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(57) ABSTRACT

A content delivery system that uses a graphical user interface
and host avatar to introduce users to and allow them to select
from available content. A game delivery system that uses
emulators to execute software written to run on a plurality of
game platforms. The systems include a scalable, dynamic
interface that launches and manages emulators in a manner
that is largely transparent to the user, and a combination of
linear and on-demand content provides users with a managed
gaming experience not unlike that of interactive television.
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SYSTEMS AND METHODS FOR
DELIVERING CONTENT OVER A NETWORK

FIELD OF THE INVENTION

The present invention relates generally to entertainment
distribution systems and methods and specifically describes
systems that deliver games to users over a network.

BACKGROUND

The U.S. entertainment software industry is almost a $7
billion a year industry, according to the most recent data
released by the Interactive Digital Software Association (now
the Entertainment Software Association). More than 221 mil-
lion computer and video games are sold each year, which
equates to almost two games for every household in America.
The bulk of the entertainment software market share has
historically been devoted to games written for personal com-
puters. But in recent years the introduction of specialized
video game consoles by companies such as Sony™,
Microsoft™ and Nintendo™ has caused console software to
capture a greater percentage of the market share.

Not surprisingly, the competition for the gaming dollar has
been fierce. Every few years improved versions of the spe-
cialized gaming platforms are released, offering increased
processing speeds and graphic capabilities. Soon after an
improved version of a video game console is released, and
many times even before the release, the companies that write
the software for the consoles abandon the older console ver-
sion and begin developing games for the newer console.
While games are typically available for older gaming plat-
forms, the bulk of new games that come to market are always
written for the latest gaming systems.

Another aspect of the competition between manufacturers
of gaming systems is the release of game content that is
exclusive to a single game platform. One technique game
manufacturers have used in recent years to build or maintain
market share is to develop a game or a game series that is only
available on the game system sold by that manufacturer.
Games are often developed by companies that are indepen-
dent of the game platform manufacturers, and these compa-
nies write games (or port them) so that the game can be played
on a number of different systems. The advantage to the game
developer, of course, is that by marketing a game to those
gamers that own different gaming systems, the developer
reaches a larger target audience. But the developer of an
exclusive game has a slightly different motivation. Typically,
a game that is developed or marketed for a single platform is
purposely limited to that platform in an effort to convince
consumers to buy the gaming system. Examples of exclusive
game content include the Mario® series from Nintendo™
and Halo® from Microsoft™.

From the perspective of the gamer, the presence of multiple
competing gaming systems and exclusive content written for
each is both good and bad. On one hand, the competition
between manufacturers forces them to strive to improve the
capabilities of their respective gaming systems. But on the
other hand, the presence of multiple, incompatible gaming
systems, forces the gamer to choose between different sets of
available games or, alternatively, requires that the gamer pur-
chase two or more of the competing gaming systems.
Between the cost of updating to the latest gaming platforms
and the cost of the actual game software, it quickly becomes
cost prohibitive for an enthusiast that wants to play games
written for two or more incompatible gaming systems.
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Emulation software (sometimes referred to herein as
“emulators”) arose, in part, as a response to a perceived need
among garners for a cross-platform gaming capability. Gen-
erally, a software emulator is a computer program that runs on
a target platform (often a personal computer) and uses soft-
ware to supply native platform capabilities that are not
present in the target platform. For example, a software emu-
lator written to emulate a Nintendo Game Boy® handheld
device uses software to perform some or all of the specialized
graphic functions that the Game Boy® device would nor-
mally perform. Similarly, the emulator uses software code to
emulate the hardware configuration within the Game Boy®
and translates the game software requests into requests that
are handled by the hardware configuration of the target plat-
form.

The benefit of emulators is that the application allows the
gamer to play games on his or her system that were not
originally written for that type of system. But a downside of
emulators is that they are notoriously difficult to write (requir-
ing a large amount of knowledge of the internal workings of
the system that is being emulated) and even a well-written
emulator will not emulate every game written for the emu-
lated system. Another problem with emulators is the difficulty
in making the emulator work properly with the hardware and
software configurations of the platform on which the emula-
tor is running.

An unsatisfied need therefore exists in the industry for new
systems and methods of delivering game content to users that
was written for different gaming platforms. A related need is
for an interface that is user-friendly and manages the intrica-
cies of emulating the various gaming platforms.

BRIEF DESCRIPTION OF THE DRAWINGS

Having thus described the invention in general terms, ref-
erence will now be made to the accompanying drawings,
which are not necessarily drawn to scale, and wherein:

FIG. 1 is a high-level block diagram of an entertainment
content distribution system in accordance with an embodi-
ment of the present invention.

FIG. 2 is a flow chart that illustrates the interaction between
the client application and host and asset servers to deliver
content to a user.

FIG. 3 is a high-level block diagram of the components of
a client application in accordance with an embodiment of the
present invention.

FIG. 4 is a process flow chart that shows the interaction
between the content manager and other client components to
track the progress of a download.

FIG. 5 isa process flow diagram of the steps to authenticate
the login information of a user.

FIG. 6 is a process flow diagram of the steps to create a new
account.

FIG. 7 is a process flow diagram of the steps to verify a
user’s right to access content.

FIG. 8 is a block diagram that illustrates how a graphical
user interface (GUI) manager uses GUI players to deliver
content to users of a plurality of different systems.

FIG. 9 is a process flow diagram that illustrates an interac-
tion between a GUI manager and GUI player as the system
processes a GUI event.

FIG. 10 is a block diagram that illustrates a hierarchical
relationship between a game manager and a plurality of game
players and emulators.
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SUMMARY

The present invention is directed to methods and systems
of delivering entertainment content via a network. An
embodiment of the delivery system uses a graphical user
interface and host avatar to introduce users to and allow them
to select from available content. With regard to the delivery of
games, emulators execute game code that is written to run on
various gaming platforms. A dynamic interface launches and
manages emulators in a manner that is largely transparent to
the user. Ina preferred embodiment, the combination of linear
and on-demand content provides users with a managed gam-
ing experience not unlike that of interactive television.

An embodiment of the present invention herein described
is a game delivery system that allows a user to select from and
receive delivery of at least one of a plurality of games via a
network, the games include a first set of game code that is
stored in a format to be run on a series of arcade game
systems, a second set of game code is formatted to run on
video game consoles and a third set of game code formatted
for personal computers. The game delivery system includes
an asset server that stores software game code associated with
the three different sets of games, and a host server that directs
the asset server to deliver a selected one of the games to the
user.

Additional embodiments of the game delivery system
describe using a client application residing on a computing
device associated with the user that displays a listing of avail-
able games accepts a user request to play a game. In some
described embodiments, the client application includes a plu-
rality of emulators that are used to emulate the native plat-
forms for which the plurality of games were originally
intended to run. The emulators translate the native platform
machine code blocks of the game code to functionally equiva-
lent blocks of compiled instruction set code that run on the
user device. In some embodiments, the client application is
configured to begin play of a selected game before the entire
game code is downloaded to the user device from the asset
servers. Game play can be initiated as a foreground process,
while additional game assets are simultaneously being down-
loaded in the background. Additional embodiments describe
an incentive system, wherein players are rewarded for com-
pleting one or more predefined tasks. Rewards take various
forms including badges, unlocked games or levels, and
enhanced subscription rights.

Other embodiments of the present invention describe game
delivery systems in which a game player is used in conjunc-
tion with the emulators to manage the user gaming experi-
ence. In some embodiments, a game player is associated with
each of the emulators and monitors a game as it is being
played. Game players are configurable to detect a preset list of
keystrokes and to respond accordingly. Thus, for example, a
game player may post a score upon receipt of a predefined
key. Other functionality that can be monitored by the game
player includes the ability to pause, or exit from a game or to
obtain a hint for a game.

In various described embodiments, the client application
has multiple graphic user interface modules that are config-
ured to interact with different end-user devices. In some
cases, the user interface of the system is modified to accom-
modate the specific type of user device, and in other cases the
actual game, or at least the list of available games, are modi-
fied based on the specifications of the end-user device. Meta-
data is also described as associated with the game files. The
metadata may include information about the game, such as,
for example, the hardware requirements needed to run the
game. Other types and uses of metadata are also described.
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Also described herein are content delivery systems for
providing linear and on-demand content to a user. In various
embodiments, these content delivery systems include an asset
server that stores at least a portion of the linear and on-
demand content, the asset server being adapted to deliver the
linear and on-demand content to the user via a network, and a
client application in communication with asset server, the
client application adapted to receive and present the linear
and on-demand content to the user, wherein the linear content
includes an audiovisual presentation of a graphical user inter-
face and a host avatar, the host avatar assuming an animated
electronic representation of a character, wherein further at
least one of the graphical user interface and host avatar can be
manipulated to provide access to the on-demand content.

In some described embodiments, the host avatar is an ani-
mated character that speaks and provides information about
content that is available for download. In one embodiment,
the host avatar is a human or human-like character that acts
like a television show host that welcomes the user to the
system and discusses the available content and system
options. In some described delivery systems, the graphic user
interface has several layers and each layer is associated with
a subset of on-demand content. As described herein, a host
server may manage the delivery of content from an asset
server and the host server initiates delivery of the linear con-
tent to the client application when a user first enters the
system. The linear content is then delivered to the user until
the user exits the system or interacts with the user interface.
Again, the system can be configured to work with a plurality
of different end-user devices and the client application can be
configured to detect one or more hardware capabilities of the
end-user system and to conform the presentation of the linear
and n-demand content to the system.

