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Patent Disclosure

However, all video games tend to have a popularity life An embodiment of the invlﬂnti-::nn desclribeﬂ below allows
span. As game elements become increasingly familiar to 35 @ game company and/or provider 10 provide updated content
plavers, the game may hold less surprises and/or no longer 10 a mebile communication device for use in a mobile video
present a challenge to the user. at which point the user may 33 game that operates on the mobile communication device.
stop playing that particular game in favor of others. Because The ability to update in-game content may allow game
mobile communication devices are generally less powerful companies to keep game elements fresh and prolong user
than personal computers and stand-alone video game con- 40 enjoyment of the game. For example, a particular scene
soles, some games for mobile communication devices may within the game may be rearranged so that the user has
be relatively simple or repetitive by comparison. Typically, 20 something new to look at or explore. In one embodiment, the
games that hold user interest for longer periods of time are updated content may comprise a new level within the game.
more valuable than games that users leave }mhimi quickly. In addition, the game company may charge third-party
As a result, game creators are always looking for ways to 45 advertisers a fee per downloaded promotional update. Con-
I:Il.ﬂli:'.ﬂgﬂIDES that hold the user’s interest for a longer period ) sequently, the game may sustain ils popularity and be more
S . profitable for the game creator than existing mobile com-

e —— — S - munication device games.
Col. 1:32-46 e G S St e

Col. 4:34-48
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Hays Grounds

’958 Patent
Ground 35 U.S.C. Challenged Claims References
1 103 1-14 Hays
2 103 3and 10 Hays and Chu
’056 Patent
Ground 35 US.C. Challenged Claims References
1 103 1-16 Hays
2 103 1-16 Hays and Choi
3 103 5and 14 Hays (or Hays and Choi) in
Further View of Chu
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Hays et al.
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MULTIPLE VIDEO GAMES
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Washington, NY (US); Daniel
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Related U.S. Application Data

(60) Provisional application No. 60/551,156, filed on Mar.
8, 2004, provisional application No. 60/638,637, filed
on Dec. 23, 2004.

Publication Classification

(51) Int.CL

AG3F 13/00 (2006.01)
G R LR &) R 463/31
(57) ABSTRACT

An advertisement delivery scheme and associated facility
provide targeted advertisements for multiple video games
without advertisers having to specify specific game titles in
which they would like their advertisements placed. The tar-
geted advertisements may be provided via a network connec-
tion while the video game applications are executed on gam-
ing devices, or via other means. Advertisements may be
targeted to groupings of one or more games, and or groupings
of'one or more players. Data about the presentation of adver-
tisements, such as impression data, may be collected and
reported on, along with other information tracked through a
game playing device.

W i .

Ex. 1005 (Hays)
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“pre-selected in-game [advertising/video game content]” / “wherein the message is pre-selected”

- 9. A method for providing updated content associated
1. A system for providing updated content associated with w1tl} a mobile video game 1(_] a mobile communication
amobile video game to a mobile communication device, the device, the method comprising:
1. A system for providing updated content associated with system comprising: storing, on a storage medium, pre-selected in-game video
a mobile video game to a mobile communication device, the a storage medium for storing in-game video game con- game content for use in a video game;
system comprising: . . tent; o ) ) receiving, at a server, a request from the mobile commu-
a storage medium for storing pre-selected in-game adver- a server in communication with the storage medium; and nication device for updated content from the mobile
tising for use in a video game; . wherein the server is configured to: communication device:
a server in communication with the storage medium; and receive a request for updated content from the mobile dentifving. by th " ving 1l
an interface coupled to the server and a network, wherein communication device; identifying, by the server in response to receiving the
the interface receives a request for updated content identify, in response to receiving the request, what request, what pre-selected in-game video game content
from the mobile communication device over the net- in-game video game content to send: to send;
work; . _ . send a message relating to the in-game video game sending a message relating to the in-game video game
wherein the server is operative to receive the request content to the mobile communication device in content from the server to the mobile communication
h‘hll:)u%lh the mtﬁrfag:l and unhzedthe request to: & and response to receiving the request, wherein the mes- device in response to receiving the request, wherein the
check what pre-selectec In-game advertising to send; an sage is pre-selected by the server based on a model message is pre-selected by the server based on a model
send the pre-selected in-game advertising| stored on the ted with the bil S . .
storage medium to the mobile communication device as typ ° assomate‘ with t © moblie o mmlm_lcatmn ype a§soc1a[EE Wi .ﬁ e T E. i con}mumcatlon device,
the updated content for the mobile video game device, a service subscription associated with the a service subscription associated with the mobile com-
— e mobile communication device, or a service provider munication device, or a service provider for the service
for the service subscription associated with the subscription associated with the mobile communication
n;ob];]e‘conmlumc_at]on device; and . device; and
send the -game V1d.eo game content fo the mobile sending, from the server, the pre-selected in-game video
, communication device as the updated content for the tent to th bil ication devi }
Ex. 1001 (’958 Patent), Col. 15:4-19 mobile video game. game content to the mobile communication device as
. - the updated content for the mobile video game.
W . " P, daae .
Ex. 1001 (056 Patent), Col. 15:4-26 e

