applications that the 
computer system runs. FIG. 8 illustrates N pairs 805 of appli 
cation and database servers. The application server 810 of 
each pair 805 runs one of the applications hosted by the 
system. For instance, Some embodiments have numerous 
game-show and forum-shop application servers for the vari 
ous game shows and forum shops that are hosted by the 
system. Also, the database server 815 of each pair stores the 
data that its corresponding application server 810 needs. 
0112 FIG. 9 illustrates the software architecture 900 of 
the application and database servers 675 that are used in some 
embodiments of the invention. As shown in this figure, the 
software architecture 900 includes (1) application server soft 
ware 905, (2) a shared memory 910, (3) several game show 
applications 915, (4) several shopping applications 920, (5) 
several databases 955 and 960 for the game show and shop 
ping applications, (6) a member monitoring application 925. 
and (7) a database 950 for the member monitoring applica 
tion. 

0113. Some embodiments of the invention use the 
Netscape application server (“NAS) software as the appli 
cation server 905. In these embodiments, the NAS software 
provides the foundation layer on top of which the game show, 
shopping, and monitoring applications are built. This foun 
dation layer serves as an interface between the game show, 
shopping, and monitoring applications and the Web servers 
(which in some embodiments are the Netscape enterprise 
servers). This layer also enables fast and efficient real-time 
transactions between the various underlying applications 
through native API's. 
0114. The underlying game show, shopping, and monitor 
ing applications write, read, and update data in the shared 
memory 910 in order to communicate. For instance, as further 
discussed below, Some embodiments use the shared memory 
910 to allow the various applications to keep track of authen 
ticated members who have logged in to the system. 
0115 The game show applications 915 are responsible for 
(1) communicating with the users regarding the game shows, 
and (2) hosting the game shows. Each game show application 
915 has a corresponding database 955 associated with it. FIG. 
9 illustrates two sets of game shows, one for members older 
than eighteen and one for members younger than eighteen. 
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This architecture is used because certain game shows might 
not be suitable for members under eighteen. 
0116 FIG. 9 also illustrates several forum shop applica 
tions 965,970, and 975 that interact with the users to provide 
items for review and purchase through the computer system 
100. The exclusive-outlet application 965 presents individual 
shops that offer high-end items. The family-outlet application 
970 presents shops that carry a wide range of merchandise 
from different manufacturers including national name 
brands. The Small outlet application presents items from 
Smaller merchants that do not have the brand recognition of 
items from larger merchants. Each of these applications also 
has a corresponding database 960 associated with it. The 
database for each application stores information about the 
shops offered by each outlet application, and the items, 
prices, sale force, etc. for each of these shops. 
0117 FIG. 9 also illustrates a member monitoring appli 
cation 925. This application is in charge of keeping member 
data. Such member data includes a list of all authenticated 
members who are browsing the site at any given moment. The 
member monitoring application also notifies the other appli 
cations when an authenticated member enters their applica 
tion. 
0118 Specifically, when the system 100 authenticates a 
user, a Web server 655 notifies the member monitoring appli 
cation 925 that an authenticated member has contacted the 
system 100. The monitoring application then creates a session 
record for the authenticated member in the shared memory. 
This session record contains the member's identification and 
a time-stamp that indicates the time of the last interaction 
between the member and the system. In some embodiments, 
this record also includes the location of the member in the 
system (i.e., the application that last interacted with the mem 
ber). 
0119. If a member then decides to engage a game-show or 
shopping application, the monitoring application (1) updates 
the session record in the shared memory to indicate the new 
location of the member and the time of the request, and (2) 
informs (through an API) the game show or shopping appli 
cation about the member's request. The requested application 
then has to update the member's session record in the shared 
memory so long as the member is actively interacting with it. 
0120 Each time a member switches from one application 

to another, the new application is notified of the location of the 
member's session record in the shared memory, so that the 
new application can update this record in the shared memory. 
In some embodiments, the previous application notifies the 
new application of this record's location in the shared 
memory. In other embodiments, the monitoring application 
notifies the new application. In yet other embodiments, the 
new application determines the location for the member's 
record in the shared memory from the member's unique ID. 
0121 The monitoring application periodically checks the 
shared memory to delete all session records of the inactive 
members (i.e., all the members whose session records expired 
as they did not actively interact with the system's applica 
tions). The monitoring application also stores information 
about the member's interactions with the system in its data 
base. To illustrate this point, FIG. 10 presents a more specific 
example of the monitoring application. 
0122. As shown in FIG. 10, some embodiments of the 
invention use a monitoring application 925 that includes three 
Sub-applications. These applications are the time-measure 
ment application 1005, the guided navigation application 
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1010, and member-tracking application 1015. Each of these 
applications has a corresponding database 1020, 1025, and 
1030. 
I0123. The member tracking application 1015 creates and 
deletes the session records for authenticated members, as 
described above. The member tracking application also main 
tains certain member statistical information, which will be 
described below by reference to FIG. 11. 
0.124. The time-measurement and interactive navigation 
applications 1005 and 1010 also maintain statistical informa 
tion about members. Specifically, these two applications 
maintain statistical information about member interactions 
with selectable objects that some embodiments of the inven 
tion present to the system's users. For instance, some embodi 
ments present three-dimensional shopping malls that include 
selectable and non-selectable objects. As further described 
below, in some embodiments, a selectable object is a type of 
screen image that the user can select through a cursor-control 
operation (such as a mouse-button click or auto-click opera 
tion, as described below) in order to obtain additional infor 
mation regarding the selectable image. In some embodi 
ments, the system 100 also presents selectable objects to the 
users of its game-show applications. For instance, the system 
100 might (1) present selectable graphical icons to aspiring 
game-show contestants while they wait to register for a game 
show, and (2) ask the aspiring contestants to select the icons to 
indicate their active participation. 
0.125. The time-measurement application 1005 records in 

its database 1020 the time that the members spend on select 
able objects that the computer system presents to its mem 
bers. This application also tracks the total session time for a 
member. The interactive navigation application also main 
tains certain statistical information about member interac 
tions with selectable objects, as further described below by 
reference to FIG. 12. 
I0126. In addition, the interactive navigation application 
1010 retrieves from and records in its database 1025 attribute 
information about the selectable objects that the computer 
system presents to its members. The interactive navigation 
application also controls the system's virtual multilingual 
sales force. This sales force provides detailed information 
relating to a specific product in response to a consumer's 
identified preferences and/or request. These audio and video 
presentations take place in a variety of languages. Items, 
stores, and all other objects benefit from this technology by 
being presented in different languages. 

III. Data Tables. 

I0127. The data tables of the system's databases will now 
be described for some embodiments of the invention. One of 
ordinary skill in the art will understand that other embodi 
ments of the invention use different data tables and/or differ 
ent data fields in these data tables than the ones described 
below. 
0128. The member monitoring, game show, and shopping 
applications store data in and retrieve data from these data 
tables, in order to perform their operations. In some embodi 
ments of the invention, these data tables are implemented in 
an object-oriented fashion. 
I0129 FIG. 11 illustrates eight member tables that store 
information about the system's members. The eight member 
tables are: (1) the member table, (2) the member perma 
nent table, (3) the member temporary table, (4) member 
lotto table, (5) the member stat table, (6) the member 
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game request table, (7) the active member table, and (8) 
the active member game request table. 
0130. In some embodiments, these member tables are all 
stored in the member-tracking database 1030. In other 
embodiments, only the following four tables are stored in this 
database: the active member table, the active member 
game request table, the member stat table, and the mem 
ber game request table. The remaining four tables in FIG. 
11 are then stored in the meta-directory server's database. 
0131 The member tables store information regarding the 
system's members. Each record of a member in each of these 
tables includes a field called member id. This field contains 
the member's internal identification and allows the system to 
gather and interrelate all the information about that member. 
0132) The member table stores basic personal informa 
tion regarding the members, such as a member's internal 
identification, first and last name, middle initial, date of birth, 
sex, and social security number. The member permanent 
table and member temporary table store the permanent and 
temporary address information for each member. The perma 
nent address of the member is the member's permanent resi 
dence, whereas the temporary address is the member's loca 
tion while the member is interacting with a certain 
application. The temporary table keeps this information 
because, in Some embodiments of the invention, certain appli 
cation (such as the lottery application) might need to record a 
member's precise location at the time that the member inter 
acts with that application. 
0133. The member permanent table also includes a 
member address verified field, which indicates whether the 
system has verified the member's address independent of the 
information Supplied by the member online. For instance, 
after a member wins a prize from the system, the system asks 
the member to Supply documentation to confirm the mem 
ber's address location. If the Supplied documentation con 
firms the information supplied by the member online, the 
system uses the member address verified field to indicate 
this independent confirmation. 
0134. The member lotto table stores information about a 
lottery purchase of a member. Table 1 describes the purpose 
of the various fields in this table. 

TABLE 1. 

Field Description 

member id Unique ID assigned to each 
member. 
The serial number for a 
particularlottery ticket. 
The type of lottery ticket. 
The date of purchasing the 
lottery ticket. 
The amount of the purchased 
lottery ticket. 
The date of awarding a prize. 
The amount of the award. 

member lotto serialii 

member lotto type 
member lotto purchased date 

member lotto purchased amount 

member lotto award date 
member lotto award amount 

0135 The active member table stores information about 
the active members that are interacting with the system at any 
given time. This table stores the identification and session 
start time of each active member. The active member game 
request table includes a record for each active member that 
has requested to participate in a game show that has yet to 
start. This record includes the member's identification as well 
as the requested game show's identification, date, start time, 
and registration time. 
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0.136 The member game request table stores informa 
tion about whether a member has asked to participate in game 
shows. Each time a member requests to play a game show, a 
record is created in this table to record the member's request. 
Table 2 describes the fields in this table. 