Another aspect of the present invention described herein
are methods of delivering game content to a computing device
associated with a user. The steps described in some of the
methods include delivering a graphical user interface that
displays a list of available games and allows the user to select
a game from the list, receiving input indicative of a first game
selection by the user; choosing one emulator from a plurality
of emulators to emulate a hardware configuration of a game
platform for which the first selected game was written;
launching the one emulator and initiating game play of the
first selected game; monitoring user input during the game
play of the first selected game; and returning the user to the
graphical user interface upon identifying in the user input one
of a predefined set of user inputs.

Additional embodiments include the steps of terminating
game play of the first game and allowing the user to start a
second game, identifying a second emulator that is configured
to emulate a hardware configuration of a game platform for
the second selected game, launching the second emulator and
initiating play of the second selected game; monitoring the
user input during the play of the second selected game; and
taking a game delivery system related action if the user
presses one of the predefined set of user inputs. Still other
embodiments add the steps of accessing an account associ-
ated with the user in response to the first game selection,
verifying that the account gives the user access to the first
game selection, and notifying the user if the user lacks access
rights to the game. Other embodiments enhance this function
by offering to upgrade the user account or by offering a trial
version or limited time access to the first selected game.

Another aspect of the present invention described herein
are systems for delivering game content to a user device via a
network. Embodiments of these system include an asset
server that stores a game file for a game written for a console
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gaming system; a datastore that includes game metadata asso-
ciated with the game file, the metadata including a plurality of
index points that logically divide the game file into a plurality
of portions, a first index point identifying a portion of the
game file that is required to initiate game play of the game,
and one or more subsequent index points that identify one or
more additional portions of the game file; and a client appli-
cation that resides on the user device and includes a content
manager that monitors a progress of a transfer ofthe game file
from the asset server to the user device; and a game manager
that manages the game play of the game on the user device;
wherein the game manager receives the metadata from the
datastore and periodic updates of the game transfer progress
from the content manager, and initiates the game play of the
game in response to an indication that a portion of the game
file identified by the first index point has been transferred
successfully to the user device.

DETAILED DESCRIPTION OF THE INVENTION

The present invention now will be described more fully
hereinafter with reference to the accompanying drawings, in
which preferred embodiments of the invention are shown.
This invention may, however, be embodied in many different
forms and should not be construed as limited to the embodi-
ments set forth herein; rather, these embodiments are pro-
vided so that this disclosure will be thorough and complete,
and will fully convey the scope of the invention to those
skilled in the art. Like numbers refer to like elements through-
out.

Many modifications and other embodiments of the inven-
tion will come to mind to one skilled in the art to which this
invention pertains having the benefit of the teachings pre-
sented in the foregoing descriptions and the associated draw-
ings. Therefore, it is to be understood that the invention is not
to be limited to the specific embodiments disclosed and that
modifications and other embodiments are intended to be
included within the scope of the appended claims. Although
specific terms are employed herein, they are used in a generic
and descriptive sense only and not for purposes of limitation.

The present invention is described below with reference to
block diagrams and flowchart illustrations of methods, appa-
ratus (i.e., systems) and computer program products accord-
ing to an embodiment of the invention. It will be understood
that each block of the block diagrams and flowchart illustra-
tions, and combinations of blocks in the block diagrams and
flowchart illustrations, respectively, can be implemented by
computer program instructions. These computer program
instructions may be loaded onto a general purpose computer,
special purpose computer, or other programmable data pro-
cessing apparatus to produce a machine, such that the instruc-
tions which execute on the computer or other programmable
data processing apparatus create means for implementing the
functions specified in the system or flowchart blocks.

These computer program instructions may also be stored in
a computer-readable memory that can direct a computer or
other programmable data processing apparatus to function in
a particular manner, such that the instructions stored in the
computer-readable memory produce an article of manufac-
ture including instruction means which implement the func-
tion specified in the flowchart block or blocks. The computer
program instructions may also be loaded onto a computer or
other programmable data processing apparatus to cause a
series of operational steps to be performed on the computer or
other programmable apparatus to produce a computer imple-
mented process such that the instructions which execute on
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the computer or other programmable apparatus provide steps
for implementing the functions specified in the flowchart
block or blocks.

Accordingly, blocks of the block diagrams and flowchart
illustrations support combinations of means for performing
the specified functions, combinations of steps for performing
the specified functions and program instruction means for
performing the specified functions. It will also be understood
that each block of the block diagrams and flowchart illustra-
tions, and combinations of blocks in the block diagrams and
flowchart illustrations, can be implemented by special pur-
pose hardware-based computer systems which perform the
specified functions or steps, or combinations of special pur-
pose hardware and computer instructions.

A. Content Distribution System Architecture

The present invention is described herein in the context of
systems and methods that are configured to distribute enter-
tainment content to clients over a computer network. But one
of ordinary skill in the art will readily recognize that the
present invention is not limited to the delivery of entertain-
ment content and, in fact, the platform described below can be
used to deliver other types of media, software applications
and digital content as part of an on-demand service.

FIG. 1 illustrates a high-level view of an entertainment
content distribution system 10 in accordance with an embodi-
ment of the present invention. This embodiment of the distri-
bution system 10 shows several client applications 15 com-
municating with a host server 20, preferably composed of one
or more logical servers deployed on one or more physical
server, and one or more asset servers 25 via a network 45. In
addition, arrows are shown between the clients applications
15 to represent the possibility of data transfer between two or
more client applications 15 via relay network communication
techniques that are well known in the art. In general, each
client machine has a client manager component that manages
relay network communications.

In a preferred embodiment, the various users of the system
are distributed over a large geographical area and the network
45is a wide area network such as the Internet. And the volume
of entertainment data passed to the client applications 15 is
typically sufficiently large that a broadband link is preferably
used to handle the communication that occurs between the
client applications 15 and the network 45. But, as described
below, the volume and type of data transmitted to and from
the client applications 15 can be tailored to the requirements
of the device used to execute the client application 15. As a
result, the bandwidth requirements for the link between the
client application 15 and the network 45 can vary, and the
processes described herein may be accomplished by any of
several known processes for transmitting digital data.

In a preferred embodiment, the host server 20 is realized as
a Java application server, one of many known web application
server architectures that can be used with the present inven-
tion. In an alternative embodiment, for example, a CGI-com-
pliant web server such as an Apache or Microsoft I1S server or
the like can be configured as the host server 20. Communica-
tion between different host server applications occurs via Java
Bean exchange or other known protocols, such as the simple
object access protocol (SOAP) or via HTTP request/re-
sponse. A HTTP server and servlet container, such as Jakarta
Tomcat 4.1 or Netscape iPlanet 6.1 can provide the services
necessary to authenticate users, administer user profiles and
serve content metadata.

As described herein, the host server 20 handles much ofthe
game control and administrative function required by the
entertainment content distribution system 10. But one of ordi-



US 7,465,231 B2

7

nary skill will recognize that some or all of the functionality
and/or request targets (e.g., content catalogs, leader boards,
etc.) described herein may be cached on the asset servers 25 or
other machines for broadcast to client devices. In such case,
the host server 20 updates the cached content on a periodic
basis and the updated cache is then broadcast to the user
devices.

Useraccess to games and other types of content is typically
predicated on having a valid subscription to the service, and
the host server 20 may handle the processes of registering new
users and modifying the subscription accounts of existing
users. A single account may have multiple users and each user
onan account may be configured to access a customized set of
content. For example, a parent may have children of three
different ages and can setup a subscriber account to assign
each child a separate user identifier and password. This allows
the parent to customize the content for each user to insure that
each child can access only that content that the parent believes
is appropriate for that child.

In one embodiment, when a user logs into the system 10,
the client application 15 captures a user identifier and pass-
word and passes the login information to the host server 20.
The host server 20 queries a subscriber datastore 30 and
determines whether the user login information corresponds to
a valid subscriber account. The response to the login authen-
tication process is then passed from the host server 20 to the
client application 15 as an XML structure or the like. In some
embodiments, a user key entry of login information can be
replaced or supplemented with a smartcard or other card
reader system that allows a user to use a card on which
information is stored that identifies the user as authorized to
access the system 10.

If a account owner limits the content that can be accessed
by a user, then the host server 20 may send the client appli-
cation 15 only those content options that are authorized.
Alternatively, the asset server 25 can send the client applica-
tion 15 a list of every available content option that can be
combined with instructions or rules from the host server 20 to
“gray out” or hide altogether content that the user is not
authorized to access. Still another option is to send the client
application 15 alist that includes all available content options,
but to deny access if the user requests unauthorized content.
Again, one of ordinary skill will recognize that the available
content may not be determined dynamically (on a transac-
tional basis) at the host server 20, and instead may be pre-
generated and cached on the asset servers 25 (or other suitable
storage device) for broadcast to interested client systems.

