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<?xml version="1.0" encoding="UTF-8" 2x 
500 - <CampaignListing xmlns: xsi="http://www.w3.org/2001/XMLSchema-instance" 

xsi;noNamespaceSchemaLocation="Campaign Listing.xsd"> 
510 - <Campaign> 

<ID>2147483.647&/ID> 
520 - <AdListing interval-"30"> 

- CAd) 
<ID>2147483.647&/ID> 
<Type2image KAType) 
kWidthl2OOk/Width 
<Height:2200</Heights 
<Medias/advertising/media/21474-83647.jpg</Media> 

KAAde 
525 - <Ad> 

CID).2147483.648</ID> 
KType2 video &/Typex 
<Width:200</Width 
<Heightx200</Heights 
<Medias/advertising/media/2147483.648.jpg</Media2. 

</Ad) 
- KAdd 

<ID>21474-83648</ID) 
<Type-image C/Type 
<Width:200</Width: 
<Heightx200</Heights 
<Media>Penzoil engine go. Go with the best &/Media: 

</Add 
</AdListing> 

530 - <Location> 
<ID>21474-83647.</ID> 
<Name>Engine Oil Pitstop</Name> 

</Location> 
</Campaign> 

</Campaign Listing> 
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AdMertisements 
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Type your email address below: 
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ONLINE GAME ADVERTISING SYSTEM 

BACKGROUND OF THE INVENTION 

0001) 1. Field of Invention 
0002 The present invention relates to an online game 
advertising system, which in one embodiment serves as an 
architecture for enabling the definition, sales, distribution, 
and management of interactive advertisements, sponsor 
ships, and placements that appear within an online video 
game as part of the game experience or during idle load, 
wait, and pause screens. 
0003 2. Discussion of Background 
0004 The primary business model of traditional offline 
Video games is that game publishers generate revenues 
through the unit sales of games on the wholesale market. 
With the advent of pervasive Internet and broadband con 
nectivity, video game publishers are adding online capabili 
ties to their games in order to attract more game players and 
to explore new revenue models. 
0005 Existing online games allow players to play against 
other live players. Some of these games display banner 
advertisements that border the main viewable area of the 
screen in which the game is played. Game players often find 
these advertisements intrusive and annoying as they distract 
from the main focus of playing the game. 
0006 Video game play is an immersing experience in 
which game players interact with the characters, scenery, 
and challenges of the game itself and with other live persons 
who are also playing the game. Like television and movies, 
playing Video games is a highly engaging experience that 
often requires the attention of its participants. 

SUMMARY OF THE INVENTION 

0007. The present inventor has realized that advertising 
that occurs within a video game is less annoying to users if 
it occurs transparently without distracting the attention of 
the game player from the game itself. This transparency can 
be achieved by placing advertisements within an online 
Video game as part of the game experience or during idle 
load, wait, and pause screens. 
0008. The present inventor has also realized the need to 
provide dynamic updates and real time management of 
various parts of programs in general and gaming systems in 
particular. In one embodiment, the present invention pro 
Vides a game, comprising, a game playing program wherein 
at least one part of the game playing program is configured 
to be populated with an add-on component. The invention 
may also be practiced as a system, comprising, a game 
playing program wherein at least one part of the game 
playing program is configured to be populated with an 
add-on component, a remote server configured to store and 
serve at least one add-on component compatible with the 
game playing program, and an interface coupled to the game 
playing program, the interface configured to interact with 
the remote server and facilitate importation of an add-on 
component from the remote server into said at least one part 
of the game playing program. 

0009. In another embodiment, the invention is a server 
configured to manage an area within a program hosted on a 
user computer, wherein the server is remotely located from 
the user computer. 
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0010. The invention may also be practiced as one or more 
methods, for example, a method of on-line advertising, 
comprising the steps of registering a user of a gaming 
system, uploading an advertisement to a game program of 
the registered user, wherein the game program is configured 
to accept and install the advertisement as an add-on game 
component, and managing activities of the user during 
interactions of the user with the uploaded add-on compo 
nent. As another example, the invention is a method of 
producing advertisements for games, comprising the steps 
of preparing an executable program component capable of 
being imported into a game program and configured to 
interact with a game being played by a user of the game 
program. 

0011. In yet other embodiments, the invention is a com 
ponent comprising, a Software module configured to be 
imported into a commercially available gaming program, 
wherein said software module is configured to implement an 
additional feature of the gaming program, the additional 
feature comprising at least one of an advertisement spon 
sorship, placement, coupon, gift certificate, announcement, 
text, graphics, video, and objects used by the game program. 
0012. These and other embodiments and features of the 
invention may be conveniently implemented in program 
ming on a general purpose computer, or networked com 
puters, and the results may be displayed on an output device 
connected to any of the general purpose, networked com 
puters, or transmitted to a remote device for output or 
display. In addition, any components of the present inven 
tion represented in a computer program, data sequences, 
and/or control signals may be embodied as an electronic 
signal broadcast (or transmitted) at any frequency in any 
medium including, but not limited to, wireless broadcasts, 
and transmissions over copper wire(s), fiber optic cable(s), 
and co-ax cable(s), etc. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0013 A more complete appreciation of the invention and 
many of the attendant advantages thereof will be readily 
obtained as the same becomes better understood by refer 
ence to the following detailed description when considered 
in connection with the accompanying drawings, wherein: 
0014 FIG. 1 is a block diagram of a gaming system 
according to an embodiment of the present invention; 
0015 FIG. 2 is a screenshot of a program play space 
output according to an embodiment of the present invention; 
0016 FIG. 3 is a flowchart example of how game loca 
tions are defined and registered according to an embodiment 
of the present invention; 
0017 FIG. 4 is a flowchart example of how advertise 
ment assets, campaigns, and display rules are defined 
according to an embodiment of the present invention; 
0018 FIG. 5 is a flowchart example of how advertise 
ments are viewed by a game player within a game according 
to an embodiment of the present invention; 
0019 FIG. 6 is a block diagram example of the online 
advertising system according to an embodiment of the 
present invention; 
0020 FIG. 7 is a printout example of XML code of a 
campaign advertisement listing according to an embodiment 
of the present invention; 
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0021 FIG. 8 is a schematic example of an ad campaign 
data structure according to an embodiment of the present 
invention; 
0022 FIG. 9 is a screenshot example of using the Game 
Manager Management Console to register game locations 
according to an embodiment of the present invention; 
0023 FIG. 10 is a screenshot example of how a game 
player is defined using the Game Manager Management 
Console according to an embodiment of the present inven 
tion; 
0024 FIG. 11 is a screenshot example of how an adver 
tisement is defined using the Advertising Manager Manage 
ment Console according to an embodiment of the present 
invention; 
0.025 FIG. 12 is a screenshot example of how an adver 
tisement campaign is defined using the Advertising Manager 
Management Console according to an embodiment of the 
present invention; 
0026 FIG. 13 is a screenshot example of how display 
rules for an advertisement campaign are defined using the 
Advertising Manager Management Console according to an 
embodiment of the present invention: 
0027 FIG. 14 is a screenshot example of how an adver 
tisement from a load Screen within a game is viewed 
according to an embodiment of the present invention; 
0028 FIG. 15 is a screenshot example of how an adver 
tisement from a pause screen within a game is viewed 
according to an embodiment of the present invention; 
0029 FIG. 16 is a screenshot example of how a game 
player may request to be sent additional information regard 
ing the ad through email according to an embodiment of the 
present invention; 
0030 FIG. 17 is a screenshot example of how an adver 
tisement placement within a game is viewed according to an 
embodiment of the present invention: 
0031 FIG. 18 is a screenshot example of how a game 
player is prompted with a login screen when attempting to 
view a secured or personal area Such as requesting product 
information or gift certificates that are mailed to the game 
player's home address; 
0032 FIG. 19 is a screenshot example of how a game 
player may define a user account for him/herself through the 
use of the game according to one embodiment of the present 
invention; and 