TABLE 2 

Field Description 

member id Unique ID assigned to each member. 
member game request date Date of the request. 
member game request game id Game show ID corresponding to an 

ID in the gameshow It table or 
gameshow gteq table 
described below. 
Indicates whether the game show 
registration time has passed. 
Indicates number of times member 
has checked on the start time of 
a game show. 

member game request active 

member game request counter 

0.137 The member stat table stores statistical informa 
tion about the member's past interactions with the system. 
Table 3 describes the fields in this member table. 

TABLE 3 

Field Description 

member id Unique ID assigned to each 
member. 
Number of times the member 
has requested to play. 
Number of game shows member 
has played. 
Number of items purchased in 
forum shops. 
Number of stores visited in 
forum shops. 
Accrued total time member has 
earned while participating in a 
game show or visiting the forum 
shops. 
Total number of logins as a 
member. 

member stat no game requested 

member stat no game played 

member stat no items bought 

member stat no stores visited 

member stat time accrued 

member stat no total visits 

0.138 FIG. 12 illustrates the interactive-navigation tables. 
The interactive-navigation database 1025 stores these tables, 
and the interactive navigation application 1010 reads from 
and writes to these data tables. The interactive-navigation 
tables store information about selectable and non-selectable 
objects that the system presents to its members. They also 
store information about the interaction between the system's 
members and selectable objects. In some embodiments, the 
interactive-navigation tables populate some of their fields 
(e.g., some of their attribute fields) dynamically from the 
game, forum, store, and item tables. Also, in Some embodi 
ments, these fields are pointerfields, and they are dynamically 
populated by dynamically linking them to the game, forum, 
store, and item tables. 
0.139. Each record in the interactive-navigation tables has 
a field called inavid. This field identifies the selectable and 
non-selectable objects corresponding to each record. Specifi 
cally, this field stores the internal identification for a select 
able or non-selectable object, and thereby allows the interac 
tive navigation application 1010 to interrelate all the 
information about the object. 
0140 FIG. 12 illustrates six interactive-navigation tables, 
which are: (1) the inav table, (2) the inav stat table, (3) the 
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inav member stat table, (4) inav Vmsg. table, (5) the inav 
Vmsg stat table, and (6) the inav Vmsg member stat table. 
0141. The inav table stores the basic information (such as 
attribute and history information) of each selectable object of 
the computer system. Table 4 describes the fields in the inav 
table. 

Field 

inav id 

forum id 
store id 
item id 

game id 
inav name 

inav description 
inav class 

inav parent id 

TABLE 4 

Description 

non-selectable. 
D of parent object. 

Field 

inav icon 
inav image 
inav audio 
inaV Video 
inav language 
inav location(x,y) 

Unique ID of a selectable or non-selectable 
object. This ID maps to a store, forum, 
item or game show ID. 
Unique ID of the mapped forum. 
Unique ID of the mapped store. 
Unique ID of the mapped item in the store, 
orum, or game show. 
Unique ID of game show. 
Name of the mapped object (forum, store, 
item, or game show). 
Description of mapped object. 
indicating whether object is selectable or 0142 
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TABLE 4-continued 

Description 

Pointer to icon for the object. 
Pointer to image for the object. 
Pointer to audio file for the object. 
Pointer to streaming video for the object. 
Language for the object. 
Location of the object within a frame or 
browser window (e.g., location of item 
within store or location of store within a 
orum shop). In some embodiments, this 
ocation defines the position of the object 
with respect to the other objects that have 
he same parent object. Also, some 
embodiments set this location as a pre 
defined static location, whereas other 
embodiments dynamically change this 
ocation. 

The inav stat table stores statistics for the interac 
tions between all the members and each selectable object. 
Table 5 describes the fields in the inav stat table 

TABLE 5 

Field Description 

inav id Unique ID of a selectable object. This ID 

inav stat date 

inav stat passive visit counter 

inav stat clicked visit counter 

inav stat autoclick visit counter 

maps to a store, forum, item or game show ID. 
Date for the particular interaction with the 
selectable object. This field allows the 
system to analyze the interactions between 
he members and the selectable object on a 
day-by-day basis. 
Number of times the selectable object has 
been passively viewed on the particular date. 
Number of times the selectable object has 
been viewed through a cursor-controller 
click (e.g., mouse-button click) operation 
on the particular date. 
Number of times the selectable object has 
been viewed through an auto-click 
operation on the particular date. 

0143. The inav member stat table stores statistics relat 
ing to the interaction of a particular member with a particular 
object on a particular date. Table 6 describes the fields in the 
inav member stat table. 

TABLE 6 

Field Description 

inav id Unique ID of the selectable object. This ID 

member id 
inav member stat date 

inav member stat passive visit counter 

inav member stat clicked visit counter 

maps to a store, forum, item or game show ID. 
Unique ID assigned to the member. 
Date for the particular interaction between 
the particular member and the selectable 
object. This field allows the system to 
analyze the interactions between the 
members and the selectable object on a 
day-by-day basis. 
Number of times the member has passively 
viewed the selectable object on the 
particular date. 
Number of times the member has viewed 
the selectable object through a click 
operation on the particular date. 
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TABLE 6-continued 

Field Description 

inav member stat autoclick visit counter 
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Number of times the member has viewed 
the selectable object through an auto-click 
operation on the particular date. 

0144. The inav Vmsg. table stores the virtual-multilin 
gual-sales-guide information about Some or all of the select 
able objects presented by the computer system. Table 7 
describes the fields in the inav Vmsg. table. 

TABLE 7 

Field Description 

inav id Unique id of the selectable object. This ID 
maps to a store, forum, item or game show 
ID. 
The sales force's natural or localized 
language for the selectable object. 

inav Vmsg language 

Field 

inav id 

inav Vmsg stat date 

inav Vmsg stat clicked activated 

inav Vmsg stat autoclicked activated 

Field 

TABLE 7-continued 

Field Description 

inav Vmsg audio message The sales force's audio message for the 
selectable object. 

inav Vmsg. video message The sales force's video message for the 
selectable object. 

0145 The inav Vmsg stat table stores statistical infor 
mation regarding the use of the virtual-multilingual-sales 
guide for the selectable objects that have such a guide. Table 
8 describes the fields in the inav Vmsg. table. 

TABLE 8 

Description 

Unique id of the selectable object. This ID 
maps to a store, forum, item or game show ID. 
Date for the member interactions with the 
sales force. 
The number of times the sales force was 
activated through a click operation on the 
particular date. 
The number of times the sales force was 
activated through an auto-click operation 
on the particular date 

0146 The inav Vmsg member stat table statistical 
information about particular member's use of the virtual 
multilingual-sales-guide for the selectable objects that have 
such a guide. Table 9 describes the fields in the inav Vmsg 
member stat table. 

TABLE 9 

Description 

inav id 

member id 

inav Vmsg member stat date 

inav Vmsg member stat clicked activated 

inav Vmsg member stat autoclicked activated 

Unique id of the selectable object. This 
ID maps to a store, forum, item or game 
show ID. 

Unique ID assigned to a member. 
The date for the member's interactions 

with the sales force. 

The number of times the member 

activated the sales force through a click 
operation. 
The number of times the member 

activated the sales force through an 
auto-click operation. 
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0147 FIG. 13 illustrates the time-measurement tables. 
The time-measurement database 1020 stores these tables, and 
the time-measurement application 1005 reads from and 
writes to these data tables. The time-measurement tables gen 
erally store information about how much time the members 
interact with the system's selectable objects and applications. 
0148 FIG. 13 illustrates four time-measurement tables, 
which are: (1) the time table, (2) the time stat table, (3) the 
time member stat table, and (4) time membersession 
table. The time table stores the time spent on a particular 
selectable object by all members on a particular date. Table 10 
describes the fields in this table. 

time member stat date 

time member stat total accrued 

time member stat passive 

time member stat clicked 

time member stat autoclick 

TABLE 10 

Field Description 

inav id Unique ID mapping to store, forum, item, 
or game show ID. 

Field 

member id 
inav id 

TABLE 10-continued 

Field Description 

time date Date for the particular interaction with the 
selectable object. This field allows the 
system to analyze the interactions between 
the members and the selectable object on a 
day-by-day basis. 
Total time for the interactions with the 
particular object by all members on the 
particular date. 
Total time the members passively viewed 
the object on the particular date. 
Total time the members select a particular 
object through a click operation. 
Total time the members select a particular 
object through a click operation. 

time total accrued 

time passive 

time clicked 

time autoclick 

014.9 The time stat table stores the time spent on all 
selectable objects by all members on a particular date. Table 
11 describes the fields in the time stat table. 
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TABLE 11 

Field Description 

time stat date Date for a particular day. This field allows 
the system to analyze the interactions 
between the members and the selectable 
object on a day-by-day basis. 
Total session time for the interactions with 
all objects by all members on the particular 
date. 
Total time spent passively viewing all 
objects by all members on the particular 
date. 
Total time via mouse click for all objects 
by all members on the particular date. 
Total time via autoclick for all objects by 
all members on the particular date. 

time stat total accrued 

time stat passive 

time stat clicked 

time stat autoclick 

0150. The time member stat table stores the time spent 
on a particular selectable object by a particular member on a 
particular date. Table 12 describes the fields in the time 
member stat table. 