When a user selects a game (or other content) the client
application 15 sends the host server 20 a request for content.
In a preferred embodiment, the content served to the client
applications 15 is stored and processed from a plurality of
asset servers 25 that are distributed at different places within
the network. Substantial benefits in network performance can
be obtained by storing and processing content from asset
servers 25 that are efficiently distributed across the network
45. But one of ordinary skill will readily recognize that an
embodiment of the system 10 can be built with content is
stored and processed from a single, central data location such
as the host server 20. The benefits and use of distributed web
architectures are well known in the art and globally-distrib-
uted data storage and server systems are available from com-
panies such as Akamai Technologies, Inc.

In a preferred embodiment, when a user initiates a request
for a game or other content, the content is distributed from the
asset servers 25 to the client application 15. In one embodi-
ment, the communication between the asset servers 25 and
client application 15 occurs via a hypertext transport protocol
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(HTTP) request/response transaction. In alternative embodi-
ments, communication may occur via a transmission control
protocol/internet protocol (TCP/IP) socket connection or via
some combination of HT'TP and a socket connection. Socket
connections are well known in the art as a means of continu-
ous data transmission between computer systems.

The communication between the host server 20 and the
client applications 15 and between the host server 20 and
asset servers 25 is preferably via HTTP. Whereas a socket
connection requires a continuous connection between two
computers, HTTP is a stateless request/response system that
maintains a connection between client and server only for the
length of the immediate request. After a generic TCP client
establishes a HT'TP connection with a server and sends a
request command, the server returns a response and closes the
connection.

In response to a request from a client application 15 for a
game or other content, the host server 20 retrieves informa-
tion about the requested game from a metadata table or datas-
tore 35. The metadata datastore 35 typically stores informa-
tion about the available content rather than storing the content
itself. In the context of games content, the data stored in the
metadata datastore 35 may include a game title, release date,
genre, number of players, supported game controllers, mini-
mum and recommended system requirements, original plat-
form and an entertainment software rating board (ESRB)
rating or other parental guidance indicia. As described below,
the content distribution system 10 of the present invention can
be configured as a gaming network that distributes games
on-demand to clients via the Internet or other network. Many
of'the games distributed through the network were originally
written as arcade games or for a home gaming systems such as
offered Nintendo, Sony, Microsoft, Sega and Atari, among
others. In a preferred embodiment, the metadata datastore 35
has information about every game that is available to sub-
scribers of the content distribution system 10 and, for each
game, the metadata includes information about the platform
for which the game was originally written and the system
requirements needed to run the game.

A role of the host server 20 in delivering content to the
subscriber is to communicate with the asset servers 25 to
direct the delivery of the content to the appropriate client
application 15. The host server 20 may also optionally per-
form several other administrative processes related to the
delivery of the content. An administrative process that has
already been discussed is a verification that the user is autho-
rized to access the requested content. This can occur at the
user level to verify that the account owner has not restricted
the user’s access to the requested content, or the verification
can occur at an account level to confirm that the account rights
extend, to the requested game.

Another administrative process that the host server 20
optionally performs is a check of the user system to confirm
that it satisfies the minimum system requirements of the
requested content. User system specifications may be stored
in the subscriber datastore 30, or alternatively, the client
application 15 may be configured to use one of several known
techniques to detect the specifications of the system on which
it is running. The host system 20 then compares the user
system specifications against the minimum and recom-
mended requirements of the requested game and sends a
message to the client application 15 as to whether the game
requirements are or are not met.

The secure content in the form of whole files or blocks of
data delivered to the client application 15 is stored in a secure
content datastore 40 such as n encrypted virtual disk volume
40, non-secure content such as advertisement video is pref-
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erably stored in a non-secure datastore 40. Game content, for
example, is typically stored as a binary file that resulted from
compiling the original source code. These binary files may or
may not be compressed and typically use the .zip, .NES or
similar well known file extensions. If the content is an arcade
orvideo console game, the game file may contain the machine
language used by the original platforms to execute the game.
‘When the game file is delivered to a client application 15, an
emulator software component in the client application 15
emulates the original platform to allow the game to play on
the user system much like it did on its original platform. The
type of content stored and delivered to clients via the system
10 is not limited to game ROMs and can include audio, video,
and two and three dimensional assets or media, among others,
some or all of which can be delivered via streaming (continu-
ous transmission of data) and other known data transmission
processes.

FIG. 1 shows an embodiment of the entertainment content
distribution system 10 in which the subscriber datastore 30,
metadata datastore 35 and content datastore 40 are shown as
individual storage systems. But one of ordinary skill will
readily recognize that these datastores can be configured as
part of asingle database or similar data storage device and that
a relational database management system (RDMS) such as
Oracle 91 can be used to process some or all of the data from
a single server.

FIG. 2 illustrates the steps required to deliver content to a
user system in accordance with an embodiment of the present
invention. In Step 10, the client application 15 sends a request
for content to a host server 20. In Step 20, the host server 20
performs some or all of the validation steps described above
to confirm that the user is authorized to access the content and,
in the case of a game, has a system that can run the game. Ifa
determination is made that the user is not authorized to access
the content or that the user system does not meet the necessary
hardware requirements, the process proceeds to Step 30 and
the host system 20 returns a response to the client application
15 indicating that the response cannot be processed. If the
request for content is validated, the process proceeds to Step
40 and the host system 20 dispatches a command to an asset
server 25 to deliver the requested content to the user. In the
case of a distributed asset server 25 system, the host server 20
may perform an additional step of determining which of
several geographically distributed asset servers 25 is best
positioned to deliver the requested content to the user. Alter-
natively, a determination of which asset server 25 is best
positioned to deliver the requested content is performed by a
server application that manages the server farms.

In Step 50, the asset server 25 retrieves the requested con-
tent from the content datastore 40. In Step 60, the asset server
25 establishes a communication link with the appropriate
client application 15 and in Step 70 the asset server 25 deliv-
ers the content to the user. Depending on the size of the
content file or files being transferred, the content may be
delivered in segments or as a single file. For example, games
that were originally written for the Atari and Nintendo video
console systems are typically less than a megabyte in size and
require just a few seconds to download to the client applica-
tion 15. In contrast, a medium-size game written for the Sony
Playstation console is about 100 megabytes in size, and a
game written for a personal computer typically ranges
between several hundred megabytes to several gigabytes of
data.

In a preferred embodiment, the content distribution system
10 presents users with an environment that is similar to the
television viewing experience from which the users select and
access content. In the context of a gaming network, the sys-
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tem 10 manages the user experience by offering commercial
advertisements or other forms of audiovisual content between
game levels and during download wait times. If the requested
content loads completely before the end of the commercial,
users can choose to watch the rest of the commercial (or other
transitional content) or to proceed to the game.

Another aspect the distribution system 10 that manages the
game experience and gives users a television-like experience
is the use of a virtual environment (sometimes referred to
herein as a graphic user interface environment). In one
embodiment, the user interface environment includes a host
avatar placed in a computer-generated setting. The user inter-
face environment serves as the default content and is prefer-
ably the first thing the user sees upon entering the system 10.
Users manipulate objects in the environment and/or navigate
through one or more background or interface settings to select
content, list available content and to set game and system
options. Games are entered from the user interface environ-
ment and users return to the environment when a game is
paused or ended.

As part of the user interface, the host avatar serves almost
as a television show host or news anchor that greets users with
information about new games, contests and other gaming-
related information. Users may optionally have the ability to
select between several pre-existing avatar images or the sys-
tem 10 may use one of several known graphics tools to allow
users to customize their own avatar. Similarly, the virtual
setting for the host may be determined by the system 10 or
optionally can be user-customized.

The avatar host and other parts of the user interface may
comprise two-dimensional or three-dimensional media ele-
ments. The system 10 preferably offers both a two-dimen-
sional and a three-dimensional version and users can choose
which version they prefer. The complexity or graphic-inten-
sive nature used for the user interface environment also
depends on the system used to run the client application 15
For example, a first user runs the client application 15 on a
high-end computer system equipped with a fast video card
that allows the user to receive and process three dimensional
images. This user may opt for a graphic-intensive presenta-
tion of the avatar and background environment. A second user
runs the client application 15 on a low-end computer system
that does not have a fast video card. This user may opt for a
two-dimensional version of the virtual environment, or the
client application 15 may detect the hardware limitations of
the user system and adjust the content accordingly. Additional
users may run the client application 15 on a set top box of a
cable or satellite system, a personal digital assistant (PDA)
device, cell phone or other digital electronic device. In a
preferred embodiment, the virtual environment is adjusted to
adapt to whatever hardware the user uses to access the system
10.

Another aspect of the system 10 is the implementation of a
programming reward system that incentives users to partici-
pate in a variety of activities or challenges. The challenges
can include the playing and mastering of selected games,
participation on tournaments and achievement of certain lev-
els in selected games, among others. The incentives can take
many forms including the earning of badges or other hono-
raries, or the unlocking of special games or game levels, to
name a few. Badges, levels, tournament trophies and other
incentives preferably persist with a user account and graphi-
cal summaries of a user’s achievements can be shared with
other users via an online communication interface such as the
AOQOL instant messenger service.