0033 FIG. 20 is a screenshot example of how a game 
player may define a credit card that is tied to one's user 
account for purchases made within the game according to 
one embodiment of the present invention. 
0034 FIG. 21 is a relational database schema for meta 
data storage according to an embodiment of the present 
invention; 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

0035) Referring now to the drawings, wherein like ref 
erence numerals designate identical or corresponding parts, 
and more particularly to FIG. 1 thereof, there is illustrated 
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a drawing of a gaming system according to an embodiment 
of the present invention. A remote server stores an add-on 
component 115A that is configured to be uploaded and 
installed in a program 185 on a user computer 180. The 
program 185 includes an Application Programming Inter 
face (API) 190 that allows the program 185 to communicate 
with the remote server 110 through a standard network or 
Internet connection hosted on the user computer 180. The 
add-on component 115A (initially stored in database 130 or 
other storage device) is, for example, served to the user 
computer 180 by the remote server 110 via an Internet 
connection, and installed in the program 185 via the API. As 
shown in FIG. 1, add-on component 115A has been served 
to user computer 180, installed by API 190, and is shown 
residing within program 185 as add-on component 115B. 
0036) The add-on component is, for example, an execut 
able program component, interpretable source code, or other 
Software module, that, when executing within the program 
185, implements a feature or otherwise adds value to the 
program 185. The program 185 may be any type of computer 
program, including any of games, business programs, enter 
tainment programs, etc. 
0037. A publisher of program 185 releases program 185 
with facilities or other hooks (e.g., programming techniques, 
API, interface, etc.) in the program 185 that are needed to 
accept additional new components (e.g., game pieces, area 
updates, etc.). The API 190 accepts incoming new compo 
nents from an Internet or other connection and provides the 
incoming component to the program in a manner needed by 
the program to accept additional programming. For 
example, the API saves a new component in an appropriate 
directory that is accessible to the program, or invokes a 
specific routine provided by the program to install the 
component. 

0038 We now turn to a specific example in which the 
program 185 is a game playing program of the type in which 
users select characters or other icons and then control 
movement of the selected character or icon via joystick or 
other input devices attached to the user computer 180. An 
example output play space 200 of an example game playing 
program as shown in FIG. 2. The game includes characters 
205 and 210 that represent users of the game. In one 
embodiment, the game is an on-line game, and, for example, 
character 210 represents a remote on-line user and character 
205 represents a local user of user computer 180. 
0039. In this example, the add-on component is config 
ured to provide a billboard, and the add-on component 
includes all the data and programming to place “Freeway 
Billboard'220 in the game as a managed area. The program 
185 has been programmed to have facilities to allow updates 
to a portion of the game playing space, and upon installation 
of the add-on component 115B, the “Freeway Billboard” 
appears in the game playing space. As illustrated in this 
example, a part of the program 185 is updated with add-on 
component 115B (e.g., updates programming of the game), 
and the programs output, or play space, is also updated with 
an additional feature (e.g., “Freeway Billboard'220) pro 
vided by the add-on component. 
0040. In one embodiment, “Freeway Billboard'220 is a 
virtual advertisement display that cycles through various 
video and animated advertisements (FIG. 2, Advertisement 
225). The advertisements may be selected by local and/or 



US 2006/011 1979 A1 

remote users based on interaction of their respective char 
acters with the virtual billboard. When selecting the bill 
board, the interacting user may further have the option to 
enter his/her own email or home address to request addi 
tional information regarding the product being advertised. 
Moreover, the user may have the option to immediately 
purchase the product being advertised. Payment is made, for 
example, via real cash or credit monetary transactions or via 
points, health, or other value accumulated through play of 
the game. The characters may select the virtual billboard by 
pointing or looking at the billboard or other means of 
selection provided by the add-on component and use various 
ways to select advertisements from the virtual billboard. In 
one embodiment, once selecting the virtual billboard, a 
virtual “advertainment experience is provided, where the 
game player's character enter a special game level, room, or 
area and may interact directly with animated characters, 
objects, and videos that represent the various products being 
advertised. In another embodiment, a traditional video 
based, TV-like advertisement is provided and in another 
embodiment a traditional image-based, web-like advertise 
ment is provided. In one embodiment, game play is sus 
pended during “viewing the advertisement.” In other 
embodiments, game play continues while the characters 
view the advertisement—thus, while viewing the billboard 
or walking through the virtual 'advertainment” area, a 
player in a shoot-em-up style game may be in peril of getting 
shot. In one embodiment, a motif of the add-on component 
115B is programmed to match a motif of the program being 
updated (e.g., in an old west style game, the billboard 
appears as a large ranch sign—an O.K. Corral style sign, or, 
in technology related games, the billboard appears in a 
futuristic motif). 
0041. In one embodiment, a virtual billboard within a 
specific game playing program will advertise equipment, 
ammo, characters, etc that are compatible with the game 
playing program. Thus, upon selection of the billboard 
advertisement, the game character will enter a virtual store, 
and will be able to “purchase' his own game equipment, 
Such as a particular model of a gun (pistol, rifle, machine 
gun, etc.), and character 210 may, for example, if the virtual 
store allows trading, trade up from a handgun to a more 
Sophisticated weapon. 