TABLE 12 

Description 

Unique member ID. 
Unique ID mapping to store, forum or item 
ID or a game show. 
Date for the particular interaction between 
the member and the selectable object. This 
field allows the system to analyze the 
interactions between the members and the 

Selectable object on a day-by-day basis. 
Total time accrued on a particular object 
for a particular member. 
Total time the member spent passively 
viewing the particular object. 
Total time the member spent on a particular 
object via mouse click. 
Total time the member spent on a particular 
object via an auto-click operation. 

0151. The time member session table stores time spent 
by a particular member on all selectable objects during all 
interactive sessions between the member and the system. 
Table 13 describes the fields in the time member session 
table. 

TABLE 13 

Field Description 

member id Unique member ID. 
time member Session date Member's session date. 
time member Session total accrued Total session time spent by a 

particular member on all objects. 
Total time the member spent 
passively viewing all objects. 
Total click time the member 
spent on all the objects. 
Total auto-click time the 
member spent on all the objects. 

time member Session passive 

time member Session clicked 

time member Session autoclick 

0152 FIG. 14 illustrates the game-show tables. The game 
show databases 955 store these tables, and the game-show 
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applications 915 read from and write to these data tables. The 
game-show tables generally store information about the game 
shows that the system offers. 
0153 FIG. 14 illustrates fourteen game-show tables. Two 
of these tables are: (1) the gameshow type table, and (2) the 
gameshow rule table. The gameshow type table provides 
information about game-show types, while the gameshow 
rule table provides information about the game-show rules. 
Tables 14 and 15 describe the fields in these two tables. 

TABLE 1.4 

Field Description 

gameshow type id Unique ID of a game show type. 
gameshow type description Description of the game show. 

gameshow type. It allowed Indicates whether a game show should be 
allowed to be played by members who are 
younger than 18. 

gameshow type clues Clues hints for the contestants. 

TABLE 1.5 

Field Description 

gameshow rule id Unique ID of a game show rule. 
gameshow rule description Description of the rules for the particular 

game show. 
gameshow rule. It allowed Indicates whether a game show should be 

allowed to be played by members who are 
younger than 18. 

0154) Of the remaining twelve tables presented in FIG. 14, 
six relate to game shows for members who are younger than 
eighteen, and six relate to game shows for members who are 
older than eighteen. Tables 16-21 below describe the fields in 
the six tables for game shows that are for members older than 
eighteen. The six tables for members younger than eighteen 
have analogous descriptions. 
0155 Table 16 corresponds to the gameshow gteq table 
in FIG. 14, and describes the attributes for a game show 
designed for members older than eighteen. 

TABLE 16 

Field Description 

gsgteq id Unique ID of the game show. 
gsgteq description 
gSgteq reg grace 
gsgteq start time 
gsgteq end time 
gsgteq date 
gsgteq max Seat 

Description of the game show. 
Grace time allowed for registration. 
Game show's start time. 
Game show's end time. 
The date that the game show will be aired. 
Maximum number of seats available for 
participants. 
Maximum length of time for contestant to 
Supply the answer. 

gsgteq max time allotted 

0156 Table 17 corresponds to the gameshow gteq fo 
rum table in FIG. 14, and describes the attributes for a game 
show sponsors. 
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TABLE 17 

Field Description 

gsgteq id Unique ID of game show. 
forum id Unique ID of forum store related 

to one of the game show sponsors. 
Game show's primary forum? 
store sponsor. 

gsgteq forum primary sponsor 

0157 Table 18 corresponds to the gameshow gteq item 
table in FIG. 14, and describes the attributes for game show 
items. 

TABLE 1.8 

Field Description 

gsgteq id Unique ID of game show. 
item id Unique ID of item being offered in the 

game show. 
gsgteq item primary prize Unique ID of item which is the primary 

prize. 

0158 Table 19 corresponds to the gameshow gteq con 
testant table in FIG. 14, and describes the attributes for a 
game show contestant. 

TABLE 19 

Field Description 

gsgteq id Unique ID of game show. 
member id Unique ID of member (contestant) playing 

the game show. 
gsgteq contestant winner Winning contestants ID. 
item id ID of item won by contestant (maps to 

primary prize if it was the primary winner). 

0159 Table 20 corresponds to the gameshow gteq type 
table in FIG. 14, and describes the type of the game show. 

TABLE 20 

Field Description 

gsgteq id Unique ID of game show. 
gameshow type id Index into the gameshow type table. 

0160 Table 21 corresponds to the gameshow gteq rule 
table in FIG. 14, and describes the rule of the game show. 

TABLE 21 

Field Description 

Unique ID of game show. 
Index into the gameshow rule table. 

gsgteq id 
gameshow rule id 

(0161 FIGS. 15-17 illustrate the forum-shop, store, and 
item tables. The shopping databases 960 store these tables, 
and the shopping applications 920 read from and write to 
these data tables. These tables generally store information 
about the system's forum shops, stores, and items. 
0162 FIG. 15 illustrates four forum-shop tables, which 
are: (1) the forum table, (2) the forum address table, (3) the 
forum property table, and (4) forum store table. Tables 
22-25 respectively describe the fields in these four forum 
shop tables. 
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Field 

orum id 
Orum name 
orum description 
orum. It allowed 

orum category 

orum cat data 
orum hit count 
orum colors 
orum credit cards 

orum credit cards lookup 
Orum customers 
orum departments 
orum item keyword 
orum items 
orum items field names 
orum keywords 
orum visitors 
orum payment methods 
orum payment methods lookup 
orum purchases 
orum sales tax 
orum sales tax lookup 
orum shipping info 
orum shipping method 
orum ship to 

orum Snoppers 
orum shopping cart 
orum store checkout 
orum store featured 
orum store featured items 
orum store front 
orum store front featured items 

orum store header 
orum store help 
orum store info 
orum store payment info 

orum shopping cart 
orum store size lookup 
orum store view dept 
orum store view item 
orum transactions 

14 

TABLE 22 

Description 

Unique id of forum. 
Name of forum. 
Description of forum. 
indicates whether members younger than 
18 are allowed. 
The forum's category (e.g., whether 
boutique, etc.). 
Forum category's data and description. 
Number of hits on that forum. 
Forum's special colors. 
Credit cards advertised and accepted at that 
Ol. 

List of customers visited that forum. 
List of departments in that forum. 
tem keyword offered by forum. 
tem id offered by forum. 
The field name used to tag item at forum. 
Keywords describing forum. 
Visitors who have visited the forum. 
Payment methods accepted by forum. 
Payment method lookup. 
Total purchases made at the forum. 
Sales tax applicable to forum. 
Forum sales tax lookup. 
information on shipping items from the forum. 
Shipping methods accepted by the forum. 
Ship-to address for forum or forum's office 
address. 
List of shoppers shopped at the forum. 
Forum's shopping cart. 
Checkout process for each store at the forum. 
Stored featured in each forum. 
tems featured in each store of the forum. 
Store front display description and view. 
tems featured in the store front of each 
store at the forum. 
Store's header for each store at the forum. 
Help media available for each store at the forum. 
information about each store at the forum. 
information on payment methods of each 
store at the forum. 
Overall forum shopping cart information. 
Lookup for the size of forum. 
The stores and departments of the forum. 
The items of a store in the forum. 
Log of all transactions conducted at the forum. 

Lookup of the credit cards accepted at the forum. 
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TABLE 23 TABLE 23-continued 

Field Description Field Description 

forum id Unique forum id. forum Zip-4 Zip+4 number of forum office. 
forum street 

forum city 
forum state 
forum zip 

Street address of the forum's brick and 
mortar location or office head quarters. 
City location of forum office. 
State location of forum office. 
Zip code of forum office. 

Field 

forum id 
forum property class 
forum property icon 
forum property image 
forum property audio 

forum country 
forum phone 
forum last name 
forum first name 

Country location of forum office. 
Telephone of forum office. 
Last name of a contract at the forum office. 
First name of a contact at the forum office. 

TABLE 24 

Description 

Unique id of the forum. 
Class from which the forum properties are derived. 
Icon file which refers to the forum properties. 
Image file which represents the forum. 
Audio file which represents the forum. 
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TABLE 24-continued 

Field 

forum property video 
forum property language 
forum property location(x,y) 

forum property Vmsg language 

forum property Vmsg audio message 

forum property Vmsg. video message 

Description 

Streaming video file which represents the forum. 
Native or localized language of the forum. 
Coordinates of the forum in relation to the 
page or frame. 
Virtual sales force native or localized 
language. 
Audio message associated with virtual sales 
force of forum. 
Video message associated with virtual sales 
force of forum. 

TABLE 25 

Field Description Field 

forum id Unique id of the forum. 
store id Unique id of the store at the forum. 
forum store location(x,y) Coordinate of a store in relation to the 

forum on the page or frame. store log 

store products 
store sales 

(0163 FIG. 16 illustrates four store tables, which are: (1) 
the store table, (2) the store address table, (3) the store Store users 

property table, and (4) store item table. Tables 26-29 
respectively describe the fields in these four store tables. 

Store customers 
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TABLE 26-continued 

Description 

store county taxandshipping Tax and shipping information for the 
store's county. 
Store customer list. 
Log file keeping store transactions and 
reports. 
List of products store has featured. 
List and record of sales the store has 
made. 
Users who have visited the store. 