Still another aspect of the system is the delivery of com-
mercials or other transitional content between game levels or
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during download wait times. In a preferred embodiment, the
transitional content can be targeted to specific types of users
based on information in the subscriber datastore 30 or content
that is selected by the user. For example, a car manufacturer
might request that an advertisement for a sports car be deliv-
ered to male users between the ages of sixteen and thirty-five.
In an embodiment of the present invention, the content dis-
tribution system 10 uses a priority list of paid-for commercial
content to determine which commercial to show to users. The
commercial at the top of the priority list is used the next time
a commercial is delivered to a user and once the commercial
is delivered it moves to the bottom of the priority list. When a
commercial that is targeted for a specific subset of users
reaches the top of the priority list, the host server 20 performs
acheck ofthe account profile for the user to see if the user falls
within the advertiser’s target market. If the user meets the
advertiser criteria, the commercial is delivered to the user. But
if a user does not meet the criteria, the host server 20 uses the
next commercial in the priority list and the commercial that
was skipped remains at the top of the priority list until it is
delivered.

Transitional content can also be tied to specific entertain-
ment content. A commercial for sporting equipment, for
example, may be associated with a particular game or game
genre. If a user requests a game or game category that has
been targeted by an advertiser, the metadata associated with
the game specifies which commercial or set of commercials
should be shown as the game is downloaded and between
game levels. As part of the delivery process, the host server 20
checks the metadata to determine if specified commercials or
other transitional content has been specified for the requested
game. The host server 20 delivers any specific content speci-
fied in the metadata datastore 35, and if none is specified,
delivers the advertising content in accordance with the prior-
ity list. One of ordinary skill in the art will readily recognize
that any content can be delivered and that the present inven-
tion is not intended to be limited to transitional content in the
form of commercial and advertisements. Examples of non-
commercial forms of transitional content that can be deliv-
ered to a user as a requested game is downloading can include
mini-games, tips, game cheats, game instructions and a brief
history about the game being downloaded.

As described above, the game content that is delivered to
users can involve large amounts of data. If a user requests
content that requires that the system 10 deliver a large amount
of content to the client application 15, then the user may
experience large download delays that detract from the enter-
tainment experience that the system 10 is intended to create.
To help alleviate this delay, an embodiment of the distribution
system 10 includes a content download process that allows a
user to start playing a game before the entire game is down-
loaded. The mechanics of this process are described in detail
below. In general, the system 10 downloads enough of the
game so that the user can begin play and the system 10
downloads the balance of the game as a background process
while the user is playing the game in the foreground.

Another pre-load operations that is optionally part of the
content distribution system 10 is the download of content
while a user logged off the system 10. The technology
required to perform this process is known in the art and is
found in products such as ESPN Motion. In general, if a
connection is maintained between the user system and the
network 45 after the user has logged off of the system 10, the
client application 15 uses this connection to download and
store content on the user hard drive. The next time the user
logs into the system 10, the client application 15 delivers the
locally-stored content making it appear to the user as if the

—_

0

—_

5

45

60

65

12

content was downloaded instantaneously. In this way, the user
experience is enhanced and the gaming environment bears a
greater resemblance to a television experience than does any
known console or personal computer gaming system.

B. Client Application

FIG. 3 illustrates a high-level view of the components of
the client application 15 in accordance with an embodiment
of the present invention. This illustration includes a commu-
nications manager 50, content manager 60, asset protection
manager 70, graphical user interface (GUI) manager 80, and
game manager 90. The client application 15 is preferably
written using C and/or C++ programming languages that
integrate the various client components, loading the compo-
nents as needed depending on user actions. One of ordinary
skill in the art will readily recognize that the foregoing is an
exemplary configuration and that a client application 15 can
be developed using other software languages and architec-
tures.

The communications manager 50 is responsible for com-
munication between the client components and the server-
side applications. The communications manager 50 uses
known processes to implement the protocols for data transfers
including HTTP, TCP/IP and socket communications. In a
preferred embodiment, XML or like structures are used to
transfer content objects, chat objects and system communi-
cation commands. But one of ordinary skill will readily rec-
ognize that other known structures for data transfer can be
used with the present invention.

The content manager 60 is responsible for the transfer of
data between the client and server-side applications and addi-
tionally manages the disk space cache of the user machine.
The content manager 60 manages the download of data from
the host server 20 and asset servers 25. In addition, the relay
network manager 100 can support relay network or peer-to-
peer file sharing so that content can be shared between various
users of the system 10. Peer-to-peer networks that allow all
machines in a network to act as a server for the purpose of file
sharing are well known in the art. One of ordinary skill will
readily recognize that the data transfer efficiencies can be
gained by using a relay network and that known techniques
for achieving these efficiencies can be adapted for use with
the present invention.

As discussed above, the content manager 60 uses known
data transfer techniques to support data downloads in fore-
ground and background modes. In either mode, the content
manager 60 monitors and reports the progress of the down-
load to the other client components. FIG. 4 is a process flow
chart that shows the interaction between the content manager
60 and other client components to track the progress of a
game that is downloading in a foreground mode. In Step 100,
an asset server 25 establishes an TCP/IP communication (ei-
ther via HTTP or open socket) with the client application 15
via the communications manager 50 and starts a download.
The content manager 60 monitors the download and at Step
110 at predetermined intervals transmits the download
progress to the other client components. The progress update
typically takes the form of bytes downloaded, but the content
manager 60 can be programmed to convert the progress to a
percentage of the total download. In Step 120, the game
manager 90 receives the download progress update from the
content manager 60 and, in the illustrated embodiment, the
game manager 90 converts the download progress into a
percentage of the total download. In Step 130, the game
manager 90 passes a percentage download complete update to
the GUI manager 80, and in Step 140 the GUI manager 80
displays the download progress to the user. When the down-



US 7,465,231 B2

13

load completes, the process moves to Step 150 and the content
manager 60 dispatches a download complete message to the
game manager 90.

The content manager 60 also provides progress updates for
downloads that occur as a background process. When down-
loading in a background mode, progress reports are not dis-
played to the user and instead are published to the interested
client components. The following example describes the use
of progress reports for a download that occurs in a back-
ground mode. Assume that a user wants to play a golf game
and in response to the request the host server 20 retrieves the
metadata for the requested game. Among other information in
the metadata is an indication that the golf game spans several
hundred megabytes of data. Recognizing that it will take a
substantial amount of time to download that much data, an
administrator has previously analyzed the software code for
the game and established several benchmarks (sometimes
referred to herein as index points). The metadata preferably
includes these index points and, as a result, identifies that
game content that must be downloaded to start the game and
the content that must be downloaded for each successive
index. An aspect of the present invention, thus, is the progres-
sive download of content, including game content that was
originally written to play on arcade-style machines, dedicated
game consoles and personal computers.

The host server 20 communicates the index points to the
content manager 60 and game manager 90 (via a header file
that precedes the content data) and the download of the game
begins. To show the switch from a foreground to a back-
ground download, we assume that the content manager 60
downloads the initial portion of the game as a foreground
process. But a commercial or other type of transitional con-
tent could, of course, be delivered during the initial download,
in which case the entire game download would occur as a
background process. As the first part of the game downloads,
the content manager 60 monitors and reports the download
progress to the GUI manager 80 and the progress is displayed
to the user. When that portion of the game required to start
play has finished downloading, the game manager 90
launches a game player and play begins.

While the user plays the first part of the game, the rest of the
game continues to download as a background process, and the
content manager 60 monitors and reports on the progress of
the download. Periodic download status updates are pub-
lished from the content manager 60 to the other client com-
ponents. In one embodiment, the game manager 90 compares
the amount of data downloaded against the benchmarks set
out in the metadata to determine when benchmark in the game
is reached. In the context of a golf game, each benchmark
might represent a golfhole and as each benchmark is reached,
the game manager 90 recognizes that a new golf hole is
available to play. In an alternative embodiment, the content
manager 60 performs the comparison of the download
progress to the index points, and dispatches a message to the
game manager 90 when a new index is reached. In still
another alternative embodiment, a new component is part of
the client application 15 and has the responsibility of moni-
toring the download progress received from the content man-
ager 60 and reporting to the game manager 90 as index points
are reached.

Updates to the user interface can also be downloaded in a
background mode while a user accesses other entertainment
content in the foreground. This is another technique
employed by the system 10 to enhance the gaming experi-
ence. When a user returns to the interface after pausing or
ending a game, the user receives an updated version of the
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interface (a different virtual setting for example) and it pref-
erably appears to the user as though the update downloaded
instantaneously.

In a preferred embodiment, before initiating any download
as a background process, the content manager 60 determines
whether the processing that is occurring in the foreground
will be substantially impacted if a download is added as a
background task. Software applications are known in the art
that measure the processing load on a user system. The con-
tent distribution system 10 can leverage these known appli-
cations to determine whether adding a background download
will impact the processing that is occurring in the foreground.
Alternatively, the system 10 restricts and/or eliminates the
use of background-mode downloads if a user system does not
meet certain predefined system specifications.

Returning to FIG. 3, the next component of the content
distribution system 10 is the asset protection 70. In a preferred
embodiment, licensing and asset protection functions are
combined into a single asset protection module, but one of
ordinary skill will readily recognize that some or all of the
functions can be separated into multiple components. Licens-
ing functionality that preferably resides in the asset protection
manager 70 includes user authentication and registration and
request verification. User authentication concerns whether a
user has rights to access the system 10, user registration is
used to add a new account or a new user to an existing
account, and the verification function involves checking a
user account to determine whether a user has rights to perform
arequested activity. Some or all of the business logic for these
licensing functions may reside in the asset protection man-
ager 70 or the manager may serve as an interface to a third-
party service that handles the account administration func-
tion.