0042. In another embodiment, a virtual billboard within a 
specific game playing program will advertise real world 
products such as clothing, sports gear, movie tickets, food 
products, etc. Upon selection of the billboard advertisement, 
the game character will enter a virtual store in which he/she 
may purchase the advertised product or enter contact infor 
mation to be sent additional information regarding the 
advertised product. 
0.043 Game advertisements are generally produced by 
the game publishers or advertisers to which the game 
publisher has sold the ad locations and opportunities. The 
publishers or advertisers may require game players to match 
a preferred profile or to fulfill certain game requirements 
before game players may view specific advertisements or 
promotions. For example, a player must have accumulated a 
certain amount of points or playing time before being 
allowed to view an advertisement for a more sophisticated 
weapon to be used within the game or a player must 21 years 
or older to be allowed to view the advertisement that 
contains a free coupon for a six pack of beer. Such require 
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ments are enforced via encrypted keys or other secure 
methods to check a users qualification before displaying of 
certain advertisements. Such checks may be made, for 
example, by the remote server 110, or the program 185, and 
the necessary qualifications are, for example, stored in 
metadata in the database and are retrievable by either the 
remote server or program. Other advertisements are avail 
able to all players willing to view them. Some advertised 
products are available for “purchase' using points, but 
others require the use of real currency. 
0044 Advertisements displayed within the virtual bill 
board are viewed according to rules established by either the 
advertisers or game publishers. The rules are accessible and 
enforced by either the remote server or the program 185. 
Example rules include, for example, that advertisements 
may only be viewed during specified time intervals, accord 
ing to fluctuating Supply levels, or determined by a sequence 
of actions taken by the game character in relationship to the 
advertisement. For example, a beer ad may be specified to 
viewed in the evening, whereas a coffee ad is displayed in 
the morning and an ad displaying a coupon for a free movie 
ticket may be displayed only to the first 1000 game players 
who select the advertisement. In another example, an adver 
tisement containing a coupon for a free movie ticket is only 
displayed if a game player directs his character to jump three 
times around the circumference of the billboard displaying 
the ad or throws a tomato at the center of the billboard. 

0045. In one embodiment, an on-line connection between 
the add-on component and the remote server provides up to 
date information on the display schedule and stock avail 
ability of specified advertisements. The remote server 110 
includes a manager program 120 that is configured to 
manage advertisement display schedules and rules presented 
in the virtual billboard. The manager program 120 includes 
all the necessary programming to enforce game publisher 
rules about the display and selection of advertisements 
within the game (e.g., evaluation and/or production of keys 
needed to insure proper distribution of the advertisements), 
and maintains all necessary hierarchies or other organization 
needed to present the advertisements available for viewing 
in an efficient manner. Messages, such as management 
message (M) are sent form the manager, over a network 
(e.g., Internet), to the user computer, through the API 190, 
to the add-on component 115B with the latest information 
needed to properly implement the feature of the add-on 
component (e.g., latest advertisements, product promotions, 
display schedules and criteria). Relevant information about 
advertisement selection or purchases or other aspects related 
to activities of the virtual billboard (or other feature) are sent 
back, as needed, to the manager via response (R) messages. 
In another example, the add-on component is a can, and the 
can appears in the video game as a soda can if the registered 
player is under age, and as a beer can if the user is not under 
age. The age requirement being a rule, the can being an 
add-on component inserted into the game, and the can label 
(beer/soda, etc) being advertising content specified by 
advertisers to the remote server and then controlled by the 
remote server, via management messages, as to when it is 
allowed to appear as a beer, Soda, or other product. 
0046) The manager 120 is also configured to coordinate 
purchases via credit card, bank accounts, or other currency 
Sources by sending billing information to any available 3rd 
party credit or bill paying service (e.g., VISA, PayPal, etc.). 
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Moreover, the manager 120 is also configured to coordinate 
responses back to the user computer add-on component to 
coordinate interaction with a multimedia server that cor 
rectly samples, filters, resizes, and returns multimedia assets 
Such as video, images, and audio files that represent the 
advertisements being displayed to the user. For example, a 
Soda can object may be resized from a game object handled 
by a user in the foreground or in the background (perspective 
resizing) of the video game play space or resized for use in 
a billboard. 

0047 Although only one add-on component is shown in 
FIG. 1, the program 185 may be configured to accept 
multiple add-on components, and remote server 110 is 
preferably configured to serve many different types of 
add-on components. In addition, add-on component 115A/B 
is not limited to implementing a single feature in the 
program 185, and may also be programmed to implement 
multiple features. A “Scavenger Hunt' area 230 is also 
shown in the example game playing space of FIG. 2. Like 
the “Freeway Billboard', the Scavenger Hunt area is avail 
able for selection and in game characters may be directed to 
navigate around and through the area to collect, for example, 
coins, money, or treasure that represent gift certificates, any 
one or more of which are add-on components, that are again, 
for example, redeemable for real life products such as 
electronics, clothing, or movie tickets. The present invention 
does not place constraints on how the add-on component is 
implemented in the game. In some embodiments though, the 
present invention evaluates metadata and requires certain 
rules be fulfilled before download of the add-on component 
to the user computer or enablement of one or more features 
of the add-on component (e.g., download or enablement via 
a message M). The message M may contain any of an add 
on component, instructions to enable features, requests of 
the user computer, or other messages (e.g., data, status, etc.). 
Information needed from the user's computer to make 
decisions as to downloading of components or enablement 
of features is retrieved, for example, via a message (R) sent 
from the user's computer to the remote computer (e.g., 
automatically sent to the remote server on a schedule or as 
the result of an event, or sent in response to an inquiry 
message (M) from the remote computer). 

0.048. In some embodiments, the update area (e.g., Free 
way Billboard area 220) is required to have a similar motif 
as the program, or at least be related to the program (e.g., 
advertise characters or equipment, etc. that is usable with or 
at least related to the game). However, in other embodi 
ments, the updated area may not be related at all to the game 
being played. For example, instead of selling game equip 
ment, freeway billboard area 220 might be an advertisement 
for an actual auto dealership selling full sized automobiles. 
The Freeway Billboard then, for example, once selected 
links to an on-line store for Ford, Chevy, or Ferrari auto 
mobiles. In one embodiment, special gaming style program 
ming is utilized to implement the car sales area. In another 
embodiment, the car sales area is a link that brings up a 
traditional browser into the game program that the user can 
view a car sales web site (the traditional browser may have 
a skin or other motif similar to a motif of the game program; 
motif of the online stores or other areas/locations within the 
game play space may also be similarly updated using skins 
developed for add-on components). 
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0049. In addition, in one embodiment of the invention, 
advertisement Screens may be displayed during idle load 
time that typically occurs when the game is loading into 
memory. Load screens typically include application code 
and graphics representing a game play space that may 
represent, for example, a scene Such as that depicted in FIG. 
2. The same space and resources are converted to advertis 
ing. An example advertisement screen 1400 is illustrated in 
FIG. 14. The advertising to be presented is provided from an 
add-on component, or a message to an existing component 
in the user's game program. In another embodiment, adver 
tisements may be shown when a game player pauses game 
play by selecting a pause option provided by the game (e.g., 
see pause screen 1500, FIG. 15). When viewing advertise 
ments presented in a load or pause screen, the game player 
may interact with the advertisement directly and may choose 
to resume the game after the game space or sequence has 
completed loading or upon selecting to unpause the game. 
0050 Although additional aspects and features of the 
invention are discussed herein below, in several broad 
embodiments, the present invention includes: an add-on 
component served from a remote server that is installed (or 
imported) into a program of a user computer; an add-on 
component that implements one or more new features to a 
program; a remote server that manages a part of a program 
remotely (e.g., notifying a virtual billboard in a program 
about advertisement availability and/or instructing the bill 
board to display a specific advertisement), in which the part 
may be either an add-on component or a permanent part of 
the program. Management by the remote server may also be 
configured to insure integrity of the display and use of the 
add-on components via the use of keys and other privacy 
facilities that make those components, or aspects of the 
components, inoperable unless certain conditions are met. 
For example, in one embodiment advertisers that upload 
content to the remote server are also required to enter a key 
(e.g., an encrypted key) that indicates to the remote server a 
length of time that the content is valid and a frequency of use 
of the content. Keys may be provided to extend the life of 
the content or change the frequency of use (e.g., license is 
fully paid). 