Ex. 1001 (056 Patent), Col. 16:1-24

958, Paper 12, at 10-15 056, Paper 12, at 10-19
958, Paper 26, at 2-5 056, Paper 22, at 2-6
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e
“pre-selected in-game [advertising / video game content]”

—

[0022] Insomeembodiments, components of the advertise-
ment server may be used to track and manage large sets of
available ad units from multiple game titles, forming a net-
work of available advertisement spaces. Based on informa-
tion associated with each of the available ad units (e.g., cur-
rent game environment, game title genre, predicted player
demographic information for current available ad unit. player
geography, time of day, etc.), the advertisement server may
then (through matching and optimization) distribute and
deliver targeted advertisements to players’ gaming devices,
where the advertisements may be integrated into the relevant
game areas in real time. For example, the multiple games that

— >y

e T —

Ex. 1005 (Hays), [0022]

958, Paper 12, at 10-15 056, Paper 12, at 18-19
958, Paper 26, at 2-5 056, Paper 22, at 6
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“wherein the message is pre-selected by the server”

[0043] The advertisements retrieved from the advertise-

. , . ment serving database 122 by the advertising matching and
Claim 1/9 of the "056 Patent: weighting system 220 are assigned a weight by the advertis-
“wherein the message is pre- ing matching and weighting system 220. The advertising

selected bv the server based on a matching and weighting system 220 may calculate the weight
Y of each advertisement based on several factors including

model type associated with the campaign goal and completion data from the advertisement
mobile communication device, a serving database 122 and information regarding the specific
. . L. . client type from the advertisement recipient database 120.
service subscription associated The advertising matching and weighting system 220 then
with the mobile communication selects one or more advertisements from the weighted adver-

. : . tisement set, where the probability of an advertisement being
device, or a service provider for selected 1s directly derived from the advertisement’s assigned

the service subscription weight, relative to other advertisements in the set. The
associated with the mobile selected advertisements are then sent back to the requesting
. . . advertising request handler 210 and transmitted back to the
communication device advertisement recipient client for display.
e ettt o g
Ex. 1005 (Hays), [0043] 056, Paper 12, at 10-14

056, Paper 22, at 2-5
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e
Claims 9-16 —’056 Patent

[ e — e s s e s N

(b) 9[a]: storing, on a storage medium, pre-selected in-
game video game content for use in a video game;

See Section IX.A.1(b) (limitation 1[a]).

(¢)  9[b]: receiving, at a server, a request from the mobile
communication device for updated content from the

mobile communication device; 1. “pre-selected in-game video game content”
See Sections IX A 1(c) and (d) (limitations 1[b] and l[c]). PO erroneously argues the Petition “does not address this [] requirement at
(d)  9[c]: identifying, by the server in response to receiving all” POR 18. But the Petition cites back to claim 1, which includes a detailed

the request, what pre-selected in-game video game

content to send; discussion of why Hays’s advertisements are “pre-selected.” Pet. 20-21.

See Section IX.A.1(e) (limitation 1[d]).