FIG. 5 is a process flow diagram that illustrates the steps
required to authenticate the login information of a user in
accordance with an embodiment of the present invention. In
Step 200, the GUI manager 80 receives a user identifier and
password from an attempted user login. The GUI manager 80
is programmed to recognize the keystrokes as an attempted
login. In Step 210, the GUI manager 80 passes the login
information to the asset protection manager 70. In Step 220,
the asset protection manager 70 uses the communications
manager 50 to access a subscription datastore 30. In Step 230,
the asset protection manager 70 queries the subscription
datastore 30 and authenticates the user login. If the login
information does not correspond to an active account, the
process proceeds to Step 240 and the asset protection man-
ager 70 dispatches a message to the user (via the GUI man-
ager 80) indicating that the user has entered invalid login
information. If the login is valid, the process proceeds to Step
250 and the asset protection manager 70 notifies the other
client components of a successful login. In a preferred
embodiment, upon receiving a successful login the client
application 15 uses processes described below to begin deliv-
ering the system’s gaming interface to the user.

FIG. 6 is a process flow diagram that illustrates the steps
required to create a new account in accordance with an
embodiment of the present invention. In Step 300, the GUI
manager 80 receives a request to create a new account and
captures the requisite account information. In a preferred
embodiment, the option to create a new account is part of a
login presentation and the GUT manager 80 is configured to
respond to a create account request with a form that prompts
the user to enter the requisite information. In Step 310, the
GUI manager 80 dispatches a create account event to the asset
protection manager 70 and the in Step 320 the asset protection
manager 70 processes the request.
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The processing required to create a new account depends
on the business requirements of the distribution system 10. As
an example, if no fee is associated with the registration pro-
cess, the asset protection manager 70 creates a new account
by verifying that the entered information satisfies the regis-
tration criteria and adding a new record to a subscription
datastore 30. If the user is requesting a free-trial of an account,
the asset protection manager 70 may perform the additional
step of determining whether the user qualifies for a free-trial.
On the other hand, if the registration requires a fee, the asset
protection manager 70 contacts a host server 20 and/or a
third-party service to validate the credit card or other payment
information supplied by the user.

FIG. 7 is a process flow diagram that illustrates the steps
required to verify a user’s right to access content in accor-
dance with an embodiment of the present invention. As will
be readily apparent to one of ordinary skill, many of the
processes described herein include, either expressly or
implicitly, the step of using the asset protection manager 70 to
verify the user right to perform a requested action. In Step
400, the GUI manager 80 receives a user’s request to play a
game. In Step 410, the GUI manager 80 dispatches the request
to the asset protection manager 70. In Step 420, the asset
protection manager 70 uses the communication manager 50
to access the subscription 30 and metadata 35 datastores. In
Step 430, the asset protection manager 70 verifies whether the
account rights extend to the requested game.

Several verification processes can occur before a user is
granted rights to access content, but, in this example, the
verification is limited to determining whether the account
rights extend to the requested content. In a preferred embodi-
ment, a metadata record associated with the requested content
has one or more identifiers that indicate whether the game is
considered premium content and the types of subscriber
accounts that have access rights to the game. The asset pro-
tection manager 70 uses this metadata and the account infor-
mation from the subscriber datastore 30 to verify that the
requested access is permitted.

If the account rights do not extend to the requested game,
the process proceeds to Step 440 and the asset protection
manager 70 dispatches a message to the GUI manager 80
denying the user request. But if the asset protection manager
70 determines that the account rights include the requested
game the process proceeds to Step 450 and the user request is
passed to the host server 20. At Step 460, the host server 20
performs additional verification processes. These processes
may include a determination whether the account owner has
restricted the particular user from accessing the requested
content using parental controls functionality, and whether the
user’s system satisfies the minimum hardware requirements
to play the requested game. One of ordinary skill will recog-
nize that the processing illustrated in FIG. 7 is intended to be
illustrative and that the asset protection manager 70 or the
game manager 90 may perform some or all of these processes.

If the host server 20 does not verify the user request, the
process returns to Step 440 where a request denied message is
displayed to the user via the GUI manager 80. But if the host
server 20 approves the user request, the process proceeds to
Step 470 and the host server 20 directs an asset server 25 to
deliver the content (the process used to deliver game content
to a user is described below).

Another role of the asset protection manager 70 is to pro-
tect the rights of access to and use of content distributed by the
system 10. A variety of processes are known in the art for
securing and protecting digital content. One of ordinary skill
in the art will readily recognize that some or all of these
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processes can be used with the content distribution system 10
to secure and protect the content delivered to users.

In the content distribution system 10, assets in the form of
digital content are stored in encrypted form on asset servers
25 and, when downloaded, on the hard drive and memory
cache of user systems. The encryption scrambles the content
to make it unintelligible until it has been decrypted using a
decryption key that changes periodically and is issued by the
asset protection manager 70 as part of the verification pro-
cess. In a preferred embodiment, the logic for the decryption
process is integrated with the game manager 90 and allows the
transfer of decrypted content to the game players on demand.

Returning again to FIG. 3, the next component in the client
application 15 is the GUI manager 80. In general, the GUI
manager 80 accepts input from the users and displays output
to the users. User input typically comes from a keyboard and
mouse but any gaming or input device that is known in the art
can be supported. For example, in the context of a game
distribution network, the GUI manager 80 accepts input from
devices that include joysticks, game pads and gas pedal/
steering wheel combinations, among others. And because the
client is not limited to computer systems, user input can be
received from electronic devices such as mobile phones,
wireless handheld devices and cable set top boxes, to name a
few.

FIG. 8 is a block diagram that illustrates how the GUI
manager 80 uses device-specific components (referred to
herein as GUI players 82) to receive and display output to
different user devices. GUI players 82 are preferably config-
ured to accept input from and display output to specific types
of user devices. Each GUI player 82 performs the same func-
tion (input and output) and preferably interacts with the GUI
manager 80 via a common interface. Each GUI player 82,
however, is written to interact with a different communication
layer 84 and a different set of user devices. As shown below,
the GUI manager 80 handles the business logic for GUI
events while GUI players 82 handle the presentation of the
output to the user device. The separation of the GUI compo-
nent responsible for the presentation (GUI players 82) from
the GUI component that handles the GUI business logic (GUI
manager 80) offers a degree of scalability that is not present in
current systems. In a preferred embodiment, the GUI man-
ager 80 need not be modified to add support for a new user
device, and support for a new device can be added by writing
a new GUI player 82 to interface with the communication
layer 84 of the device.

Three known communication layers 84 are shown in the
FIG. 8, the Native Windows environment, ActiveX controls
and Dynamic Link Libraries (DLL) or another shared library.
One of ordinary skill will recognize that the present invention
is not tied to these communication layers and, in fact, one or
more of these layers may be replaced by alternatives that are
known in the art. These are intended to be illustrative and one
of ordinary skill in the art will recognize that other commu-
nications layers are known in the art and can be used with the
present invention. In a preferred embodiment, the communi-
cation layers 84 act as interfaces between the GUI players 82
and the hardware components of the different user devices. As
an example, a module known as CTL3DV2.DLL is part of the
DLL communications layer 84; when called this DLL module
performs the graphic function of drawing a three-dimensional
border around a dialog box. The benefit of having this module
as part of a communications layer 84 is that a GUI player 82
can call this DLL module whenever it needs to draw a three-
dimensional border in a DLL-supported device. Without this
communications layer 84, to achieve the same result a GUI
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player 82 must interface directly with the hardware drivers of
every user device supported by the system 10.

The choice of GUI player 82 determines the type of pre-
sentation that the user receives. Thus, a first GUI player 82
that is written to support a high-end computer system may
produce a presentation that shows a user interface and host
avatar as a full-screen, dynamic, three-dimensional image.
While a second GUI player 82 that is written for a lower-end
computer system may produce a two-dimensional presenta-
tion of the interface and avatar. And a third GUI player 82
written for a handheld wireless device or mobile phone may
limit the presentation to a text message. GUI players 82 can
thus modify the presentation of the system 10 to meet the
specific hardware requirements of a user device. Used this
way, the GUI players 82 allow the content distribution system
10 to support a broad range of user devices.

The following paragraphs describe the interaction that
occurs between the GUI manager 80 and GUI players 82 as
the system 10 processes a GUI event. FIG. 9 illustrates the
interaction in the context of a user request for a listing of
available content that begins with the letter “A.” In Step 500,
the GUI player 82 captures keystrokes (or another form of
input) that the user enters to request a list of available content.
In a preferred embodiment, the role of the GUI player 82 is to
interact with the user device to capture the input, but not
necessarily to interpret the input. Thus, in Step 510, the GUI
player 82 passes the input to the GUI manager 80 and the GUI
manager 80 performs the algorithm that interprets the input as
a request for a list of available content that begins with the
letter “A”” The GUI manager 80 also preferably performs the
logic of determining whether the requested content is stored
in local memory or whether a call must be made for data that
is stored at a remote location.