0051. Thus, in one embodiment, the invention is a game, 
comprising, a game playing program wherein at least one 
part of the game playing program is configured to be 
populated with an add-on component, and the add-on com 
ponent is populated from a remote source. The add-on 
component may be an advertisement, a object used in the 
game, or a display area in which to show advertisements. 
0052. In one embodiment, the game playing program 
includes a character that represents a player utilizing the 
game playing program, the add-on component comprises a 
gaming style program that implements an advertisement 
billboard paradigm, the game playing program is configured 
to allow the player to direct the player's representative 
character to select the advertisement billboard, and the 
add-on component is configured to allow the character to 
select and purchase items advertised within the billboard. In 
another embodiment, the add-on component comprises a 
gaming style program that implements scavenger hunt col 
lection paradigm, in which the game playing program is 
configured to allow the player to direct the player's repre 
sentative character to treasures such as coins, money, jewels, 
power-ups, etc., that represent certificates that may be 
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redeemed for advertised products or services. However, it 
should be understood that any number of gaming paradigms 
may be implemented using the processes and techniques of 
the present invention and those examples provided herein do 
not limit the type or scope of possible implementations. In 
fact, the present invention is not limited to gaming programs 
and may be applied to any type of computer product. 

0053. The present invention is also a system, comprising, 
for example, a game playing program wherein at least one 
part of the game playing program (e.g., 185) is configured to 
be populated with an add-on component, a remote server 
(e.g., 110) configured to store and serve at least one add-on 
component (e.g., 115A) compatible with the game playing 
program, and an interface (e.g., 190) coupled to the game 
playing program, the interface being configured to interact 
with the remote server and facilitate importation of an 
add-on component from the remote server into said at least 
one part of the game playing program. The importation of 
the add-on component (e.g., 115B) may be a dynamic update 
(e.g., during game play) of contents of at least one of an area 
and location (e.g., 220) within the game playing program. 
The add-on component may be, for example, an advertise 
ment (e.g., any of an ad sponsorship, product placement, gift 
certificate, video, text, graphic, game object, or other com 
ponent) utilized by the game playing program. In another 
example, the add-on component may define a virtual bill 
board (e.g., Freeway Billboard 220) configured to at least 
one of display, distribute, advertise, or promote products and 
services and link to an online auction or store that is 
accessible as part of the game playing program and at which 
game players may purchase the advertised products or 
services. 

0054. In one embodiment, the remote server is further 
configured to register users of the system, transmit binary 
application code of the add-on component, and generate and 
transmit a license key that controls use of the add-on 
component. For example, in one embodiment, the license 
key is produced by a license key program co-located in the 
remote-server. The license key is provided based on content 
and payments (S or other remuneration) provided by an 
advertiser and/or game publisher. The license key is trans 
mitted in a message M to the user computer (e.g., to program 
115B via API 190) where it enables previously transmitted 
add-on components and/or content. 

0.055 The server includes facilities to manage an area 
within a program hosted on a user computer, wherein the 
server is remotely located from the user computer. In one 
embodiment, the server is further configured to define adver 
tisement campaigns such that any of the virtual billboards 
within a game may be dynamically updated within the 
program according to specified display rules (The display 
rules may, for example be transmitted in a message M to the 
program 115B for implementation. In other embodiments, 
the display rules are implemented by the remote server via 
commands sent in messages (m) to the program 115B). 

0056. The server may also be further configured to facili 
tate fulfillment of purchase transactions incurred by a game 
player in a virtual store that is linked to from a managed 
area, and bill the game player's purchases via interaction 
with a third party billing system to charge the game player 
and credit a selling party, and, for example, persist a billing 
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record of fulfilled purchase transactions by saving relevant 
purchase information into a centralized storage device (e.g., 
to database 130). 
0057 The server may also be configured to facilitate the 
dynamic resizing, sampling, or editing or a multimedia 
image, audio, video, or text file that represents the add on 
component to be displayed within the managed area through 
interaction with a third party multimedia server. This encom 
passes all types of matching needed to place content pro 
vided by advertisers in spaces within the game playing 
program and/or a component installed in the game playing 
program. The spaces are, for example, Software modules, 
objects, or specifically defined areas programmed into the 
game playing program and configured to accept the content 
and use the content in the play space or virtual world of the 
game playing environment. FIG. 17 is a screen shot of an 
example play space or virtual world 1700. An advertising 
billboard 1710 is a space provided for advertising (e.g., 
advertising content 1720). 
0058. The server may also be configured to identify areas 
within the program that are capable of being dynamically 
updated from a remote source (e.g., advertising billboard 
1710, game object 212, etc.) and then dynamically update 
the content of at least one of the identified areas. The 
identified areas comprise, for example, at least one of a two 
dimensional and three dimensional space, or an object 
within an output of the game program. 
0059 On-line advertising includes a method, comprising 
the steps of uploading an add-on component to a game 
program of the registered user, wherein the game program is 
configured to accept and install the add-on component, and 
managing activities of the user during interactions of the 
user with the uploaded add-on component. Preferably, the 
users are required to login to the system as shown in FIG. 
18 and are registered with the system which includes, for 
example, ID information, and credit card or other informa 
tion used to bill the user for services and/or products offered 
by any one or more features provided by the present inven 
tion. The game user's account is created and/or updated 
using, for example, a registration window Such as that 
shown in FIGS. 19 and 20. Managing activities includes, 
for example, managing advertisements and their respective 
multimedia assets (content), managing various locations 
within a game in which advertisements may display, and 
managing a hierarchical organization and grouping of 
related advertisements within an ad campaign. A campaign 
in one embodiment is a grouping of related advertisements 
that are scheduled or configured to display in a common 
location during a common time period according to a set of 
defined guidelines as set forth in the Succeeding paragraphs. 
The present invention provides a unique method for group 
ing advertisements into campaigns such as, in one embodi 
ment, is shown in FIG. 12. 
0060 Managing also includes the steps of defining a set 
of guidelines (or rules) governing a advertisements display, 
distribution, or behavior within a advertisement location 
(e.g., billboard space), and enforcing the guidelines through 
management activities that, for example, include use of any 
metadata, binary files, and/or license keys of the add-on 
component according to the set of guidelines governing the 
uploaded component (e.g., as provided by game publishers). 
0061 The invention also includes a method of producing 
add-on components for games, comprising, preparing an 
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executable program component capable of being imported 
into a game program and configured to interact with a game 
being played by a user of the game program. The executable 
program component may be programmed or otherwise con 
figured to implement a virtual billboard or Scavenger hunt 
area in which game players may participate. Participating 
may include, for example, selecting or collecting items 
being advertised, and request more information regarding 
the advertised items, purchase the advertised items, or 
redeem the collected advertised items for gift certificates, 
products, or services. 
0062) An API (e.g., 190) is utilized that allows the 
program (e.g., a game) to dynamically update the contents of 
an area/location within the program from a remote source. 
This is particularly applicable to “advertising intended to 
take place, for example, in a game, such that the “area/ 
location' being updated is a virtual “billboard' and the 
“contents' are real world products such as clothing, food, 
services, etc that are for sale. “Freeway Billboard'200, 
discussed previously, is one example. The contents of the 
billboard 200 may change on a predetermined schedule 
(e.g., every 30 seconds), or based upon gaming actions (e.g., 
billboard changes after a certain weapon is fired). Another 
example is such that the “area/location' being updated is a 
pause Screen and the “content being advertised are movie 
tickets. For example, when a game player discovers the 
secret entrance of a hidden castle, the phone rings and he 
pauses the game to take the call. When the game player 
comes back to the game, a movie trailer advertising (e.g., 
displayed in interstitial advertisement area 1510) that the 
third installment of The Lord of The Rings is opening this 
Friday. After clicking on a link (which, for example, may 
also be the interstitial advertisement area 1510), to view 
local show times and purchase tickets online, the game 
player unpauses his game (resume game button 1530) to 
continue his quest to save the world. 
0063 Another example is such that the updated “area/ 
location' within the game is a "pit stop' within a racing car 
game and the “content being updated is a game object 
representing engine oil. When stopping for a pit stop, the 
game player may choose the brand of engine oil that he 
prefers to use in real life and within the game. Selecting a 
specific brand of engine oil also allows the game player to 
click on a special pop-up to be sent a coupon for S1 off the 
advertised brand of engine oil (e.g., via the user's registered 
e-mail address). Alternatively, a pop-up allows the user to 
enter his e-mail address to receive the coupon or other 
announcement. 