Paper 21 (Reply), at 7

(e) 9[d]: sending a message relating to the in-game video
game content from the server to the mobile
communication device in response to receiving the
request, wherein the message is pre-selected by the
server based on a model type associated with the
mobile communication device, a service subscription
associated with the mobile communication device, or
a service provider for the service subscription
associated with the mobile communication device;
and

See Section IX.A.1(f) (limitation 1[e]).
W 4 s 056, Paper 12, at 18-23
056, Paper 22, at 6-9
eI 2 HED Gl Sl PATENT OWNER'S DEMONSTRATIVE EXHIBIT — NOT EVIDENCE
i Ot

Patent Owner Flip Phone Games, Inc.
Exhibit 2008 - Page 10 of 38




Claims 9-16 —’056 Patent

e e i e S iR i g S

With respect to the “message relating to the mn-game video content,” Hays
explains for mstance that “the tail end of this process (e.g.. actually delivening the
Siles and data that the advertisement recipient client 104 uses to display the
advertisemient [i.e., the message]) may be handled by a media server” and that
“delivery of the content for advertisements may be separated from the metadata [i.e.,
the message] concerning the advertisement.” Ex. 1003, Y41. The metadata 1s a
message relating to the in-game video game content. Ex. 1003, §102. Havys also
explains that data 1s “retrieved from a[n] advertisement recipient database 120 keved
upon the unique client identifier [i.e., is pre-selected by the server based on a maodel

type associated with the mobile communication device].” Ex. 10035, T41; see also

Ex 1003 9106.

[0041] In some embodiments, the advertisement serving
database 122 contains advertising information that 1s avail-
able to potentially display on all advertisement recipient cli-
ents within the framework of the advertising delivery scheme
and associated facility. A set of advertising for each request
may be extracted from the advertisement serving database
122 based on data retrieved from a advertisement recipient
database 120 keyed upon the unigque client identifier. In some
embodiments, the tail end of'this process (e.g., actually deliv-
ering the files and data that the advertisement recipient client
104 uses to display the advertisement) may be handled by a
media server that functions as an edge server, such as the
media server 118 of FIG. 1A. In effect, the delivery of the
content for advertisements may be separated from the meta-
data concerning the advertisement.

N P -
%— e

Paper 2 (Petition), at 18

e A "

“ - —
Ex. 1005 (Hays) at [0041]

056, Paper 12, at 18-23
056, Paper 22, at 6-9
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Claims 9-16 —’056 Patent

Claim1

Claim 9

1. A system for providing updated content associated with a mobile video
game to a mobile communication device, the system comprising:

A method for providing updated content associated with a mobile video game
to a mobile communication device, the method comprising:

a storage medium for storing in-game video game content;

storing, on a storage medium, pre-selected in-game video game content for
use in a video game;

a server in communication with the storage medium; and

wherein the server is configured to: receive a request for updated content
from the mobile communication device;

receiving, at a server, a request from the mobile communication device for
updated content from the mobile communication device;

identify, in response to receiving the request, what in-game video game
content to send;

identifying, by the server in response to receiving the request, what pre-
selected in-game video game content to send,;

send a message relating to the in-game video game content to the mobile
communication device in response to receiving the request, wherein the
message is pre-selected by the server based on a model type associated with
the mobile communication device, a service subscription associated with the
mobile communication device, or a service provider for the service
subscription associated with the mobile communication device; and

sending a message relating to the in-game video game content from the server
to the mobile communication device in response to receiving the request,
wherein the message is pre-selected by the server based on a model type
associated with the mobile communication device, a service subscription
associated with the mobile communication device, or a service provider for
the service subscription associated with the mobile communication device;
and

send the in-game video game content to the mobile communication device as
the updated content for the mobile video game.

sending, from the server, the pre-selected in-game video game content to the
mobile communication device as the updated content for the mobile video
game.

PATENT OWNER’S DEMONSTRATIVE EXHIBIT — NOT EVIDENCE
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‘958 Claims 1 & 8 / ‘056 Claim 9 — “pre-selected in-game [advertising/video game content] for use”

e e P T

9. A method for providing updated content associated
with a mobile video game to a mobile communication

1. A system for providing updated content associated with device, the method comprising:
a mobile video game to a mobile communication device, the storing, on a storage medium, pre-selected in-game video
system comprising;: game content for use in a video game;
a storage medivm for storing pre-selected in-game adver- receiving, at a server, a request from the mobile commu-
tising for use in a video game; nication device for updated content from the mobile

a server in communication with the storage medium; and communication device;

an interface coupled to the server and a network, wherein
the interface receives a request for updated content

identifying, by the server in response to receiving the
request, what pre-selected in-game video game content