TABLE 27 
TABLE 26 

Field Description 
Field Description 

store id Unique id of store. 
store id Unique id of store. store street Street address of store or store office head 
forum id Unique id of forum where store is located. quarters. 
Store name 
store description 
store. It allowed 

store basket 
store categories 

store statetaxandshipping 

Store name. 
Description of store. 
Indicates whether users younger than 18 
are allowed in store. 
Shopping basket for that store. 

store city 

store Zip 
Store State 

store Zip-4 

The store's category. 
store countrytaxandshipping Tax and shipping information for the 

store's country. 
Tax and shipping information for the 
store's state. 

store country 
store phone 
store last name 
store first name 

City location of store or store office. 
State location of store of store office. 
Zip code of location of store or store office. 
Zip+4 code of location of store or store 
office. 
Country location of store or store office. 
Phone of store or store office. 
Contact last name of store or store office. 
Contact first name of store or store office. 

TABLE 28 

Field Description 

store id Unique id of store. 
store property class 
store property icon 
store property image 
store property audio 
store property video 
store property language 
store property location(x,y) 
store property Vmsg language 

store property Vmsg audio message 

store property Vmsg. video message 

Class from which store property is derived. 
Icon file which refers to store properties. 
Image file which represents the store. 
Audio file which represents the store. 
Streaming video file which represents the store. 
Native or localized language of the store. 
Coordinate location of the store on page or frame. 
Properties of the store's virtual sales force 
native or localized language. 
Properties of the store's virtual sales force 
audio messages. 
Properties of the store's virtual sales force 
video messages. 
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TABLE 29 

Field Description 

store id Unique id of store. 
item id Unique item id. 
store item location(x,y) Coordinates location of item within store. 

0164. The embodiments of the invention that break some 
or all stores into departments also include a number of depart 
ment tables. Such department tables are similar to the store 
tables described above. For instance, in some embodiments, 
the department tables are identical to the store tables with the 
exception that instead of a store they mention a department, 

Field 

item id 
item free 

and instead of a forum they mention a store. In some embodi 
ments, the department tables also do not include some of the 
administrative information contained in their store tables. 

(0165 FIG. 17 illustrates three item tables, which are: (1) 
the item table, (2) the item address table, and (3) the item 
property table. Tables 30-32 respectively describe the fields 
in these three item tables. 

TABLE 30 

Field Description 

item id Unique id of an item. 
store id Unique id of a store that the item is 

associated with. 
forum id Unique id of a game that the item is 

associated with. 
game id Unique id of a game that the item is 

associated with. 
item description 
item. It allowed 

Description of an item. 
Indicates whether the item is allowed to be 

accessed by users younger than 18. 

item property class 
item property icon 
item property image 
item property audio 
item property video 

item property language 
item property location(x,y) 

item property Vmsg language 

item property Vmsg audio message 

item properry Vmsg. video message 
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TABLE 31 

Field Description 

item id Unique id of an item. 
item street Street address of item. 
item city City location of item. 
item state State location of item. 
item Zip Zip code of location of item. 
item Zip-4 Zip-4 code of location of item. 
item country 
item phone 
item last name 
item first name 

Country location of item. 
Phone of item. 
Contact last name of item. 
Contact first name of item. 

TABLE 32 

Description 

Unique id of an item. 
Indicates whether an item is free. The 
shopping application populates this field 
dynamically whenever it decides to give the 
item away for a period of time. 
Class from which item property is derived. 
Icon file which refers to item properties. 
Image file which represents the item. 
Audio file which represents the item. 
Streaming video file which represents the 
item. 

Native or localized language of the item. 
Coordinate location of the item on page or 
frame. 

Item properties of the virtual sale force 
native or localized language. 
Item properties of the virtual sales force 
audio messages. 
Item properties of the virtual sales force 
video messages. 

(0166 As shown in Table 30, the item table includes the 
store idfield to associate the item with a particular store. For 
items that are not in stores, this table also includes a forum id 
field and a game idfield. The forum idfield associates items 
outside the stores but inside a forum shopping mall. The 
game id field associates items displayed by game-show 
applications. The tables for the items displayed by the game 
show applications are stored in the game-show databases in 
Some embodiments of the invention. 

IV. Game Show Applications. 

0167. The processes that some embodiments of the com 
puter system 100 perform in order to present game shows will 
now be described. FIG. 18 presents a process 1800 that the 
member tracking application 1015 goes through every time it 
is notified (e.g., by a Web server) that a new member has been 
authenticated. 

0.168. As shown in this figure, the process 1800 starts (at 
1805) when the member tracking application receives a 
notice that a new member has been authenticated. Next, the 
process creates (at 1810) a session record for the authenti 
cated member in shared memory. This session record con 
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tains the member's identification and a time-stamp that indi 
cates the time of the last interaction between the member and 
the system. In some embodiments, this record also includes 
the location of the member in the system (i.e., the application 
that interacted with the member last). 
0169. If a member decides to engage a game show or 
shopping application, the tracking application (1) updates the 
shared memory to indicate the new location of the member 
and the time of the request, and (2) informs (through an API) 
the game show or shopping application about the member's 
request. The requested application then has to update the 
member's record in the shared memory So long as the member 
is actively interacting with it. 
0170 Each time a member switches from one application 

to another, the new application is notified of the location of the 
member's session record in the shared memory, so that the 
new application can update the member's session record. In 
Some embodiments, the previous application notifies the new 
application of the member's location in the shared memory. In 
other embodiments, the member tracking application notifies 
the new application. In yet other embodiments, the new appli 
cation determines the location for the member's record in the 
shared memory from the member's unique ID. 
0171 In some embodiments, the computer system loads a 
client application on the user computers in order to facilitate 
the users browsing of the Web sites offered by the computer 
system. For these embodiments, the process determines (at 
1815) whether the authenticated member has the latest client 
application of the system loaded onto his or her computer, 
after creating a session record for the authenticated member 
in the shared memory. If not, the process (at 1820) loads the 
latest version of the client application onto the user's com 
puter, and establishes a communication session with this 
application. Otherwise, the process establishes (at 1825) a 
communication link with the client application that the sys 
tem previously loaded on the user's desktop. 
(0172 Next, the process sets (at 1830) the member in the 
active member table to reflect that the member is currently 
active. The process then determines (at 1835) whether the 
member has requested to register for a game show recently. 
The process makes this determination by searching for 
records relating to the member (by using the member's id) in 
the member game request table. 
0173 If so, the process (at 1840) determines whether the 
registration time for the requested game show has expired. In 
Some embodiments, the process makes this determination by 
examining the member game request table. Specifically, 
the process examines the member game request active field 
in the member game request table. If this field indicates 
that the game show time has passed, then the process con 
cludes its examination. Otherwise, the process asks the 
appropriate game show application to provide the start time 
and grace period for its requested game show. In particular, 
the process retrieves the member game request game id 
from the member game request table, and asks the appro 
priate game show application to provide the start time and 
grace period for the game show identified by the retrieved 
game identification. If, after querying the game show data 
base, the process determines that the game-show registration 
time has expired, the process sets the member game re 
quest active field to indicate that the game show has expired. 
0.174. If the process determines (at 1840) that the game 
show registration time has expired, the process provides (at 
1860) the member with information about the next game 
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show or shows, and asks the member whether he or she would 
like to register for the game show. If the member indicates that 
he or she would like to register for the next game show, the 
process 1800 calls the process 1900 of FIG. 19, which will be 
described below. 
0.175. On the other hand, if the process determines (at 
1840) that the registration time for the requested game show 
has not expired, the process determines (at 1845) whether it is 
time for the user to register for the requested game show. The 
process makes this determination by examining the start time 
and registration grace period for the game show in the game 
show table. As described above, the process can obtain the 
start time and grace period by asking the appropriate game 
show application to query its game-show database. 
0176). If it is time to register for the game show, the process 
transitions to 1920 of FIG. 19 to determine whether the game 
show is full. Otherwise, the process analyzes (at 1850) the 
member's records and calculates a window of time for regis 
tering for the game show. To calculate the time window, some 
embodiments of the process 1800 analyze the member's 
records in the following tables: member stat table, time 
member stat table, time member session table, and inav 
member stat table. Next, the process provides (at 1855) the 
member with a new registration time window, and then ends. 
(0177. If the process determines (at 1835) that the member 
has not recently requested to register for a game show, the 
process determines (at 1865) whether the member has ever 
tried to be a contestant. The process determines this by 
searching for records relating to the member in the member 
game request table. 
0.178 If the member has not previously tried to be a con 
testant, the process ends. Otherwise, the process determines 
(at 1870) whether the member should be accorded VIP status. 
To make this determination, some embodiments of the pro 
cess 1800 analyzes the member's records in the following 
tables: member stat table, time member stat table, time 
member session table, and inav member stat table. 
0179 If the member should not be accorded VIP status, the 
process ends. Otherwise, the process provides (at 1875) the 
member with information about the next game show or 
shows, and asks the member whether he or she would like to 
register for the game show. If the member indicates that he or 
she would like to register for the next game show, the process 
1800 calls the process 1900 of FIG. 19. The process then ends. 
0180 FIG. 19 presents the process 1900 that is performed 
each time a member requests to register for a game show. In 
Some embodiments, this process is performed by each game 
show application for its game show. One of ordinary skill will 
understand that in other embodiments of the invention one 
game-show application or the member monitoring applica 
tion performs this process for all the game shows. 
0181. The process starts (at 1905) when it is notified that 
an authenticated member wants to register for a game show. 
The process then supplies (at 1910) the game and member 
information to the member tracking application and asks this 
application to add the member to the active member game 
request table and the member game request table. The pro 
cess determines (at 1915) whether it is time to register for the 
requested game show. In some embodiments, the process 
makes this determination by examining the start time and 
registration grace period for the game show in the game show 
table. 
0182. If it is not time to register for the game show, the 
process analyzes (at 1930) the member's records to determine 
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the window of registration time that it should provide to the 
member. In some embodiments, the process analyzes the 
member's records in the following tables: member stat 
table, time member stat table, time member session 
table, and inav member stat table. 
0183. On the other hand, if the process determines (at 
1915) that is time to register for the request game show, the 
process determines (at 1920) whether the game show is full. 
In some embodiments, the process makes this determination 
by comparing the maximum seat count of the game show 
(e.g., the gSlt max seat in the game show It table orgsgteq 
max seat in the game show gteq table) with a count that the 
process keeps of the contestants that have registered for the 
game show. 
0184. If the game show is not full, the process allows (at 
1925) the member to register, and increments the seat count 
for the game show. Otherwise, the process analyzes (at 1930) 
the member's records to determine the time interval for reg 
istering for the next game show. The process presents (at 
1935) the calculated time interval to the member. The process 
then starts (at 1940) an interactive exercise, which will be 
described further below by reference to FIG. 21. 
0185 FIG.20 presents the process performed by the mem 
ber tracking application for updating the session records in 
the shared memory. The process 2000 starts (at 2005) by 
selecting a session record of a member in the shared memory. 
Next, the process determines (at 2010) whether the member's 
session record has expired. In some embodiments, the pro 
cess determines whether a member's record has expired by 
examining the time stamp Stored in this record (indicating the 
time for the members last interaction with the system) with 
the current time. If the difference between these two time 
values exceeds a threshold value, the process determines that 
the member's session has expired. 
0186 If the process determines (at 2010) that the mem 
ber's record has not expired, the process selects (at 2030) the 
next session record in the shared memory, and transitions 
back to 2010. On the other hand, if the process determines (at 
2010) that the member's session record has expired, the pro 
cess deletes (at 2015) the member's record from the shared 
memory. 