0064. Yet another of example is that the updated “area/ 
location' within the game is a “secret bonus level” and the 
updated “content” is coupons for advertised products. In this 
example, a game player is playing a cartoon character driven 
game with secret bonus rounds where game players must 
navigate the main character through a maze to collect 
product coupons and gift certificates of differing values and 
denominations. In order to collect the coupons, for example, 
the game player must jump on or hit barrels and blocks that 
are marked with highlighted arrows. The coupons in this 
scenario are advertisements for real products and are hidden 
within specified locations and objects within the bonus 
round environment. The coupons and gift certificates are 
preferably content downloaded to the gaming user's com 
puter and managed by the remote computer. Alternatively, 
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the content is managed by programming on the user's 
computer according to the rules provided to the user's 
computer by the remote computer. After completion of the 
bonus round, the game player may be presented with the 
option of viewing the specific discounts and gift certificates 
for real world products that he/she has collected during the 
bonus round. 

0065. The “area/location' may also be a feature that is a 
non-advertising scenario as well. For example, an “area/ 
location” may also be defined in the game as a treasure chest 
and the “contents of the treasure chest may be coins, jewels, 
weapons, potions, etc. In one embodiment, the contents are 
dynamically determined by making a request (or response to 
a remote server management message) to a remote server 
that manages and maintains the catalog of items. For 
example, when a player nears a room where a treasure chest 
is to be located, programming on the user's computer makes 
a request to the remote computer that requests a treasure 
chest and/or contents of the treasure chest. Similar requests 
may be used to request advertising content for any of the 
other embodiments discusses herein. 

0066 Furthermore the “remote server, on a Transplay 
Platform (e.g., 105), may execute code at the time of the 
request to determine what specific item should display 
within the treasure chest depending upon game rules. The 
'game rules are set up as an administrative process by the 
game developer or publisher through, for example, a web 
based management console. Examples of Such rules are 
show jewels if the main character opening the chest is a 
woman, show life potion if the main character's health is 
less than 50%, or randomly etc. Another example of this 
behavior is defining a building as a location within a game 
(e.g., an ammo shop, museum, gas station, fast food, etc.). 
different bad guys that run out of the building shooting at the 
main character as the content, and game rules Such as run out 
only if the main character has rescued the President and is 
at risk of escaping. Any game rules for any particular game 
or group of games may be utilized. 
0067. We now provide a more detailed look at the various 
features of the present invention. In one embodiment, the 
present invention describes an online game advertising 
system that provides game developers and publishers with 
the ability to define, sell, distribute, and manage advertise 
ments, sponsorships, and placements that appear within the 
game as part of the game experience or during idle load, 
wait, and pause screens. The present invention allows game 
developers to define locations within their games in which 
advertisements may appear. Through the use of a Web based 
management console, game publishers and advertisers may 
create and schedule new image, audio, text, or video based 
advertisements to display within available game locations as 
defined by the game developer. 
0068 Define advertisement locations and objects: In one 
embodiment, the present invention provides a method for 
defining advertisement locations and objects. In this context, 
the term "defining” refers to a unique method of specifying 
the areas or objects within a game in which advertisements 
may display (e.g., game publishers provide information to 
the remote server that specifies the areas and objects for a 
game or set of games that the remote server will interact 
with). 
0069. Moreover, the term “defining also refers to the 
unique method of restricting the types of advertisements that 
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may display within a given area or object within a game 
(e.g., game publishers specify content and format of content 
that is useable and/or appropriate for the specified areas and 
objects). Examples of such restrictions include but are not 
limited to the multimedia type (image, video, or audio), 
dimensions, file size, and duration of an advertisement. 
“Areas' in this context refers to any region mapped to any 
two or three-dimensional coordinate system bounded by the 
spatial dimensions of the described space. Moreover, 
“objects” in this context refers to the representation of any 
game component such as but not limited to a game character, 
weapon, device, equipment, landmark, or scenery that may 
contain areas in which advertisements may appear. This is 
achieved through the use of Game Service and Game 
Location APIs (Application Programming Interface) Such as 
those depicted in FIG. 6, Items 105 and 150 and which 
provide a programming interface to define advertisement 
locations and objects within the code of a game written for 
any proprietary gaming console or client such as, but not 
limited to, Sony PlayStation 2, Microsoft Xbox, Nintendo 
GameCube, any wireless or handheld game client, or a 
personal computer. Preferably, the APIs are standardized 
across different gaming environments, but several different 
location APIs at the remote computer could be utilized to 
accommodate different environments. 