) N i to send:
from the mobile communication device over the net- N : : :
sending a message relating to the in-game video game
WC"T'ks ) _ ] content from the server to the mobile communication
wherein the server is operative to receive the request device in response to receiving the request, wherein the
through the interface and utilize the request to: message is pre-selected by the server based on a model
check what pre-selected in-game advertising to send; and type associated with the mobile communication device,

a service subscription associated with the mobile com-
munication device, or a service provider for the service
subscription associated with the mobile communication

send the pre-selected in-game advertising stored on the
storage medium to the mobile communication device as

the updated content for the mobile video game. device; and
—— —— —s < o sending, from the server, the pre-selected in-game video
game content to the mobile communication device as
Ex. 1001 (958 Patent), Col. 15:4-19 the updated content for the mobile video game.
S ettt b -~

958, Paper 12, at 15-19 Ex. 1001 (056 Patent), Col. 16:1-24 056, Paper 12, at 19-23

958, Paper 26, at 5-8 056, Paper 22, at 6-9
PATENT OWNER’S DEMONSTRATIVE EXHIBIT — NOT EVIDENCE
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‘958 Claims 1 & 8 / ‘056 Claim 9 — “pre-selected in-game [advertising/video game content] for use”

[0018] In accordance with some embodiments, the adver-
tisement delivery scheme and associated facility present
advertisements as texture maps or other graphical displays
(e.g., animations, video, etc.) on pre-designated geometry

[0019] When a game is shipped. it mav have a fixed set of
available ad units grouped into zones (typically delineated by
game levels or areas of play). However, other available ad unit

B : , configurations may be possible. Some available ad units may
within the game, such as billboards, stor efrpnt signs, panel be interactive within the game (e.g., a game character eating

rucks Jumbo . a brand name energy bar to boost her power in the game, a
walls, T-shirts on a game character, items used by game brand-related “mini game” presented between levels, a click-

characters (e.g.. a brand name soft drink or energy bar), and so
on. Fach of these spaces may be termed an “available ad unit”
or “inventory element.” Available ad units may also be avail-
able at the beginning of a game, at the end of a game, in
between levels (e.g., as commercial-like intermissions), as S —
parts of menus, on a “pause” screen, etc. Ex. 1005 (Hays), [0019]

W

through advertisement, etc.) and may bring aspects of the real
world into the game (e.g., a player can enter a code from a
product to provide advantages in the game).

o

-

P £ .

Ex. 1005 (Hays), [0018]

958, Paper 12, at 15-19 056, Paper 12, at 19-23
958, Paper 26, at 5-8 056, Paper 22, at 6-9
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‘958 Claims 1 & 8 / ‘056 Claim 9 — “pre-selected in-game [advertising/video game content] for use”

[0017] In the past, advertisers who wished to advertise in
video games were limited to selecting specific individual
game titles for presenting their advertisements. An advertise-
ment delivery scheme and associated computerized facility
allow advertisers to deliver their campaign messages to spe-
cific audiences they wish to target across one or multiple
oame titles played across multiple platforms (e.g., PC, con-
sole, mobile, etc.) without being limited to delivering their
campaign to only a single specific game title. In some
embodiments, the advertisement delivery scheme aggregates
an audience across multiple video games and platforms (PC,
console, mobile, etc.) and can deliver advertisements to that
audience by advertiser request.

958, Paper 12, at 15-19 W 056, Paper 12, at 19-23
958, Paper 26, at 5-8 28 LD (LAl 056, Paper 22, at 6-9

PATENT OWNER’S DEMONSTRATIVE EXHIBIT — NOT EVIDENCE
Patent Owner Flip Phone Games, Inc.
Exhibit 2008 - Page 15 of 38



» [ll

“in-game placement location

as part of the updated content” | “of the in-game video game content”]

3. The system of claim 1, wherein the server sends
information to the mobile communication device regarding
the in-game placement location of the content, the informa-
tion bemng part ol the updated content.

10. The method of claim 8, further comprising sending
information from the server to the mobile communication
device regarding the in-game placement location of the
content, the information being part of the updated content.

Ex. 1001 (958 Patent), Col. 15:22-25, 16:19-22

958, Paper 12, at 19-21
958, Paper 26, at 8-9

5. The system of claim 1, wherein the server is further
configured to send information to the mobile communica-
tion device regarding the in-game placement location of the
in-game video game content.