0187 Next, the process updates (at 2020) the records of 
the member whose session has expired in the member track 
ing and time-measurement databases. For instance, the pro 
cess calculates the members total session time by Subtracting 
the time stamp of the member's record in the shared memory 
from the member's session start time in the active member 
table. The process then adds the calculated total session time 
to time member session total accrued in time member 
session table, time stat total accrued in the time stat 
table, and the member stat time accrued in the member 
stat table. 
0188 The process then deletes (at 2025) the expired mem 
ber from the active member table. The process also deletes 
the expired members from the active member game re 
quest table if that member requested to play in a game show. 
The process then selects (at 2030) the next session record in 
the shared memory, and transitions back to 2010 to determine 
whether this record has expired. Hence, the member tracking 
application sequentially performs process 2000 on each ses 
sion record stored in the shared memory in order to remove 
expired session records from the shared memory and update 
the records in the databases. When this application reaches 

Jul. 19, 2012 

the final session record in the shared memory, it cycles back to 
the first session record in the memory to start again. 
(0189 FIG. 21 presents the process 2100 performed by a 
game show application to provide an interactive exercise to a 
member who is waiting for a game show. Some embodiments 
of the invention present such interactive exercises while the 
members wait for game shows in the virtual game-show wait 
ing area described above. Some of these embodiments also 
present these interactive exercises to members who enter the 
forum shops while waiting for the game shows. 
0190. The process starts (at 2105) by setting a timer. Next, 
the process shows (at 2110) an item to the member. In some 
embodiments, this item is an advertising image icon of a 
product or a service sold through the system's stores. After 
showing the item to the member, the process determines (at 
2115) whether the member clicked or auto-clicked on the 
item before the timer expired. 
(0191) If the member fails to click or auto-click on the item 
in time, the process determines whether the item was a critical 
item that the member had to select through a click or auto 
click operation. In some embodiments, the process makes this 
determination by analyzing the selection of the current item 
in context of the selection of the previous items that process 
2100 presented to the member. For instance, the process 
might determine that an item is not critical if the member had 
clicked or auto-clicked on the previous two items that the 
process 2100 presented. Alternatively, the process might 
determine that the item is critical if the member did not click 
or auto-click on the previously displayed item. 
0.192 If the process determines (at 2120) that the item was 
not critical, the process transitions to 2135. On the other hand, 
if the item was critical, the process informs the member 
tracking application (through an API) to remove the member 
from the active member game request table and the 
active member table. The process then ends. 
(0193 If the process determines (at 2115) that the member 
clicked or auto-clicked on the item before the timer expired, 
the process updates (at 2130) the time stamp in the member's 
session record in the shared memory. In some embodiments, 
the process at this stage also reports the click or auto-click 
event to member monitoring application through an API. The 
time-measurement and interactive-navigation applications of 
the monitoring application then record this click or auto-click 
event in their statistical tables. The records in these tables for 
this click or auto-click event are identified by the inav id of 
the item presented at 2110. 
(0194 The process then determines (at 2135) whether it is 
time to register for the requested game show. If so, the process 
ends. Otherwise, the process transitions back to 2105 and 
repeats. 
(0195 FIG.22 presents the process 2200 that is performed 
to inform members that it is time to register for a game show. 
In some embodiments of the invention, a game show appli 
cation performs this process, while in other embodiments the 
member monitoring application performs this process. 
(0196. The process starts (at 2205) by retrieving all the 
records in the active member game request table. For each 
member in this table, the process also retrieves (at 2205) the 
member's records from the member stat table, time mem 
ber stat table, time member session table, and inaV mem 
ber stat table. 
(0197) The process then retrieves (at 2210) all the records 
from the active member table. For each member in this 
table, the process also retrieves (at 2210) the member's 
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records from the member stat table, time member stat 
table, time member session table, and inav member stat 
table. 
0198 From the members in the active member table who 
have not requested to play the current game show, the process 
identifies (at 2215) all active members who have requested a 
game show in the past and who should be accorded a VIP 
status. The process identifies all active members who previ 
ously requested a game show by examining the member 
game request table as described above. Also, the process 
determines which of these members should be accorded a VIP 
status by examining the member records, as described above 
for process 1800 at 1870. 
0199 The process then analyzes (at 2220) the records of 
the VIP members and the members in the active member 
game request table, in order to come up with a temporal 
order for inviting each of these members to register for the 
game show. The process then invites (at 2225) the members to 
register based on the derived order. The first N members to 
register can participate in the game show. 