Step 520 represents the processing that is required to obtain
the requested content. The content may be stored locally, or
the GUI manager 80 may need to dispatch a content request
from the communication and asset protection managers to
retrieve the requested information. In Step 530, the GUI man-
ager 80 builds the list that the user requested and sends the list
to the GUI player 82. The GUI manager 80 may receive only
that content that satisfies the user request, or the GUI manager
80 may receive a complete list of all available content. In the
latter case, the GUI manager 80 is programmed with suffi-
cient logic that it filters the content to show only that content
that begins with the letter “A”” Then if the user later requests
content that begins with another letter, the GUI manager 80
can respond to the request without invoking another call to the
host server 20.

In a preferred embodiment, data is transferred from the
GUI manager 80 to the GUI player 82 as a XML file, though
other methods of data transfer can be used in alternative
embodiments. Because the GUI logic is separated from the
GUI presentation, the GUI manager 80 provides the raw data
to the GUI player 82 but offers no instruction as to how the
content should be displayed. In Step 540, the GUI player 82
receives the XML file and leverages the necessary presenta-
tion logic and/or presentation template to display the listin a
manner that is appropriate for the associated user device.
While the vast majority of business logic associated with GUI
operation preferably occurs in the GUI manager 80, the GUI
player 82 and/or presentation logic associated with the GUI
player 82 can process some basic GUI functions that do not
require a call to the GUI manager 80. As an example, the GUI
player 82 preferably will allow a user to scroll through the list
of content without dispatching another GUI event to the GUI
manager 80.
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Returning again to FIG. 3, the next component shown in
the client application 15 is the game manager 90. In general,
the game manager 90 dispatches the user’s request to play a
game to an appropriate game player 92 and handles the busi-
ness logic associated with playing a game. FIG. 10 is a block
diagram that illustrates a hierarchical relationship that exists
between the game manager 90 and a plurality of game players
92 and emulators 94 in accordance with an embodiment ofthe
present invention.

Emulators 94 are generally known in the art as software
applications that allow a computer or other user device to
mimic the hardware of an emulated system. Emulators 94 are
complex pieces of software that are written for video game
consoles such as that made by Nintendo, Sony, Microsoft,
Sega and Atari, among others. For purposes of the present
invention, a video game console is a specialized computer
systems that is configured to play video games. Game soft-
ware for video game consoles is available on CDs or DVDs,
although earlier game machines used cartridges in which the
game software was stored on read only memory (ROM)
chips. Video game consoles can be powered by microproces-
sors similar to those used in personal computers, but the
hardware in a video game console is controlled by the console
manufacturer, and the software is specifically geared to the
machine’s capabilities. A special subset of video game con-
soles are handheld video game systems, such as the Nintendo
GameBoy, Sega GameGear and Atari Lynx machines. These
are self-contained, portable and usually battery-operated ver-
sions of a video game console.

Two types of emulators are known in the art: the first is a
single-system or single-game emulator, such as the NES
(Nintendo) emulator, the Atari 2600 emulator and the Apple I1
emulator. These emulators only emulate one kind of system
or game. The second type of emulator is a multi-emulator, the
best example being the Multi-Arcade Machine Emulator
(MAME). MAME emulates hundreds of arcade games that
originally were written for hundreds of different arcade sys-
tems, many of which were equipped with different hardware
configurations. Because each arcade game was written for a
specific hardware configuration, MAME uses a driver system
to emulate each game. And as a result, each arcade game that
runs on MAME uses a driver that is specific to that game.

Another problem that occurs with emulators 94 that are
known in the art is that each emulator 94 has its own unique
way of loading games. A user that intends to run a game on an
emulator 94 must read the documentation that accompanies
the emulator to understand how the emulator 94 works and
what games it supports. And in many cases, the user will find
that the emulator 94 does not perfectly emulate the abilities of
the system that it is intended to copy. With some emulators 94,
the imperfections cause minor problems such as a glitch in
graphics or a slight timing problem. In other cases, an imper-
fection has a more drastic impact that results in the game not
running or a game that runs without sound, joystick support or
some other significant features.

In a personal computer system that runs a version of Win-
dows™ or a similar operating system, when an emulator 94
launches a game (which literally requires a command like
CAMAME PACMAN), the game is displayed in a full-screen
Windows DirectX mode. As the emulator 94 runs the game,
there is no communication between the game and the rest of
the computer system. As shown below, the present invention
supplies this missing interface and in a preferred embodiment
the game player 92 fulfills this role.

With reference to FIG. 10, the game players 92 are software
applications that wraps around and are uniquely configured to
communicate with a specific emulator 92. Each game player
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92 is preferably written as a tight interface to a particular
emulator 92 and accesses the memory locations that the emu-
lator 94 uses to control a game. Thus, for example, a game
player 92 knows the specific memory locations that an emu-
lator 92 uses to store data for saved games, game options,
current scores and high scores. As a result, the game player 92
can track and report on a user’s location and status within a
game.

While each game player 92 is written to interface with a
particular emulator 94, all game players 92 preferably use a
common messaging format that allow them to communicate
in a generic fashion with the game manager 90. As shown
below, the game manager 90 handles the business rules asso-
ciated with game delivery while the game players 92 and
emulators 94 handle the actual mechanics of game delivery.
This separation of the client components that handle game
delivery (game players 92 and emulators 94) from the client
component responsible for the business logic (game manager
90) offers a degree of scalability that is not present in current
systems. In a preferred embodiment, the game manager 90
need not be modified to add support for a new emulator 94,
and support for a new emulator 94 can be added by writing a
new game player 92 to interface with the new emulator 94.

In one embodiment of the distribution system 10, some of
the functionality of individual game players 92 are normal-
ized and stored in a separate component that can be thought of
as a game player utility 93. The game player utility 93 might,
for example, include the presentation logic necessary to com-
press asignal into a particular image size. In one embodiment,
the game player utility 93 is a common library that holds code
used by multiple emulators. In the case of the presentation
logic, many emulators use the exact same presentation logic
to compress a game image. Rather than have the same code
repeated in each of the plurality of emulators, the system 10
preferably uses the game player utility 93 to centralize the
code used by the associated game players and/or emulators. A
benefit of this approach is that the code can be updated with a
single change to the game player utility 93 rather than neces-
sitating code changes in each of the related emulators or game
players.

Another benefit of this architecture is that a preferred algo-
rithm or software routing can be made readily accessible to
multiple emulators. For example, many emulators use a con-
volution filter or other interpolation routines to expand a
game image so that the image can be rendered on a display
device with better resolution than the display of the native
system for which the game was written. While this function-
ality is present in several emulators, some convolution filters
are better than others at rendering the image. The game player
utility 93 allows a preferred routine to be stored in a single
location and made available to multiple emulators. If the
routine is later improved (or a better routine discovered), an
update can be affected across all of the calling emulators by
simply changing the code stored in the game player utility 93.

When a game is launched, the game player 92 monitors the
keystrokes (and other supported input) of a user as the user
plays the game. During game play, most user input relates to
game play so the game player 92 takes no action and allows
the emulator 94 to respond to the user input with an appro-
priate game play-related action (i.e. a user presses the space-
bar to jump and in response the emulator 94 causes the user’s
in-game character to jump). But if the user input is one of a
predetermined list of reserved keystrokes, control is passed to
the game player 92 to take an appropriate system-related
action.
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The following paragraphs illustrate how a game player 92
is used as an interface between an emulator 94 that runs a
game and a game delivery system that controls the emulator
94.

An embodiment of the distribution system 10 is a game
delivery system that establishes a keyboard standard such that
as a user plays a game certain reserved keystrokes will cause
certain system-related events to occur no matter what game
the user may be playing at the time. Thus, for example, the
ESC key might be reserved by the game delivery system as a
command to pause a game, while the function keys F1
through F6 might be reserved to start, stop, resume, save, load
and post a game score, respectively. A role of the game player
92 in such a system is to monitor the input as a user plays the
game and to initiate the appropriate system-related action
when the game player 92 detects that the user has hit one of
the reserved keys.

One of ordinary skill will recognize that some emulators 94
may require modification to adapt to this game delivery sys-
tem model. Thus, for example, if an emulator 94 was origi-
nally written to use one of the reserved keys for a game-
related activity (or as an emulator-related administrative
feature) the emulator 94 must be modified to adapt to the
keyboard standard of the game delivery system. For example,
if an emulator 94 was originally written to terminate a game
upon receiving an ESC, the emulator 94 must be rewritten so
that when it detects the ESC key, the game is paused (rather
than terminated) and game control is passed to the game
player 92. To continue with the illustration, when the game
player 92 receives game control from the emulator 94, the
game player 92 preferably passes control back to the game
manager 90 and an event is dispatched to the GUI manager 80
with instructions to display a virtual game environment (or
other game network interface) to the user.