13. The method of claim 9, further comprising sending
information from the server to the mobile communication
device regarding the in-game placement location of in-game
video game content.

Ex. 1001 (056 Patent), Col. 15:39-42, 16:38-41

056, Paper 12, at 24-26
056, Paper 22, at 9-10
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“in-game placement location” [“as part of the updated content” | “of the in-game video game content”]

[0074] Theuse of standardized available ad units facilitates
the sale of advertising that spans across multiple games/titles
because one advertisement can fit into many available ad units
of a standard advertisement unit type. In addition, advertisers
can simultaneously reach large audiences without creating
multiple versions of the media. Also, advertisers can easily
deliver media that will not be stretched or skewed when
shown in the game, allowing them to protect their image
while also keeping the games’ solid appearance.

—— >y

——% e

Ex. 1005 (Hays), [0074]

958, Paper 12, at 19-21 056, Paper 12, at 24-26
958, Paper 26, at 8-9 056, Paper 22, at 9-10
PATENT OWNER’S DEMONSTRATIVE EXHIBIT — NOT EVIDENCE
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“the message is preselected by the server based on one of the [claimed factors]...”

114
Claims 5 and 12 of the 958 Patent:
Claims 1[e] and 9[d] of the ’056 Patent: AdsementSanvr
“the message is preselected by the server Advg;t:s;éiit
based on model type associated with the database
mobile communication device, a service Advengsgrligt
subscription associated with the mobile S e v Dacbase
communication device, or a service ol i RN 124
provider for the service subscription f e
associated with the mobile 20
communication device.” St

958, Paper 12, at 21-25 Ex. 1005 (Hays), Fig. 2 056, Paper 12, at 15-18
958, Paper 26, at 9-10 056, Paper 22, at 5
PATENT OWNER’'S DEMONSTRATIVE EXHIBIT — NOT EVIDENCE
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“identifying what in-game video game content to send based on one of the [claimed factors]...”

Claims 4 and 12 of the 056 Patent:
“identifying what in-game video game

content to send is based on a model type | The advertising matching and weighting system 220 then
associated with the mobile selects one or more advertisements from the weighted adver-
communication device, a service tisement set, where the probability of an advertisement being
selected 1s directly derived from the advertisement’s assigned
L. : : weight, relative to other advertisements in the set. The
communications deVICE, da service : .
der for th _ bscrint selected advertisements are then sent back to the requesting
provider for the service subscription advertising request handler 210 and transmitted back to the

associated with the mobile advertisement recipient client for display.
communication device, or a location of —m—mou_ . .-————""—

the mobile communications device.” Ex. 1005 (Hays), [0043]

subscription associated with the mobile

056, Paper 12, at 23-24
056, Paper 22, at 9
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“track[ing] the distribution of updated content.”

7. The system of claim 1, wherein the server tracks the
distribution of updated content.

14. The method of claim 8. further comprising tracking
the distribution of updated content at the server.

Ex. 1001 (958 Patent), Col. 15:38-39, 16:38-39

958, Paper 12, at 25-27
958, Paper 26, at 10-12

7. The system of claim 1, wherein the server is further
configured to track the distribution of updated content.

15. The method of claim 9, further comprising tracking
the distribution of updated content at the server.

Ex. 1001 (056 Patent), Col. 15:47-48, 16:46-47

056, Paper 12, at 26-28
056, Paper 22, at 10-11
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“track[ing] the distribution of updated content.”

[0045] The data in the active session database 124 records
» “active session database 124 the advertisements that have been delivered to a session, and
records advertisements that have may serve multiple purposes. For example, the advertising

. - matching and weighting system 220 may use this data along

been delivered to a session with impression data, also stored in the active session data-
base 124, to allow frequency caps (e.g. a limit as to a number
* Frequency Caps “limit ... a of times a particular advertisement is displayed in a_single
number of times a particular game session or level/location .in the game). Frfzquency caps
advertisement is displayed in a may prevent a gamer from. belpg presented with adver.tlse-
ments from the same campaign in excess of anumber of times

single session or level/location” specified within the campaign data. The active session data-
base 124 data may also be used to support multiplayer ses-

sions, etc.
M o —

—— o< -

Ex. 1005 (Hays), [0045]