V. Interactive Shopping Application. 
0200. In some embodiments of the invention, the com 
puter system presents three-dimensional Scenes of shopping 
malls, stores within the shopping malls, and departments 
within the stores to its users. The users can browse through 
these three-dimensional scenes in a three-dimensional man 
ner. Also, Some embodiments portray the items in these three 
dimensional scenes by their real three-dimensional image, 
shape and form. 
0201 Some embodiments form the three-dimensional 
scenes by using a number of selectable and non-selectable 
objects, which are described below by reference to FIGS. 
23-25. FIG. 23 illustrates a browser window 2300 that pre 
sents (1) a three-dimensional scene 2305 representing the 
interior of a shopping mall, and (2) a directory 2310 listing the 
stores in the mall. 
0202 The three-dimensional scene 2305 contains a sev 
eral selectable and non-selectable objects. In some embodi 
ments, a selectable object is an interactive screen image that 
represents an item or store in the mall or an item or depart 
ment in a store in the mall, while a non-selectable object is a 
static screen image that represents a background item in a 
mall, a store, or a department. In FIG. 23, the selectable 
objects in this scene are: several stores 2315a-f and a soda 
machine 2320. The non-selectable items are two bench seats 
2325, several plants 2330, the shopping mall floor 2335, and 
Several walls 2340. 
0203. In some embodiments, a user can perform a click 
(e.g., mouse-button) or auto-click on a selectable object to 
obtain additional information regarding the object. On the 
other hand, nothing happens when a user clicks or auto-clicks 
on a non-selectable object. One of ordinary skill will under 
stand that the use of the term object does not necessarily 
imply that the selectable and non-selectable objects are 
defined in an object-oriented manner, although in some 
embodiments they are defined in Such a manner. 
0204. In some embodiments of the invention, each select 
able object can be mapped to a number of other selectable and 
non-selectable objects. For instance, some embodiments 
recursively define the selectable objects. FIG. 24 illustrates a 
recursive approach, where each selectable object can include 
selectable and non-selectable child images, and it can be part 
of a selectable parent image. As shown in this figure, not all 
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selectable objects have child selectable images (e.g., image 
2410 of item M is selectable but does not contain any child 
images). 
0205. In this figure, the selectable object for the mall 
serves as the root node image 2405, the stores and items in the 
mall are this root's child nodes 2410, and the different depart 
ments and/or items in the stores are this root's grandchild and 
great-grandchild nodes 2415 and 2420. Alternative embodi 
ments use a different recursive approach to map all the object 
images in the mall. For instance, other embodiments select 
different root nodes, and/or select the root node's child nodes 
to be different sections of the mall (e.g., north, South, west, 
and east sections, or different floors in the mall). 
0206. Some embodiments recursively define the select 
able objects by using the inav parent id pointer in the inav 
table illustrated by FIG. 12. Specifically, this pointer field is 
used to map the child selectable and non-selectable objects to 
a parent selectable object. In addition, as discussed above, the 
inav image field in an object's record in this table points to a 
stored image for the object. Furthermore, the inav location 
field in the object's record in this table provides the location of 
the object relative to the other objects that have the same 
parent object (e.g., provide the location of an item within the 
store relative to the other items or departments in the store). 
Also, the inav class field in the object's record in the inav 
table indicates whether the object is a selectable or non 
selectable object. 
0207. In some embodiments of the invention, the com 
puter system presents the child objects of a parent selectable 
object when a user clicks or auto-clicks on the parent select 
able object. For instance, Some embodiments of the computer 
system provide a three-dimensional presentation of the inte 
rior of a selected store, when the user positions the cursor over 
shop. 2315b in FIG. 23 and performs a click or auto-click 
operation. 
0208 FIG. 25 illustrates a browser window 2500 which 
displays a three-dimensional scene 2505 representing the 
interior of a store that the system shows the user after the user 
performs a click or auto-click operation on the store's select 
able object. As shown in this figure, this three-dimensional 
presentation includes the store's child images. These child 
images include selectable objects such as departments 2510 
and items 2515 within the store. The child images also 
include non-selectable objects, such as escalator 2520, plants 
2525, shelves 2535, floor 2540, and walls 2545. 
0209. As shown in FIGS. 23 and 25, the browser window 
2300 and 2500 also present directories 2310 and 2530. The 
directory 2310 lists all the stores in the shopping mall, while 
the directory 2530 lists other stores or lists departments or 
items within the store 2505. In some embodiments, each entry 
in a directory is a hypertext link that the user can select. 
Consequently, in these embodiments, the user can click or 
auto-click on a link in the directory to direct the computer 
system to present the outside or inside of the store (e.g., 
present the selectable image for the store or the selectable 
images that represent the items and departments inside of the 
store). 
0210. Some embodiments of the invention load a client 
application in a user's computer to facilitate the users three 
dimensional browsing. This client application performs a 
variety of operations to speed up and simplify the user's 
browsing experience. For example, this client application 
detects the direction of the user's browsing and preloads the 
selectable objects in this direction and the child images of 
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these selectable objects. The client application also enlarges 
the image of the selectable object or objects in the direction of 
the user's browsing. For instance, in FIG. 23, the cursor 2345 
moves towards store 2315b. The client application detects the 
direction 2350 of the cursor's motion, and Zooms in on this 
store, as shown in FIG. 26. 
0211 One such client application will now be described 
by reference to FIGS. 27-29. FIG. 27 presents a conceptual 
block diagram of the architecture on the client (i.e., user) 
computer. This architecture includes an operating system 
2735, a java virtual machine 2730, a browser 2725, and a 
client application 2705. The client application, in turn, 
includes a click monitoring application 2720, a reporting 
application 2715, and a mouse rover application 2710. 
0212. The operating system is the software responsible for 
controlling the allocation and usage of the hardware 
resources of the user's computer. FIG. 27 shows the operating 
system to include device drivers 2740, which are software 
components that allow the operating system to communicate 
with the devices (such as the cursor controllers (e.g., amouse, 
a touch-pad, etc.)) connected to the computer. The operating 
system also serves as the foundation on which other applica 
tions (such as the browser application 2725) operate. 
0213. The browser application 2725 provides the tools 
that allow the user to navigate the WorldWideWeb. Examples 
of browser applications include the Internet Explorer, the 
Netscape Navigator, etc. FIG. 27 illustrates the client appli 
cation as a plug-in module for the browser application. This 
plug-in application extends the three-dimensional browsing 
capabilities as well as the reporting capabilities of the browser 
application. One of ordinary skill will realize that in other 
embodiments the client application is a stand-alone browser 
application. In some embodiments of the invention, the client 
application is written by using the Java R computer language. 
In these embodiments, the client application uses standard 
Java APIs to communicate with the java virtual machine 
(“JVM) 2730, which most browsers support. 
0214) More specifically, the NM 2730 serves as an inter 
mediary Software component between the operating system 
2735, the browser application 2725, and the client application 
2705. For instance, when the browser application cannot 
decipher the client applications instructions, the browser 
application can use the NM to translate these instructions for 
communication with the operating system. The combination 
of the browser and client applications 2725 and 2705 render 
the pages and images based on a mark-up language (such as 
VRML, HTML, XML), Javascript and/or Java code instruc 
tions generated by System's server applications or embedded 
in pages served by System's servers application. 
0215. As shown in FIG. 27, the client application includes 
three Sub-components, which are the click-monitoring appli 
cation 2720, the reporting application 2715, and the Mouse 
RovertMapplication 2710. The click-monitoring application 
2720 detects click activities and generates auto-clicks and 
passive-clicks, which are further described below. The report 
ing application 2715 then reports to the computer system's 
member-monitoring application the detected and generated 
click activity. 
0216. The mouse-rover application 2710 controls the pre 
sentation of the selectable and non-selectable objects based 
on the user's mouse movement. Specifically, it detects the 
direction of the user's browsing, enlarges the selectable 
objects in the immediate vicinity of the detected direction, 
and preloads the selectable and non-selectable objects in the 
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general vicinity of the detected direction. As further described 
below, the mouse-rover application 2710 uses the reporting 
application 2715 to perform its preload operation. 
0217 FIG. 28 illustrates a process 2800 performed by the 
click-monitoring application 2720. This process starts at 
2805. This process 2800 periodically starts at pre-determined 
time intervals. This process also starts when the operating 
system 2735 notifies the client application 2705 that the 
mouse driver has detected a mouse activity. When the mouse 
activity is a cursor movement, then the operating system 
passes the location (i.e., X-andy-coordinates) of the cursor to 
the client application. When the mouse activity is a mouse 
button click, the operating system passes the click activity to 
the client application. 
0218. Once the click monitoring application receives the 
mouse activity, this application time stamps (at 2810) the 
record for this activity. Next, the process determines (at 2815) 
whether the current cursor position is over a selectable object 
in the mall. If the cursor is not positioned over a selectable 
object, the process calls (at 2870) the Mouse-Rover TM appli 
cation. 

0219. On the other hand, if the process determines (at 
2815) that the cursor is pointing to a selectable object, the 
process then determines (at 2820) whether the cursor was 
pointing to this selectable object the last time that the process 
2800 was called. If not, the process (at 2825) (1) records a 
start time t1 to be equal to the time stamp recorded at 2810, (2) 
specifies the viewed selectable object as the selectable object 
currently pointed to by the cursor, (3) initializes a delta t1 
(At1) variable to zero, (4) sets a previous point variable to 
null, and (5) transitions to 2835. Otherwise, the process cal 
culates (at 2830) the Atl by subtracting the current time stamp 
from the start time t1, which represents the time when the 
cursor first pointed to the selectable object. The process then 
transitions to 2835. 