This interaction between the game manager 90, game play-
ers 92 and emulators 94 allows a user to pause in the middle
of'a game and enter the graphic user interface (i.e. the virtual
game environment). From the interface, the user can return to
the game, launch a new game or access the default content
(i.e. a host avatar) associated with the interface. By returning
the user to the interface and pausing, rather than terminating
the emulation, the distribution system 10 provides a managed
gaming experience that does not presently exist. This con-
tinuous delivery of entertainment content is a stark contrast to
the disruptive experience provided to users in existing gaming
networks. In traditional game systems, when a user exits an
emulated game, the user is dropped back into the operating
system of the computing device. And should the user wish to
play another game, he or she typically must select an appro-
priate emulator 94 and enter the unique set of commands
required by that emulator 94 to start the new game.

The following paragraphs illustrate the interaction
between the game manager 90, game player 92, emulator 94
and other client components to deliver a game to a user in
accordance with an embodiment of the present invention.

When a user requests access to a game, the game manager
90 receives the request from the GUI manager 80. The game
manager 90 then verifies through the asset protection man-
ager 70 that the user has the right to play the game. The game
manager 90 also preferably contacts the subscription datas-
tore 30 and/or the metadata datastore 35 to confirm that the
user system satisfies the hardware requirements of the game
and to determine whether the account owner has established
any parental control options to preclude the user from access-
ing the game. The metadata also preferably identifies a game
player 92 and emulator 94 that is associated with the
requested game.
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Unless the requested game is stored locally on the user
system, the game manager 90 dispatches a request to the
content manager 60 to download the game from an asset
server 25. If the game uses download benchmarks, the game
manager 90 may monitor the download progress, or the game
manager 90 may wait for an indication from the content
manager 60 the download is complete. During the download
the game manager 90 may handle the download and delivery
ofanadvertisement or other transitory content to the user. The
transitory content can be specified by the metadata and/or
determined by the host server 20. When the game download is
complete, or in the case of a benchmarked-game when
enough of the game has been downloaded to start play, the
game manager 90 launches the game player 92 and emulator
94 and play begins.

An aspect of the present invention is the transparent deliv-
ery of an emulated game to a user. As illustrated in the fore-
going process, the only action required by the user to initiate
a game is to identify (via a mouse click or other input) a game
title that the user wants to play. The game manager 90 handles
the determination of which emulator 94 is required to play the
selected game, and the game player 92 handles the processing
required to make the appropriate emulator 92 launch the
game. A preferred embodiment of the game delivery system
10 thus delivers games that were originally written for a
variety of game platforms, and emulates those games on user
machines using processes that are transparent to the user and
are delivered to the user through a common and consistent
user interface. And because the presentation of content is
handled by a GUI player 82, the games delivery and emula-
tion processes occur independently of the type of device that
the user uses to access the system 10.

The following paragraphs describe how games written for
a personal computer are delivered to users in a content distri-
bution system 10. With reference to FIG. 10, a game manager
90 is shown communicating with three game players 92. A
game delivery system 10 preferably includes many player 92
and emulator 94 combinations and those shown in the figure
are intended to illustrate the broad range of games supported
by the system. A first game player 92 is shown interfacing
with a NES emulator and represents support for games that
were originally written for console gaming systems. The sec-
ond game player 92 interfaces with the MAME emulator and
represents support for arcade games. The final game player 92
interfaces with an Exent Technologies platform and repre-
sents support for games written for personal computers (here-
after “PC games”).

Whether an emulator is required to play a PC game
depends on the computer platform that the game was origi-
nally intended to support and the type of device that the use
uses to access the game delivery system 10. Thus, if a PC
game was written to support only Macintosh computer sys-
tems, an emulator 94 is required to play the game on a com-
puter that uses the Windows operating system, and vice versa.
But in many cases PC games are written to support multiple
computer platforms and these games can be delivered to users
without using an emulator 94.

As illustrated in FIG. 10, the game delivery system 10
preferably supports the delivery and play of PC games. But
the PC games that do not use an emulator 94 are handled a
little differently than other games. Specifically, when the
game delivery system 10 starts to execute a PC game, it
relinquishes control over much of the user device to the PC
game. This is largely unavoidable due to the fact that each PC
game uses the user’s computer resources in a different way.

For example, when a game delivery system 10 runs an
emulated game, the game player 92 knows exactly how the
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emulator 94 will respond to each user action. If a user decides
to save a game, the game player 92 knows where in memory
the saved game information is stored and has the option to
store the data locally or to store it remotely server-side. In
contrast, unless a game player 92 is written to interface to a
specific PC game, the game player 92 that controls the game
has minimal information about the resources the game uses.
In most cases, the game player 92 will not know where a PC
game stores its saved game data and, as a result, cannot
intercept and forward the data to a server-side storage loca-
tion.

In a preferred embodiment, however, game players 92 are
used to launch PC games and do monitor the user input to
those games. While the game players 92 do not exert the same
degree of control that is used for emulated games, the game
player 92 does support some system-related functionality.
Thus, for example, a game player 92 preferably retains the
ability to start and stop a PC game that is being played in a
game delivery system 10. Moreover, when a user leaves a PC
game, the game player 92 in conjunction with the game man-
ager 90 and other system components returns the user to a
virtual user interface, and thereby provides the user with a
non-disruptive, managed entertainment experience.

A preferred embodiment of the content distribution system
10, is thus a game delivery network that delivers games that
were originally written for a plurality of different console,
arcade and computer gaming systems. An aspect of the dis-
tribution system 10 is a user-friendly game network interface
that launches an emulator 94 in response to a user selection of
a game. A single click of a mouse (or other supported input
device) on a title causes the corresponding game to be down-
loaded and launched to the user. The system 10 handles the
selection of an appropriate emulator 94 for the game (if an
emulator is needed) and the delivery of the game is indepen-
dent of the device the user uses to access the network.

Another aspect of the system 10 is the ability to return the
user to the game network interface when the user pauses or
terminates a game. In known gaming systems, when a user
leaves an emulation program the user is typically dropped to
an operating system that controls the user’s system. If a user
wants to play another game, the user has to re-launch the
gaming system and select a new game. In a preferred embodi-
ment of the present invention, a user returns to the games
network interface when he or she leaves a game. And while in
the network interface the user has the option of returning to
the game he or she just left, launching a new game or receiv-
ing and viewing the default content that is associated with the
network interface. The present invention thus provides a man-
aged gaming experience that offers a continuous delivery of
entertainment content and, as a result, the content distribution
system 10 is readily distinguishable from any existing game
delivery system.

The entertainment content distribution system 10, which
comprises an ordered listing of selectable services can be
embodied in any computer-readable medium for use by or in
connection with an instruction execution system, apparatus,
or device, such as a computer-based system, processor-con-
taining system, or other system that can fetch the instructions
from the instruction execution system, apparatus, or device
and execute the instructions. In the context of this document,
a “computer-readable medium” can be any means that can
contain, store, communicate, propagate, or transport the pro-
gram for use by or in connection with the instruction execu-
tion system, apparatus, or device. The computer readable
medium can be, for example but not limited to, an electronic,
magnetic, optical, electromagnetic, infrared, or semiconduc-
tor system, apparatus, device, or propagation medium. More
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specific examples (a non-exhaustive list) of the computer-
readable medium would include the following: an electrical
connection (electronic) having one or more wires, a portable
computer diskette (magnetic), a random access memory
(RAM) (magnetic), a read-only memory (ROM) (magnetic),
an erasable programmable read-only memory (EPROM or
Flash memory) (magnetic), an optical fiber (optical), and a
portable compact disc read-only memory (CDROM) (opti-
cal). Note that the computer-readable medium could even be
paper or another suitable medium upon which the program is
printed, as the program can be electronically captured, via for
instance optical scanning of the paper or other medium, then
compiled, interpreted or otherwise processed in a suitable
manner if necessary, and then stored in a computer memory.

Further, any process descriptions or blocks in flow charts
should be understood as representing modules, segments, or
portions of code which include one or more executable
instructions for implementing specific logical functions or
steps in the process, and alternate implementations are
included within the scope of the preferred embodiment of the
present invention in which functions may be executed out of
order from that shown or discussed, including substantially
concurrently or in reverse order, depending on the function-
ality involved, as would be understood by those reasonably
skilled in the art of the present invention.

It should be emphasized that the above-described embodi-
ments of the present invention, particularly any “preferred
embodiments” are merely possible examples of the imple-
mentations, merely set forth for a clear understanding of the
principles of the invention. Any variations and modifications
may be made to the above-described embodiments of the
invention without departing substantially from the spirit of
the principles of the invention. All such modifications and
variations are intended to be included herein within the scope
of the disclosure and present invention and protected by the
following claims.

In concluding the detailed description, it should be noted
that it will be obvious to those skilled in the art that many
variations and modifications can be made to the preferred
embodiment without substantially departing from the prin-
ciples of the present invention. Also, such variations and
modifications are intended to be included herein within the
scope of the present invention as set forth in the appended
claims. Further, in the claims hereafter, the structures, mate-
rials, acts and equivalents of all means or step-plus function
elements are intended to include any structure, materials or
acts for performing their cited functions.