0070 Register advertisement locations and objects: In 
one embodiment, the present invention provides a method 
for registering advertisement locations and objects with a 
game advertising server. The term “registering in this 
context means the process of specifying the advertisement 
locations and objects that have been defined within a game 
by a game developer using the method described above. In 
one embodiment, this may be achieved manually through 
the use of user interface provided by a web based manage 
ment console application (e.g., the process illustrated in 
FIG. 3, steps 1-4 performed by Advertising Manager 100 
(FIG. 6) and/or, for example, using the screens illustrated in 
FIG. 9). In another embodiment, registration may be 
achieved automatically through an asynchronous import of 
an XML document containing a listing of all of the adver 
tisement locations and objects within a game that are to be 
registered with the game advertising server. 
0.071) Define campaign and display rules and register 
advertisement assets: In one embodiment, the present inven 
tion provides a method for defining campaign and display 
rules and registering advertisement assets within an online 
game advertising server through the use of a user interface 
provided by a web based management console application 
such as the method depicted in FIG. 4, which may be 
implemented, for example, on a server (e.g., see FIG. 6. 
Item 100). For example, as shown in FIG. 4, one may use 
a web based management console to image, video, or 
multimedia assets to a remote server (e.g. FIG. 6, Item 100) 
and enter various information describing Such assets in 
association with one or more advertisements or ad cam 
paigns. Moreover, the remote server would then transfer the 
multimedia media assets to a Multimedia Server (e.g. FIG. 
6, Item 140) and store the descriptive metadata into a 
relational database (e.g. FIG. 6, Item 130). The term "cam 
paign” refers to a collection of advertisements. The term 
"advertising asset' refers to a multimedia object such as an 
image, audio, or video file that represents the content of the 
advertisement to be displayed. The term “register in this 
context refers to the unique method of specifying a set of 
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metadata associated with an advertising asset that may 
include properties such as but not limited to the assets 
name, description, media type, file size, dimensions, and 
URL or path to locate the asset. The term "display rules' 
refers to a set of guidelines governing at what time and at 
what locations within a game a campaign should be dis 
played and in what sequence the advertisements within a 
campaign should be displayed. Moreover, “display rules' 
may in one embodiment represent a set of criteria to deter 
mine what advertisements to display at specific locations 
based upon game environment variables such as but not 
limited to any of player location, player skill level, points 
that a game player has achieved through prior or current 
game play, the number of times the game player has viewed 
the advertisement, the specific theme or genre of the level of 
the game at which the ad is to display, the presence or 
existence of specific game objects, characters, weapons, 
equipment, or items, and a game players, characters, or 
object’s previous actions in relationship to the ad location or 
to other game players, characters, and/or objects within the 
proximity of the ad location. 
0072 For example, an advertising campaign may be 
uploaded by an advertiser to the remote server. The remote 
server then applies the advertising campaign to a driving 
game operating on a user's computer via API 190. In this 
example, the advertising campaign is for a new automobile. 
The advertising campaign contains several related advertis 
ing assets including, a skin for the new automobile, billboard 
advertising material, and a virtual store. The advertising 
campaign also includes the display rules for each of the 
assets. For example, a rule that the billboard advertising 
occurs first, then, the skin is applied to an opponent in the 
driving game, the opponent must have obtained a minimum 
skill level prior to having the skin applied, and, at the end of 
the driving game, after having viewed the skilled opponents 
performance driving automobile with the advertising skin, 
the virtual store provides the game user the opportunity to 
shop for the new automobile. In this example, the display 
rules include both timing data (at what time do the assets 
appear), and needed requirements before utilizing an asset 
(e.g., skill requirements before applying the skin, must be an 
opponents car). In this example, the advertising assets 
include data applied to existing parts of the game (billboard 
data applied to a billboard, an auto skin applied to an 
automobile game component), and an entire component to 
be added (virtual store). In the case of data applied to 
existing parts of the game, the remote server saves the 
advertising assets and sends them to various games hosted 
on user computers (e.g., via messages M to API 190). In the 
case of the virtual store, the virtual store is an add on 
component downloaded to the user's computer and then the 
virtual store is managed by the remote computer. The above 
provides an example of an advertising campaign, the spe 
cifics of any one campaign may vary significantly. Regard 
less of those specifics, the present invention provides a 
mechanism in which the add on components, advertising 
assets, data, rules, etc., may be registered, stored, and applied 
to games and other programs via the remote server. 
0073 Specify and transfer advertisement assets: In one 
embodiment, the present invention provides a method for 
specifying and transferring advertisement assets that have 
been registered with an online game advertising server (e.g., 
see FIG. 6, Item 120) as described in above with a multi 
media server (FIG. 6, Item 140) such as an image, audio, or 
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video server through the use of a user interface provided by 
a web based management console application (FIG. 4 and 
FIG. 6, Item 100). The terms “specifying and “transferring 
in this context means a method of identifying the advertise 
ment asset located within one system and copying or moving 
(e.g., uploading the advertisement asset onto the system of 
a multimedia server). 
0074 Persist advertising metadata: In one embodiment, 
the present invention provides a method for persisting 
advertising metadata into a centralized storage device Such 
as a relational database catalog or networked file system 
(e.g., see FIG. 6, Item 130). In this context, the term 
“metadata” refers to any describing property or feature of an 
advertisement, campaign, location, or display rule and any 
relationships between said objects. Examples of such rela 
tionships include but are not limited to: what advertisements 
belong to what campaigns, what campaigns are displayed at 
which locations during what times, at what sequence do the 
advertisements within a campaign display, and according to 
what game environment variables do advertisements display 
themselves. 

0075 FIG. 21 illustrates an example relational database 
schema 2100 in which metadata may be stored. in the 
example schema 2100, fields are maintained for linking a 
location 2110, a campaign 2130 for the advertisement, 
display rules 2150, and specific information for the adver 
tisement 2170 (e.g., size, text, etc.) 
0.076 Request advertising metadata and schedules: In 
one embodiment, the present invention provides a unique 
method for online games to request advertising metadata and 
schedules that determine what advertisements are to display 
in specified locations within the game during specified times 
and according to specific display rules previously deter 
mined by an administrative user. For example, programming 
running on the user computer (e.g., ad on component, game 
client, etc.) requests advertising from the remote server (e.g., 
at game start-up, or other strategic times during game 
operation). When requesting advertising metadata and 
schedules, game clients must pass the server information 
such as but not limited to the location identifiers that 
uniquely identify an ad within a game and any game specific 
environment variables such as object and character position 
ing and actions and game player profiles and skill set and 
experience level. This is achieved, for example, through the 
use of a Game Service and Scheduling APIs (Application 
Programming Interface) as depicted in FIG. 6, Items 150 
and 110 that provide a standard programming interface (e.g., 
standardized interface) to request the advertising metadata 
identifying advertising campaigns and their respective dis 
play rules that are to display within a specified location 
during a specified time from any proprietary gaming console 
or client such as, but not limited to, Sony PlayStation 2, 
Microsoft Xbox, Nintendo GameCube, any wireless or 
handheld game client, or a personal computer. 