958, Paper 12, at 25-27 056, Paper 12, at 26-28
958, Paper 26, at 10-12 056, Paper 22, at 10-11
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“check for availability of bandwidth before sending the updated content”

[0034] With an offline play scenario, advertisements may

Claims 8 and 16 of the ’056 Patent: be downloaded “in the background” during times when the

“« TPNIT advertisement recipient client 104 is connected to the adver-
the seryer check(s] for.avallablllty of tisement management service system 108, including when
bandwidth before sending the the gaming device is performing other tasks, such as execut-
updated content to the mobile ing a different game, operating a web browser, etc. Various

applications that run quietly on the advertisement recipient
client 104 may be responsible for downloading the advertise-
ments during such times without requiring active user
involvement.

communication device.”

W e

Ex. 1005 (Hays), [0034] 056, Paper 12, at 28-29
056, Paper 22, at 11-12
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Hays and Choi

Ground 2 —'056 Patent
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‘056 Claims 1[e] and 9[d] “the message is pre-selected based on one of the [claimed] factors....”

e e — e, e ——— -

[0086] Identification of a users’ carrier implies a certain
demographic. Carrier identity is typically known at appli-
cation download time. An instrumented application can also
communicate its carrier identity by sending a text message

to an email address monitored by the ad server; the text - _
message will be sent as an email, and the source address Demographic infor-
domain will identify the carrier. mation can be extracted by monitoring the SMS system. By

— using an sms gateway; when we receive an sms, we know
the user’s carrier based on source sms gateway based on
lookup of its ss7 address. We can assign to the user the

— — average demographic information for that carrier (ie, some
[0083] Effective ad targeting is an important function, carriers _have users_that_are older, vounger, businesses.
since poorly targeted ads annoy users and decrease appli- Jamily, etc). - B i ]
cation usage. Ad targeting depends on collection of user

demographic and contextual information. A number of tech-

Ex. 1006 (Choi), [0083], [0086], [0096] 056, Paper 12, at 32-35
056, Paper 22, at 13
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Hays and Chu

Ground 2 — 958 Patent
Ground 3 -’056 Patent
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Hays and Chu

Claim 3/10 of the "958 Patent
“send[ing] information to the After an online game running on a game console or user
computer (client) requests advertising metadata and deter-
mmes an ad campaign’s dlsplay rules, schedule, and loca-

regar.dmg the in-game placement ? ts the advertising assets that represent the

mobile communication device

location of the content, the advertisement. The content of the messages passed between
information being part of the the client and game server may be in one embodiment an
updated content.” XML message containing ad campaign listing metadata. For

I oL _—

Ex. 1007 (Chu), Col. 14:50-57

958, Paper 12, at 27-31 056, Paper 12, at 35-39
958, Paper 26, at 12-16 056, Paper 22, at 15-19
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Levkovitz

Grounds 3-4 — 958 Patent
Grounds 4-6 — ‘056 Patent
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Levkovitz Grounds

’958 Patent
Ground 35 U.S.C. Challenged Claims References
3 103 1-2,4-9, and 11-14 Levkovitz
4 103 3and 10 Levkovitz and Chu
056 Patent
Ground 35 US.C. Challenged Claims References
4 103 1-16 Levkovitz
5 103 5and 13 Levkovitz and Chu
6 103 8 and 16 Levkovitz and Choi
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Levkovitz — Ex. 1008

9 United States

Us

20070083501 A1

) Patent Publication (o) Pub. No.: US
Levkovit al. (43) Pub. Dats

Al
Apr. 19,2007

Playrix Ex. 1008, Page 1 of 49

a9y United States

a2y Patent Application Publication () Pub. No.: US 2007/0088801 A1

Levkovitz et al.

(43) Pub. Date: Apr. 19, 2007

(54) DEVICE, SYSTEM AND METHOD OF
DELIVERING TARGETED
ADVERTISEMENTS USING WIRELESS
APPLICATION PROTOCOL

Related U.S. Application Data

(63) Continuation-in-part of application No. 11/250,476,
filed on Oct. 17, 2005.
Continuation-in-part of application No. 11/332,387,
filed on Jan. 17, 2006.

Continuation-in-part of application No. 11/337,553,
filed on Jan. 24, 2006.