0220. At 2835, the process determines whether the mouse 
activity was a mouse-button click. If so, the process carries 
out (at 2840) the click operation, and generates a record of the 
click activity. In some embodiments, the generated record 
indicates the type of click activity, the selectable object cur 
rently pointed to by the cursor, and the time for the click 
activity. The process then calls (at 2865) the reporting appli 
cation to report the generated click-activity record. The inter 
active-navigation and time-measurement applications 1010 
and 1005 then use this information to populate the records in 
their tables. These tables include the inav stat table, the 
inav member stat table, the inav Vmsg member stat 
table, the inav Vmsg stat table, the time table, the time 
stat table, the time member stat table, and the time mem 
ber session table. 
0221) If the process determines (at 2835) that the mouse 
activity was not a click activity, the process determines (at 
2845) whether the calculated At1 is greater than a pre-speci 
fied passive timer value. If not, the process ends. Otherwise, 
the process determines (at 2850) whether the calculated At1 is 
greater than a pre-specified auto-click timer. If so, the process 
performs (at 2860) the auto click operation on the selectable 
object currently pointed to by the cursor. The process also 
generates (at 2860) a record of the auto-click activity, which 
in some embodiments is similar to the record described above 
for the click activity. It then calls (at 2865) the reporting 
application to report the generated auto-click activity to the 
computer system. The interactive-navigation and time-mea 
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surement applications 1010 and 1005 then use this informa 
tion to populate the records in their tables, as described above. 
0222. If the process determines (at 2850) that the calcu 
lated Atl is not greater than the pre-specified auto click timer, 
the process generates (at 2855) a record of a passive-click 
activity, which in some embodiments is similar to the record 
described above for the click activity. It then calls (at 2865) 
the reporting application to report the generated passive-click 
activity to the computer system. The interactive-navigation 
and time-measurement applications 1010 and 1005 then use 
this information to populate the records in their tables, as 
described above. The computer system uses the passive-click 
functionality to gauge whether the user had some interest on 
an object, even though the user did not select the object. 
0223 FIG. 29 presents a process 2900 performed by the 
mouse-rover application. This process starts (at 2905) when 
the click-monitoring application calls (at 2870) process 2900. 
The process 2900 determines (at 2910) whether the previous 
point variable is null. If so, the process (at 2915) (1) sets that 
previous point variable equal to the current cursor location at 
position X, y, and (2) sets an initial time variable t2 equal to the 
current time stamp. After 2915, the process 2900 terminates. 
0224. On the other hand, if the process 2900 determines (at 
2910) that the previous point variable is not null, the process 
calculates (at 2920) the time differential between the current 
mouse activity and the mouse activity that resulted in the 
setting of previous point variable. In other words, the process 
calculates (at 2920) a delta t2 (At2) by subtracting the current 
time stamp from the initial time t2 (where t2 indicates the time 
at which the previous point variable was set at 2195). 
0225. Next, the process calculates (at 2925) the Ax and Ay, 
and the distance vector. The process calculates the AX and Ay 
values by Subtracting the X- and y-coordinates of the previous 
position respectively from the X and y-coordinates of the 
current position. The process calculates the distance vector by 
using the AX and Ay values. The magnitude of the distance 
vector is obtained by squaring the resulting X and y Subtrac 
tions, adding these squared values, and taking their square 
root. The direction of the distance vector is obtained by divid 
ing Ay by AX, and taking the inverse tan of this division. As 
further described below, the process uses (at 2930 and 2935) 
the computed distance vector and At2 values to perform a 
proximity analysis and a Zooming operation. 
0226. The process then sets (at 2927) the prev point vari 
able to the current point, and start time variable t2 to the 
current time. Next, the process performs a proximity analysis 
(at 2930) to calculate the speed of the cursor movement. The 
speed of the cursor movement can be computed by dividing 
the magnitude of the distance vector by the At2. The limited 
proximity analysis also uses the direction of this movement 
(which is the same as the direction of the distance vector) to 
identify the next closest selectable object in the cursor's path. 
To identify this object, the analysis might also use the speed of 
the cursor movement. 
0227 Next, at 2935, the process enlarges the identified 
next selectable object depending on a variety of criteria. For 
instance, some embodiments of process 2900 decide whether 
to enlarge the identified selectable object based on the prox 
imity of the cursor to the object, the speed at which the cursor 
approaches the object, and the nature of the object (e.g., the 
object's type). Some embodiments enlarge the identified 
selectable object by scaling the image of the object. The 
process identifies the image for the object by examining the 
object's record that the process downloads from the inav 
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table. The objects record is identified by the object's inav id 
(i.e., the object identification in the computer system's data 
base). The inav image field in the object's record points to the 
object's image, which the process also downloads from the 
computer system. 
0228. The process then performs (at 2940) abroader prox 
imity detection operation to identify the selectable and non 
selectable objects near the cursor's current and expected posi 
tions. The process then determines (at 2945) whether the 
client application has already downloaded data (e.g., image 
data) for the identified selectable and non-selectable objects 
near the cursor's current and expect positions. If so, the pro 
cess terminates. If not, the process performs (at 2950) a pre 
loading operation to download the image data that it does not 
have. The process then terminates. The client application 
displays in real-time the preloaded data (for the identified 
selectable and non-selectable objects near the cursor's current 
expected positions) only if the user completes his or her 
movement in that direction. 

0229. As described above, the click-monitoring applica 
tion reports to the computer system the click, auto-click, and 
passive-click activities of the user for the selectable objects in 
the mall, along with the user's member id. The computer 
system's interactive-navigation and time-measurement appli 
cations 1010 and 1005 then use the information supplied by 
the click monitoring application, along with the session date, 
to populate their statistical tables. These tables include the 
inav stat table, the inav member stat table, the inav Vms 
g member stat table, the inav Vmsg stat table, the time 
table, the time stat table, the time member stat table, and 
the time member session table. 
0230. In this manner, the computer system monitors and 
stores the user's active, auto, and passive clicking on select 
able objects. These clicking activities are indicative of the 
users active and passive viewing of selectable objects. The 
computer system can then analyze this viewing information 
to dynamically generate a profile for the user's actual or 
potential interests, preferences, and habits. Based on this 
dynamically generated profile, the computer system can then 
dynamically modify its interactions with the user. For 
instance, the computer system can modify the presentation of 
selectable objects in the mall to the user. The system can 
display more prominently, in the mall, the stores, or the 
departments, the type of objects that the user has previously 
selected or passively viewed. The system can more promi 
nently display objects by placing them in more visible loca 
tions (e.g., placing them closer to the entrance of the mall, the 
stores, or the departments) and/or by enlarging the image of 
the objects. 
0231. Some embodiments of the invention also dynami 
cally modify the presentation of the objects in the mall by 
changing the language used for signs and used by virtual 
sales force in the mall. The system can make this dynamic 
adjustment by examining the member's profile and noting 
that the member is more responsive to signs or sales pitches in 
certain languages. Alternatively, the system can make this 
adjustment based on the information that the member pro 
vides when he or she registers as a member. 
0232. In addition, some embodiments of the invention also 
dynamically modify the presentation of the objects in the mall 
based on the requests and advertising fees from the merchants 
who sell products and services through the system's shopping 
sites. For example, a merchant can pay greater advertising 
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fees so that the mall more prominently positions the mer 
chant's store or the stores more prominently position the 
merchant's products. 
0233. In some embodiments of the invention, certain items 
in the shopping mall are free, as indicated by the free item 
field of their record in the item property table. For instance, 
an interactive salesperson might appear as a shopper browses 
an item that has been secretly designated as a free item. The 
interactive salesperson then provides a sales pitch about the 
merchant or the item. At the end of the sales pitch, the shopper 
is informed that he or she has received the item for free. If the 
shopper terminates the presentation before it is completed, 
the shopper will be disqualified from receiving the item for 
free. This is to encourage shoppers to listen to all sales pre 
sentations in the hope of receiving a free item at the end of the 
presentations. 
0234. In some embodiments of the invention, some or all 
the selectable objects in the mall are dynamic objects. A 
dynamic object is a selectable object that has an associated 
audio and/or visual presentation regarding the object. Inter 
active navigation table (the inav table) contains a link to the 
object's property table (Such as the forum property table, 
store property table, or item property table), which con 
tains the objects audio and/or video presentation or a link to 
this presentation. The computer system provides this presen 
tation to a member that selects the dynamic object through a 
click or auto-click operation. 
0235 Some embodiments of the invention present 
detailed virtual sales presentations for certain selectable 
objects. As shown in FIG. 12, the inav Vmsg. table contains 
links to object property tables (such as the forum property 
table, store property table, or item property table), which 
contain virtual sales presentation or a link to this presentation. 
0236 Hence, the computer system can present an audio 
and/or video sales guide presentation for a selectable object if 
the object has such a presentation associated with it. In some 
embodiments, the system provides this presentation when the 
user manually asks for this presentation (e.g., through a click 
or auto-click operation on a GUI button for this presentation). 
The system might also automatically provide the sales pre 
sentation for an object in certain situations. 
0237 As mentioned above, some embodiments of the 
invention present virtual sales people in a graphical format to 
the members. In some embodiments, the virtual sales people 
can be the animated representation of actual sales people who 
interact with the members through the computer system. In 
other embodiments, the virtual sales people are not graphical 
representations of actual sales people. Instead, they are only a 
computer generated and controlled sales force. 
0238. In some embodiments of the invention, the virtual 
sales force reviews the member profiles to determine how to 
best approach and/or entice the members. For instance, in the 
embodiments where the virtual sales people represent actual 
sales people, the actual sales people can review the member's 
profile to formulate the best approach. On the other hand, in 
the embodiments where only the computer system controls 
the virtual sales force, the computer system can review the 
member's profile to improve the interactions of its virtual 
sales force with the member. 

VI. Lottery Purchase. 
0239. Some embodiments of the invention's computer 
system also sell lottery tickets for one or more states through 
the Internet. State lottery sales are often restricted to individu 
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als who are in the state at the time that they purchase the 
lottery tickets. Hence, the computer system needs to make 
Sure that the individual who is purchasing a state's lottery 
through the Internet is currently located within that state at the 
time of the transaction. 
0240. To ensure this, some embodiments through the 
Internet provide to each prospective lottery player a code and 
a telephone number of the computer system. These embodi 
ments ask the player or the player's computer to call the 
number and Supply the code within a pre-specified time inter 
val. The player or the player's computer can Supply the code 
by Verbally stating or dialing the code, or using another 
mechanism to convey the code, once the telephone session 
has been successfully established. In these embodiments, the 
player or the player's computer cannot provide the pass code 
when the telephone number is dialed from outside of the state, 
which offers the lottery that the player wants to purchase. For 
instance, in Some embodiments, the computer system or the 
telephone company rejects calls to the Supplied telephone 
number from outside of the state. 
0241 FIG. 30 illustrates an architecture diagram for a 
computer system 3000 used to sell state lottery in such a 
fashion. The architecture of computer system 3000 is identi 
cal to the computer system architecture presented in FIG. 6, 
with the exception that computer system 3000 also includes a 
location verification server (“LVS)3030 and a phone-based 
system 3025. 
0242. As shown in FIG. 30, the LVS 3030 connects to the 
reverse proxy server, so that it can receive through the proxy 
server the pass code mentioned above. This server 3030 also 
communicatively couples to the phone-based system 3025. 
This system 3025 communicatively connects the server 3030 
to the users who call the server by using the supplied tele 
phone numbers. In some embodiments, the phone-based sys 
tem 3025 is a modem pool. However, other phone-based 
systems can also be used to communicate with members or 
their computers. 
0243 In some embodiments, a member calls the system 
3025 through a phone 3020. Some embodiments also allow a 
member to instruct his or her computer to dial the telephone 
number supplied by the server. In addition, in some embodi 
ments, the member's computer automatically dials the Sup 
plied telephone number. Furthermore, once a telephone ses 
sion has been established, the member provides the pass code. 
The member's computer can also provide the pass code auto 
matically or upon the instruction of the member. In addition, 
the member can use any number of computing devices (e.g., 
desktop or laptop computer 605. Internet appliance 610, 
mobile phone 615, pager 620, and PDA 625) to purchase 
lottery from the computer system 3000. 
0244 FIG.31 illustrates a process 3100 that the computer 
system 3000 performs to allow a member to purchase a state's 
lottery through the Internet. In some embodiments of the 
invention, this process is performed by a lottery application 
that runs on one of the application servers. This lottery appli 
cation is one of the gaming applications 915 illustrated in 
FIG. 9. 