0.077 Receive and post messages and advertising assets: 
In one embodiment, the present invention provides a unique 
method for receiving and posting messages and advertising 
assets. After an online game running on a game console or 
user computer (client) requests advertising metadata and 
determines an ad campaign's display rules, schedule, and 
locations, it requests the advertising assets that represent the 
advertisement. The content of the messages passed between 
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the client and game server may be in one embodiment an 
XML message containing ad campaign listing metadata. For 
example, FIG. 7 illustrates an XML format structure that 
may be utilized to send metadata and which corresponds to 
the example structure 800 for the metadata as shown in FIG. 
8. Specifically, item 500 in FIG. 7 and item 600 in FIG. 8 
represent a root level parent object CampaignIlisting that 
contains one or more Campaign objects, item 510 and 610. 
Each Campaign object has an id attribute that uniquely 
identifies the Campaign within the system and contains the 
data structure elements AdListing (520, 620) and Location 
(530, 630). An AdListing data structure contains Ad ele 
ments (525, 625) which in turn contain attributes and 
elements such as id, name, description, width, height, asset 
URL, etc. that describe an advertisement within the specified 
ad campaign. A Location object (530, 630) represents the 
location within a game at which advertisements are to 
appear and contains attributes and elements such as ID, 
name, and description. 

0078 When requesting advertising assets, the game cli 
ent may, for example, pass the advertising server informa 
tion describing the specific run time parameters that the ad 
should take. Such parameters include but are not limited to 
ad dimensions, duration of video or animation, color 
scheme, transparency, file format, and file size. This is 
achieved through Game Service and Messaging APIs such 
as those depicted in FIG. 6, Items 115 and 150 and that in 
one embodiment provide a transactional, synchronous 
model of downloading advertising assets on a demand basis. 
In another embodiment the present invention provides an 
asynchronous method of delivering advertising assets on a 
scheduled broadcast delivery mechanism in which the 
advertising server uploads advertising assets to each Sub 
scribing game console or client. When a Successful trans 
action has been fulfilled both selling and buying parties are 
notified via a message sent by invoking a standard Messag 
ing API interface provided by the game commerce server. 

0079 Request advertising asset: In one embodiment, the 
present invention provides a method for requesting an 
advertising asset from a multimedia server. In this context 
"advertising asset' is defined as a multimedia file Such as an 
image, Video, or audio file that represents one or many parts 
or the whole of an advertisement to be displayed within an 
online game. A "multimedia server” Such as that depicted in 
FIG. 6, Item 140 is any server that is responsible for the 
dynamic retrieval, resizing, sampling, composting, or gen 
eration of Such files. The requesting of Such assets may be 
achieved through the use of a Multimedia API (FIG. 6, Item 
125) that contains interfaces to make calls to a multimedia 
server to allow for the dynamic retrieval, resizing, Sampling, 
composting, or generation of images, video, or audio files. 

0080 Receive advertising asset: In one embodiment, the 
present invention provides a method for receiving an adver 
tising asset from a multimedia server. In this context 'adver 
tising asset' is defined as a multimedia file Such as an image, 
Video, or audio file that represents one or many parts or the 
whole of an advertisement to be displayed within an online 
game. A “multimedia server' is any server that is responsible 
for the dynamic retrieval, resizing, sampling, composting, or 
generation of Such files. The receipt of Such assets may be 
achieved through the use of a Multimedia API (FIG. 6, Item 
125) that contains interfaces to make calls to a multimedia 
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server to allow for the dynamic retrieval, resizing, Sampling, 
composting, or generation of images, video, or audio files. 
0081 Persist advertising impressions, click-throughs, 
and game actions: In one embodiment, the present invention 
provides a unique method for persisting advertising impres 
sions, click-throughs, and game actions taken on an ad into 
a centralized storage device such as a relational database or 
networked file system. “Advertising impressions” in this 
context are defined as the number of times that game players 
viewed a particular advertisement within an online game and 
"click-throughs' is defined as the number of times that a 
game player "clicked on the advertisement to display more 
detailed information related to the core topic of the adver 
tisement. The advertising impressions are, for example, 
tabulated by the user computer and forwarded to the remote 
computer. The remote computer may also tabulates statistics 
on the number of accesses for each ad and/or ad type. “Game 
actions taken on an ad” is defined in one embodiment as any 
action performed directly or indirectly by a game player, 
character, or object on an advertisement that is represented 
as a game object within the game. Examples of such actions 
include but are not limited to hitting, throwing, shooting, 
jumping on, eating, kicking, speaking, shouting at, and 
running into an ad object. Information Such as, but not 
limited to, the user name of the game player viewing or 
clicking the ad, the current time and date, demographic 
information about the viewer, the length of time that the ad 
was viewed or interacted with, and the types of actions taken 
on an ad object is saved as part of the transaction. The act 
of persisting advertising impressions, click-throughs, and 
game actions in one embodiment is performed by an Adver 
tising Server such as that depicted in FIG. 6, Item 120 using 
a relational storage database such depicted in FIG. 6, Item 
145. The impressions data is stored in the database. 
0082) View advertising reports and statistics: In one 
embodiment, the present invention provides a unique 
method for viewing advertising reports and statistics about 
advertising impressions, click-throughs, and game actions 
taken on an ad. Through the use of a user interface Such as 
a web based application (FIG. 6, Item 100), game publishers 
or system administrators may review reports that illustrate 
details such as but not limited to ad viewership by time 
period, impressions, click-throughs, and ad actions by 
demographic group or region, and impression to click 
through Success rates and ratios. Data to generate the reports 
is stored in one embodiment in a relational database Such as 
that depicted in FIG. 6, Item 145. 
0083. The present invention may be conveniently imple 
mented using a conventional general purpose or a special 
ized digital computer or microprocessor programmed 
according to the teachings of the present disclosure, as will 
be apparent to those skilled in the computer art. 
0084 Appropriate software coding can readily be pre 
pared by skilled programmers based on the teachings of the 
present disclosure, as will be apparent to those skilled in the 
software art. The invention may also be implemented by the 
preparation of application specific integrated circuits or by 
interconnecting an appropriate network of conventional 
component circuits, as will be readily apparent to those 
skilled in the art based on the present disclosure. 
0085. The present invention includes a computer pro 
gram product which is a storage medium (media) having 
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instructions stored thereon/in which can be used to control, 
or cause, a computer to perform any of the processes of the 
present invention. The storage medium can include, but is 
not limited to, any type of disk including floppy disks, mini 
disks (MD’s), optical discs, DVD, CD-ROMS, micro-drive, 
and magneto-optical disks, ROMs, RAMs, EPROMs, 
EEPROMs, DRAMs, VRAMs, flash memory devices 
(including flash cards), magnetic or optical cards, nanosys 
tems (including molecular memory ICs), RAID devices, 
remote data storage/archive/warehousing, or any type of 
media or device Suitable for storing instructions and/or data. 
0086 Stored on any one of the computer readable 
medium (media), the present invention includes Software for 
controlling both the hardware of the general purpose? spe 
cialized computer or microprocessor, and for enabling the 
computer or microprocessor to interact with a human user or 
other mechanism utilizing the results of the present inven 
tion. Such software may include, but is not limited to, device 
drivers, operating systems, and user applications. Data used 
by the software may be retrieved from different sources 
(local or remote) and either permanently or temporarily 
stored (before, during, or after any processing) by utilizing 
any of text files, delimited files, database(s), or other storage 
techniques. Ultimately, such computer readable media fur 
ther includes Software for performing the present invention, 
as described above. 