Publication Classification

(76) Inventors: Zohar Levkovitz, Tel-Aviv (IL); Yoad (51) Int. CL
Gonen, Tel-Aviv (IL) GOl 15716 (2006.01)
SENDER DEVICE |~_ 701 RECIPIENT DEVICE |~_ 702 (52) U-S- Cl- .............................................................. 709/217
[oee N (oo |~ 7z Correspondence Address:

o L PEARL COHEN ZEDEK LATZER, LLP 57 ABSTRACT
i 25 ;ﬁg&?&iﬁ?‘;@‘{lzggg E;JOOR Devices, systems and methods of presentation of delivering
"“ ’ Us) targeted advertisements using Wireless Application Proto-
é . 21) Appl. No.: 11/417,143 col. For example, a wireless communication device
= " includes: a server to receive a request transmitted by a
o (22) Filed: May 4, 2006 wireless communication device using Wireless Application

Protocol (WAP) to access a WAP-page of a WAP-site, the
server to select an advertisement based on a property
selected from a group consisting of: a property of said
wireless communication device, and a property associated
with a user of said wireless communication device, and the
server to serve the advertisement to said wireless commu-
nication device using WAP in response to said request.

W - .
Ex. 1008 (Levkovitz)
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‘056 Claims 1 and 9 “wherein the message is pre-selected by the server”

[0129] In one embodiment, communicator 150 may fur-
ther transmit to device 170, e.g., together with the content
item(s) or in a separate transmission, one Oor more presen-
tation rules associated with the transmitted content items.
The presentation rules may include, for example, a capping
rule to cap the number of times that a certain content item
may_be presented, e.g., within a certain time period; a
capping rule to cap the number of times that a certain type
of content items (e.g., animated content items, large-sized

— ol

'-—-—._.——'--.______h___-._______-—_ i
Ex. 1008 (Levkovitz), [0129]
958, Paper 12, at 40 056, Paper 12, at 39-41
958, Paper 22, at 20 056, Paper 22, at 19-20
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e
Claims 9-16 —’056 Patent

9. Claims 9-16

Claims 9-16 are analogous method claims to claims 1-8, respectively, and are
generally rendered obvious for the same reasons provided above for claims 9-16.
The specific mapping of analogous limitations and claims are the same as set forth

in Ground 1. See Sections IX.A.9-16; see also Ex. 1003, 9205.

Paper 2 (Petition), at 54

B. 9[a]:
1. “pre-selected in-game video game content™

PO erroneously argues the Petition “does not address this [] requirement at
all.” POR 41. But the Petition cites back to claim 1, which explains that Levkovitz's

content 15 pre-selected “based on parameters related to the mobile phone.™ Pet. 47.

056, Paper 12, at 41-45 Paper 21 (Reply), at 20

056, Paper 22, at 20-21
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e
Claims 9-16 —’056 Patent

Levkovitz discloses that after the device requests content from an “ad server.”

the “ad server may selectively serve content items to the content client. based on
parameters related to the mobile phone, e g, manufacturer identifier, model Because the advertisements are selected based on a type of mobile
wdentifier. available memory, presentation capabilities. or the like”™ Ex. 1008, T6. communication device, the presentation rules (i.e. messages related fo contenr) are
Such parameters, especially the manufacturer and model identifiers, are facrors of a also pre-selected based on a type of mobile communication device. Ex. 1003, J187.
twpe of mobile communication device. See also id.. 126 ("[A]d server 110 may For example, Levkovitz describes that capping rules, which 1s an example of a
select one or more content items which may be adequately presented by device 170 presentation rule. are “pre-defined rules. e.g. specific campaign-related rules” that
based on properties of device 170, e.g.. handset model ... Ex. 1003, 171. “cap the number of times that a cerfain confent iterm may be presented.” Ex. 1008,
et et - — 129142 Thus. the server may select an advertisement based on the type of

Paper 2 (Petition), at 47 (addressing element 1[e])

mobile communication device that is also part of a campaign with a specific, pre-
defined capping rule. This capping rule 1s sent to the device with the advertisement.
Thus. the capping rule (i.e. message related to content) is pre-selected based on the

type of mobile commumcation device. Ex. 1003, T187.