0245. The process starts (at 3105) when the member tries 
to purchase lottery from the member's state through the com 
puter system. The process then retrieves (at 3110) the mem 
ber's data (Such as age and residence) from the member 
tables. Based on this retrieved data, the process then deter 
mines (at 3115) whether the member is eligible to purchase 
the requested State lottery. 
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0246. Some embodiments prevent members from pur 
chasing lottery if they have not verified the data that they 
previously provided to the system to register as members. For 
instance, some embodiments require the members to have 
verified their information by submitting written documenta 
tion about themselves (e.g., about their age and residence). As 
described above, the system requires members to Submit Such 
written documentation after winning a game show. Alterna 
tive embodiments might verify member data by accessing 
governmentagency databases (e.g., the motor vehicle bureau) 
and checking the member data against the information in 
these databases. Yet other embodiments might populate the 
member data only through government agency databases. 
Still other embodiments might employ more lax measures to 
confirm the member data. 

0247. If the process reviews the member data (such as age 
and residence data) and determines that the member is not 
eligible, the process so notifies the member and terminates. 
Otherwise, the process allows (at 3115) the member to access 
his state lottery game, which in some embodiments is hosted 
by the computer system 3000. The member then purchases (at 
3120) tickets for a particular lottery game offered by the 
member's state. Next, the process determines (at 3125) 
whether the member has finished purchasing lottery tickets. If 
not, the process transitions to 3115 to allow the member to 
access again the state lottery game. Otherwise, the process 
determines (at 3130) whether the member passes the physical 
location verification. 

0248. The process 3100 performs the physical-location 
verification (at 3130) to ensure that the member who is pur 
chasing a state's lottery through the Internet is physically 
located in that state during the lottery purchase transaction. 
The verification process is further explained below by refer 
ence to FIG. 32. 

0249. If the process 3100 determines (at 3130) that the 
member is not currently located in the state, the process ends. 
Otherwise, the process connects (at 3135) to the state's lottery 
system. Next, the lottery application asks (at 3140) the state 
lottery system to generate the tickets requested by the mem 
ber. At 3145, the process then determines whether the 
requested lottery game show is lotto. If so, the process pre 
sents (at 3150) the lotto's serial number to the member 
through the Internet, or sends this information via an elec 
tronic notification (such as an e-mail) to the member. Next, 
the lottery application records (at 3155) the lotto's serial 
number in its own database for 180 days in order to notify 
winners, and then transitions to 3160. 
0250 If the requested lottery game show is not lotto, the 
process allows the member to play (at 3165) the non-lotto 
game show. The process then determines (at 3170) whether 
the member won the game show. If so, the process follows (at 
3175) the state's rules for paying winners, and then transitions 
to 3160. If the member lost, the process transitions to 3160. 
0251. At 3160, the process determines whether the mem 
ber wishes to play additional lottery games. If so, the process 
transitions to 3115 to let the member access the state lottery 
game shows. Otherwise, the process terminates. 
0252 FIG. 32 illustrates a process 3200 that ensures that 
the player who is purchasing a state's lottery through the 
Internet is physically located in that state during the lottery 
purchase transaction. This process initially generates (at 
3205) a unique pass code for the member. In some embodi 
ments, this pass code is generated randomly. 
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0253) Next, the process provides (at 3210) this pass code 
to the LVS 3030. The process then transmits (at 3215) this 
pass code and a telephone number through the Internet to the 
player's computer. It also specifies that the player or the 
player's computer should dial the telephone number and Sup 
ply the pass code within a predetermined amount of time. 
0254 The computer system 3000 or the telephone com 
pany rejects calls to the telephone number (supplied at 3215) 
from outside of the state, which offers the lottery that the 
player wants to purchase. Different embodiments of the 
invention use different techniques to identify and reject out 
of-state calls. For instance, some embodiments use the caller 
ID functionality. In some of these embodiments, the LVS 
stores all the valid area codes for each state. The LVS then 
identifies the caller's telephone number through the caller ID 
functionality, and then compares the caller's telephone num 
ber with the stored codes to determine the location of the 
dialer. Forlottery players who block their caller ID, the pro 
cess 3200 informs the players to disable their caller ID block 
by pressing a particular code, so that the LVS 3030 can 
identify their telephone numbers. 
0255. Different embodiments respond differently to out 
of-state calls identified through the caller ID functionality. 
Some embodiments ignore (i.e., do not answer) or disconnect 
out-of-state calls. Other embodiments answer the call, but 
notify the caller that the system cannot accept the pass code 
from a caller outside of the state. Some embodiments provide 
this notice after answering the call, while others provide this 
notice after the player or the player's computer provides the 
pass code. 
0256. Other embodiments of the invention do not use the 
caller ID functionality to identify and reject out-of-state calls. 
For instance, some embodiments Supply different numbers 
(e.g., different 800 or 900 numbers) to the members of dif 
ferent states. In some of these embodiments, the telephone 
company then rejects calls into a state's number from tele 
phone numbers outside of the state (e.g., the telephone com 
pany generate a busy signal or plays a recorded notice when 
a supplied telephone number for a state is dialed from outside 
of the state). In other embodiments, the telephone does not 
block out-of-state calls, but instead simply notifies the com 
puter system 3000 that the call is being made from outside of 
the state; the system then decides whether it should ignore or 
disconnect the call, or whether it should answer the call and 
then notify the caller that the pass code cannot be submitted or 
accepted since the caller is outside of the state. 
(0257. After providing (at 3215) the phone number and 
code, the process determines (at 3220) whether the LVS 
received the code within the pre-specified time interval. If so, 
the process indicates (at 3225) that the member passed the 
physical location verification. Otherwise, the process indi 
cates (at 3230) that the member failed the physical location 
Verification. In some embodiments of the invention, the pass 
code expires (i.e., becomes invalid) after the expiration of the 
pre-specified time interval. In other words, after the pre 
specified time interval, the system permanently rejects the 
pass code or rejects it for a predetermined duration of time. 
0258. One of ordinary skill will understand that the pro 
cess 3200 can be used in conjunction with many other Internet 
based application that need to verify their users’ locations 
during their sessions. One of ordinary skill will also under 
stand that other processes can be used to verify (at 3130) the 
member's location within the state. For instance, currently 
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developing IP-verification processes can be used to verify the 
location of a member who contacts the computer system 
through the Internet. 
0259 While the invention has been described with refer 
ence to numerous specific details, one of ordinary skill in the 
art will recognize that the invention can be embodied in other 
specific forms without departing from the spirit of the inven 
tion. Thus, one of ordinary skill in the art would understand 
that the invention is not to be limited by the foregoing illus 
trative details, but rather is to be defined by the appended 
claims. 

1-82. (canceled) 
83. A method of selling lottery for a state through a com 

puter network, the method comprising: 
a) through the computer network, receiving a request from 

a computer to purchase the State's lottery ticket; 
b) determining whether the computer passes a physical 

location criteria; and 
c) allowing the computer to purchase the State's lottery 

tickets if the computer passes the physical location cri 
teria. 

84. The method of claim 83 wherein determining whether 
the computer passes the physical location criteria comprises: 

a) through the computer network, transmitting to the com 
puter a pass code and a telephone number for dialing to 
establish a telephone session to provide the pass code; 

b) rejecting calls to the telephone number from outside of 
the state; and 

c) determining whether the pass code is provided within a 
predetermined amount of time after the transmission of 
the pass code. 

85. The method of claim 84 wherein the computer dials the 
transmitted telephone number. 

86. The method of claim 85 wherein the computer auto 
matically dials the telephone number. 
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87. The method of claim 86 wherein the computer auto 
matically provides the pass code when a successful telephone 
session is established. 

88. The method of claim 85 wherein an individual using the 
computer provides the pass code when a Successful telephone 
session is established. 

89. The method of claim 85 wherein an individual using the 
computer instructs the computer to dial the Supplied tele 
phone number. 

90. The method of claim 89 wherein the computer auto 
matically provides the pass code when a successful telephone 
session is established. 

91. The method of claim 89 wherein the individual pro 
vides the pass code when a Successful telephone session is 
established. 

92. The method of claim 84 wherein an individual using the 
computer dials the Supplied telephone number and provides 
the pass code when a Successful telephone session is estab 
lished. 

93. (canceled) 
94. The method of claim 93, wherein for cases where a 

telephone line of the dialer of the telephone number has 
caller-identification block, the method further comprising 
requesting the dialerto disable the caller identification block. 

95. (canceled) 
96. (canceled) 
97. The method of claim 84 further comprising rejecting 

the pass code when the pass code is not provided within the 
predetermined amount of time. 

98. The method of claim 97 wherein the method rejects the 
pass code permanently. 

99. The method of claim 97 wherein the method rejects the 
pass code for a pre-specified duration of time. 

100-124. (canceled) 
c c c c c 