0087 Included in the programming (software) of the 
general/specialized computer or microprocessor are soft 
ware modules for implementing the teachings of the present 
invention, including, but not limited to, finding updateable 
areas of a program, transferring components from a remote 
server to a program, managing areas/locations with a remote 
program, including organizing displays and facilitating pur 
chase of advertised items displayed, installing add-on com 
ponents into a program, and the display, storage, or com 
munication of results according to the processes of the 
present invention. 
0088. The present invention includes substantial discus 
sion regarding game objects which includes game objects 
which are programming modules that may be resident in 
gaming software or imported into gaming software. Game 
objects may also refer to virtual objects that are used as part 
of the game. The underlying programming of a virtual object 
may be referred to as a game object. 
0089. In describing the present invention, billboards, 
coupons, treasure, and other items are used to describe 
various game parts and/or advertisements. These are 
examples and the present invention is applicable to any type 
of advertising presentable in a gaming or on-line format and 
include any type of value or known physical object. 
0090. Obviously, numerous modifications and variations 
of the present invention are possible in light of the above 
teachings. It is therefore to be understood that within the 
Scope of the appended claims, the invention may be prac 
ticed otherwise than as specifically described herein. 

1-53. (canceled) 
54. A method for managing player interaction with add-on 

components presented in association with at least one gam 
ing program executing at least one player device, the method 
comprising: 
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retrieving at least one presentation rule associated with 
the add-on components, wherein at least one of the 
add-on components is associated with advertising, and 
wherein the at least one presentation rule represents one 
or more criteria used to determine how, where, and/or 
when the add-on components will be presented in 
association with the at least one gaming program; and 

applying the retrieved at least one presentation rule to 
manage player interaction with the add-on components. 

55. The method of claim 54 wherein the at least one 
presentation rule is stored as metadata in a database. 

56. The method of claim 54 wherein the retrieving is 
performed, at least in part, by the at least one gaming 
program. 

57. The method of claim 54 wherein the retrieving is 
performed at least in part, at an add-on management com 
ponent that is remote from the at least one gaming program. 

58. The method of claim 54 wherein the applying is 
performed, at least in part, by the at least one gaming 
program. 

59. The method of claim 54 wherein the applying is 
performed at least in part, at an add-on management com 
ponent that is remote from the at least one gaming program. 

60. The method of claim 54 wherein the at least one 
presentation rule is established by at least one advertiser that 
uses the add-on components to display advertisements in 
association with the at least one gaming program. 

61. The method of claim 54 wherein the at least one 
presentation rule is established by at least one game pub 
lisher that publishes the at least one gaming program. 

62. The method of claim 54 wherein the at least one 
presentation rule is based on one or more game environment 
variables selected from the group consisting of player 
geographic location, player skill level, points that a game 
player has achieved through prior or current game play, the 
number of times a game player has viewed an advertisement, 
a specific theme or genre of a current level of a game, and 
a presence or existence of one or more specified game 
objects, game characters, game weapons, game equipment, 
and/or game items. 

63. The method of claim 54 wherein the at least one 
presentation rule is based on one or more game environment 
variables relating to previous game actions of a game player, 
a game character, and/or a game object. 

64. The method of claim 54 wherein the at least one 
presentation rule includes a rule based on a combination of 
timing requirements and player characteristic requirements. 

65. The method of claim 54 wherein the at least one 
presentation rule includes a rule based on an actual game 
player profile matching requirements of a preferred game 
player profile. 

66. The method of claim 54 wherein the at least one 
presentation rule includes a rule based on a game player 
meeting specified game performance or skill requirements. 

67. The method of claim 54 further comprising: 
providing a presentation rule definition interface, wherein 

the presentation rule definition interface allows a game 
publisher, a game advertiser, or another entity to define 
the at least one presentation rule. 

68. The method of claim 54 wherein the at least one 
presentation rule governs a location in a game that one or 
more add-on components associated with a specified cam 
paign are presented, a time frame associated with the pre 
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sentation of the one or more add-on components associated 
with the campaign, and a sequence that advertisements 
associated with the campaign are to be presented in asso 
ciation with the one or more add-on components. 

69. The method of claim 54 wherein the at least one 
presentation rule includes a rule that a player must have 
accumulated a specified number of points before being 
presented with an add-on component comprising a specified 
advertisement. 

70. The method of claim 54 wherein the at least one 
presentation rules includes a rule that a player must be a 
certain age before being presented with an add-on compo 
nent comprising a specified advertisement. 

71. The method of claim 54 wherein the at least one 
presentation rule includes a rule that an add-on component 
can only be presented during specified time intervals. 

72. The method of claim 54 wherein the at least one 
presentation rule includes a rule than an add-on component 
can only be presented upon the occurrence of a specified 
sequence of actions occurring during game play. 

73. The method of claim 54 wherein the at least one 
presentation rule includes a rule that controls display con 
tents of an add-on component based on a characteristic of the 
game player, wherein a first version of display content is 
displayed when the game player possesses the characteristic, 
and wherein a second version of display content is displayed 
when the game player does not possess the characteristic. 

74. The method of claim 54 wherein the at least one 
presentation rule includes a rule that controls display con 
tents of a beverage can add-on component based on an 
over-twenty-one age characteristic of the game player, 
wherein alcoholic beverage-related display content is dis 
played in a case that the game player satisfies the over 
twenty-one age characteristic, and wherein non-alcoholic 
beverage-related display content is displayed in a case that 
the game player does not satisfy the over-twenty-one age 
characteristic. 

75. A system for managing player interaction with inter 
changeable content components presented in association 
with at least one gaming program executing at least one 
player device, the system comprising: 
means for retrieving at least one presentation rule asso 

ciated with the interchangeable content components, 
wherein at least one of the interchangeable content 
components is associated with advertising, and wherein 
the at least one presentation rule represents one or more 
criteria used to determine how, where, and/or when the 
interchangeable content components will be presented 
in association with the at least one gaming program; 
and 

means for applying the retrieved at least one presentation 
rule to manage player interaction with the interchange 
able content components. 

76. A computer-readable medium containing a data struc 
ture, the data structure comprising: 

information defining an interchangeable content compo 
nent for a game, wherein the interchangeable content 
component allows for advertising within the game, and 
wherein the information includes: 

executable or interpretable programming code defining 
the interchangeable content component so it can be 
presented in the game during game play; and 
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wherein the add-on component is configured to be pre- interchangeable content component for presentation 
sented in the game as an update to an existing game based on to demographic information about a game 
object or display in accordance with one or more player or conditions occurring while a game is played. 
presentation rules that allow for a selection of the k . . . . 