P A

—— et e g
Paper 2 (Petition), at 48 (addressing element 1[e])

056, Paper 12, at 41-45

056, Paper 22, at 20-21
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‘958 Claims 1 & 8 / ‘056 Claim 9 — “pre-selected in-game [advertising/video game content] for use”

communication device.

[0005] Some embodiments may provide, for example,
contextual and/or non-contextual placement of content, e.g.,
advertisements or banners, within an application executed
by a cellular phone, a mobile phone, or other wireless

[0090] In some embodiments, for example, said advertise-
ment may include a_banner advertisement included in said

WAP-page.

Ex. 1008 (Levkovitz), [0005], [0090], [0361]

958, Paper 12, at 35-37
958, Paper 26, at 17-18

Browser 1523 may display the
delivered content, and may execute the ad serving functions
included in the delivered content. The ad serving functions
may, for example, call the ad server 1503 to request one or
more advertisements (e.g., banner advertisements) to be
included in the WAP-page presented on device 1501.

056, Paper 12, at 42-45

PATENT OWNER’'S DEMONSTRATIVE EXHIBIT — NOT EVIDENCE 056, Paper 22, at 20-21
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‘958 Claims 7 & 14 / ‘056 Claims 7 & 15 “track[ing] the distribution of updated content.”

[0132] Device 170 may store or otherwise log information
related to presentations performed by device 170, e.g., data
indicating the content item(s) presented, data the starting
time and/or ending time of the presentations, data indicating
operations performed by device 170 and/or the user of
device 170 during or after the presentation (e.g., pressing a
button, dialing, sending a SMS or MMS message, placing a
call, or the like).

- L ————

Ex. 1008 (Levkovitz), [0132]

056, Paper 12, at 46-47

958, Paper 12, at 39-41
056, Paper 22, at 22-23

958, Paper 26, at 18
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“check for availability of bandwidth before sending the updated content”

[0172] Protocol handler 154 may receive content request
data, for example, information about device 170, informa-
Claims 8 and 16 of the ’056 Patent: | tion about the functional capabilities of device 170, a
the server “check[s] for availability of handset identiﬁer,. device ajrtril:?utes (e.g., Operating System
bandwidth before sending the (0S), memory  size, appl}catl(?n type, etc.), the content

. request time, last connection time, desired request period
updated content to the mobile (e.g., immediately, once within the next two hours, etc.), and
communication device.” other suitable parameters. Protocol handler 154 may option-
ally re-format or tailor the content request data using the
request reformatter 151 into a format suitable for processing
by ad server 110, for example, having data arranged in
accordance with pre-defined fields, records or parameters.
——W -

Ex. 1008 (Levkovitz), [0172]

056, Paper 12, at 47-48
056, Paper 22, at 23
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Levkovitz and Chu

Ground 4 —'958 Patent
Ground 5 -’056 Patent
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» [ll

“in-game placement location

as part of the updated content” | “of the in-game video game content”]

3. The system of claim 1, wherein the server sends
information to the mobile communication device regarding
the in-game placement location of the content, the informa-
tion bemng part ol the updated content.

10. The method of claim 8, further comprising sending
information from the server to the mobile communication
device regarding the in-game placement location of the
content, the information being part of the updated content.

Ex. 1001 (958 Patent), Col. 15:22-25, 16:19-22

958, Paper 12, at 41-42
958, Paper 26, at 19

5. The system of claim 1, wherein the server is further
configured to send information to the mobile communica-
tion device regarding the in-game placement location of the
in-game video game content.

13. The method of claim 9, further comprising sending
information from the server to the mobile communication
device regarding the in-game placement location of in-game
video game content.

Ex. 1001 (056 Patent), Col. 15:39-42, 16:38-41

056, Paper 12, at 48-52
056, Paper 22, at 23-24
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Levkovitz and Chu

After an online game running on a game console or user
computer (client) requests advertising metadata and deter-
mines an ad campaign’s display rules, schedule, and loca-
tions, it requests the advertising assets that represent the
advertisement. The content of the messages passed between
the client and game server may be in one embodiment an
XML message containing ad campaign listing metadata. For

———— <
- e

Ex. 1007 (Chu), Col. 14:50-57

056, Paper 12, at 48-52

958, Paper 12, at 41-42
056, Paper 22, at 23-24

958, Paper 26, at 19
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