That which is claimed:

1. A game delivery system that allows a user to select from
and receive delivery of at least one of a plurality of games via
a network, said system comprising:

an asset server that stores software game code associated
with said plurality of games, said plurality of games
comprising a first set of game software stored in a format
able to be executed on one or more arcade game systems,
a second set of game software stored in a format able to
be executed on a video game console, and a third set of
game software stored in a format able to be executed on
a personal computer;

a host server that directs said asset server to deliver one of
said plurality of games to said user in response to a
request from said user; and

one or more processors residing on a user computing
device associated with said user, said user computing
device being remotely located from said asset server and
said host server and in communication with said asset
server and said host server over said network, said one or

—_

0

—_

5

25

40

60

65

24

more processors configured for running a client appli-
cation, and said client application configured for dis-
playing a list of available games, accepting from said
user said request to play a game selected from said list of
available games, selecting an emulator from a plurality
of emulators stored on said user computing device when
said selected game is included in said first set or said
second set of game software, and executing said selected
emulator to translate said software game code, wherein
said list of available games comprises at least a portion
of said plurality of games stored on said asset server;
wherein said plurality of emulators comprises:
one or more arcade emulators for translating software
game code originally written for execution by one or
more arcade game systems to functionally equivalent
blocks of compiled instruction set code on said user
computing device, and
one or more console emulators for translating software
game code originally written for execution by one or
more console game platform to functionally equiva-
lent blocks of compiled instruction set code on said
user computing device.

2. The game delivery system of claim 1, wherein said
software game code comprises binary files that result from
compiled source code of said plurality of games.

3. The game delivery system of claim 1, wherein said
software game code is stored in an encrypted form and a
decryption key is sent to said user computing device.

4. The game delivery system of claim 1, wherein said one
delivered game is delivered via said network to said user
computing device.

5. The game delivery system of claim 1, wherein said client
application is configured to transmit said request to said host
server and to receive said software game code from said asset
server in response to said request.

6. The game delivery system of claim 5, wherein said client
application further comprises a plurality of graphic user inter-
face modules, wherein each of said graphic user interface
modules is configured to use a different presentation logic and
to interact with a different type of user computing device.

7. The game delivery system of claim 5, wherein said client
application further comprises a first and second graphic user
interface module, said first graphic user interface module
used to deliver said requested game to a desktop personal
computer, and said second graphic user module used to
deliver said requested game to a handheld computing device.

8. The game delivery system of claim 5, wherein said client
application further comprises a content manager that controls
adownload of said software game code from said asset server
to said user computing device.

9. The game delivery system of claim 1, wherein said client
application is configured to initiate play of said requested
game from a partial download of said software game code
while other portions of said software game code are simulta-
neously being downloaded.

10. The game delivery system of claim 1, wherein said
client application is configured to reward said user for com-
pleting a predefined task.

11. The game delivery system of claim 10, wherein said
client application is configured to track said rewards issued to
said user and allows said user to provide indicia of said
rewards to a second user.

12. The game delivery system of claim 10, wherein said
client application is configured to provide said user with
access to one of a new game or a new game level in response
to said user completing a predefined task.
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13. The game delivery system of claim 1, wherein said
client application is configured to access said software game
code from a local datastore residing on said user computing
device.

14. The game delivery system of claim 13, wherein said
local datastore comprises a plurality of secured virtual vol-
umes.

15. The game delivery system of claim 1, wherein said
client application further comprises a library of executable
code that is common to said plurality of emulators.

16. The game delivery system of claim 1, wherein:

said one or more console game emulators comprises a first

console game emulator for translating software game
code originally written for execution by a first console
game platform and a second console game emulator for
translating software game code originally written for
execution by a first console game platform, and

said client application includes a first game player associ-

ated with one of said one or more arcade emulators a
second game player associated with said first console
game emulator, and a third game player associated with
said second console game emulator, said first, second,
and third game players being configured to monitor a
game being played via said arcade, said first console
game, and second console emulators, respectively, and
provide communication between said emulators and
said client application.

17. The game delivery system of claim 16, wherein said
game players are configured to perform a predetermined
action in response to a user inputting a predefined keystroke
through the user computing device during game play.

18. The game delivery system of claim 16, wherein said
arcade emulator is configured to pass control of said arcade
game to said first game player in response to a user inputting
a command to pause or terminate said emulated arcade game,
said first console emulator is configured to pass control of said
first console game to said second game player response to said
user inputting a command to pause or terminate said first
emulated console game, and said second console emulator is
configured to pass control of said second console game to said
third game player response to said user inputting a command
to pause or terminate said second emulated console game.

19. The game delivery system of claim 18 wherein each of
said first, second, and third game players are configured to
pass control of said user computing device to said client
application in response to said user inputting said command
to pause or terminate said emulated games.

20. The game delivery system of claim 1, further compris-
ing a metadata datastore associated with said asset server, said
metadata datastore including a data portion associated with a
game, said data portion indicative of one or more operating
requirements for running said game.

21. The game delivery system of claim 20, wherein said
client application is configured to retrieve said data portion
from said metadata datastore and to compare said data portion
to a specification of said user computing device in response to
said user request for said game.

22. The game delivery system of claim 1, wherein said
client application is additionally configured to permit said
user to select one of said available games and to forward said
selected game to a location specified by said user.

23. The game delivery system of claim 1, wherein said
client application is additionally configured to receive a selec-
tion of said one of said available games from said user and to
deliver said selected game to a second user specified by said
user.
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24. A method of delivering game content to a computing
device associated with a user, said method comprising:

delivering a graphical user interface that displays a list of

available games and allows said user to select a game
from said list;

receiving input indicative of a first game selection by said

user;

choosing one emulator from a plurality of emulators to

emulate a hardware configuration of a game platform for
which said first selected game was written, wherein at
least two emulators of said plurality of emulators are
configured to emulate the hardware configuration of a
different game platform, and wherein said emulator is
chosen based at least in part on the game platform for
which said first selected game was written;

launching said chosen emulator and initiating game play of

said first selected game;

monitoring user input during said game play of said first

selected game by a game player associated with said
chosen emulator; and

returning said user to said graphical user interface upon

identifying in said user input one of a predefined set of
user inputs,

wherein said step of returning said user to said graphical

user interface comprises said game player receiving said
one of said predefined set of user inputs and communi-
cating a message associated with said received input to a
game manager, and said game manager communicating
said message to a graphical user interface manager to
return said user to said graphical user interface.

25. The method of claim 24, wherein said graphical user
interface is configurable such that said user can select and
initiate game play with a single click of a mouse on a game
title.

26. The method of claim 25, wherein the step of launching
said emulator and initiating game play occurs without requir-
ing additional user input.

27. The method of claim 24 further comprising the step of
pausing game play of said game upon identifying in said user
input one of a predefined set of keystrokes from said user, said
one keystroke being predefined as a game pause key.

28. The method of claim 27, further comprising the step of
marking a pause point in said first selected game and saving at
least one game play parameter such that said first selected
game can be resumed at said pause point, said pause point
reflecting a progress point in said game play.

29. The method of claim 28, further comprising the step of
returning said user from said graphical user interface to said
first selected game and resuming said game play of said first
selected game at said pause point.

30. The method of claim 24, further comprising the steps of
terminating said game play of said first selected game and
allowing said user to initiate play of a second selected game.

31. The method of claim 30, further comprising the steps
of:

choosing a second emulator from said plurality of emula-

tors, said second emulator configured to emulate a hard-
ware configuration of a game platform for which said
second selected game was written;

launching said second emulator and initiating game play of

said second selected game;

monitoring said user input during said game play of said

second selected game by a second game player associ-
ated with said second emulator; and

taking a game delivery system related action by said sec-

ond game player if said user input includes one of said
predefined set of user inputs.
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32. The method of claim 31, wherein said predefined set of
user inputs comprise keystrokes that correspond to at least
one of the game-related functions of starting, stopping, paus-
ing or exiting from said game.

33. The method of claim 24, wherein said graphical user
interface is a common interface that is manipulable by said
user to access a plurality of game assets that are executable on
a plurality of gaming platforms.

34. The method of claim 24, further comprising:

accessing an account associated with said user in response
to said first game selection;

verifying that said account permits said user access to said
first game selection; and

notifying said user if said user does not have access right to
said first selected game.

35. The method of claim 34, further comprising:

offering said user an option to upgrade said account to give
said user access to said first selected game.

36. The method of claim 34, further comprising:

offering said user a version of said first selected game to try
on a trial basis.

37. A system for delivering game content to a user device

via a network, said system comprising:

an asset server that stores a game file for a game written for
a console gaming system;

a datastore that includes game metadata associated with
said game file, said metadata comprising a plurality of
index points that logically divide said game file into a
plurality of portions, a first index point identifying a
portion of said game file that is required to initiate game
play of said game, and one or more subsequent index
points that identify one or more additional portions of
said game file; and

a processor on said user device configured for executing a
client application, said client application comprising:

A. acontent manager that monitors a progress of a transfer
of said game file from said asset server to said user
device; and

B. a game manager that manages said game play of said
game on said user device;

wherein said game manager receives said metadata from
said datastore and periodic updates of said game transfer
progress from said content manager, and initiates said
game play of said game in response to an indication that
a portion of said game file identified by said first index
point has been transferred successfully to said user
device, wherein said game manager is configured for
initiating said game play of said game prior to all por-
tions of said game file being transferred to said user
device.

38. The system of claim 37, wherein said client application
is configured to allow game play as a foreground process
while said content manager continues transferring an addi-
tional portion of said game file as a background process.

39. The system of claim 37, wherein said client application
is configured to deliver transitional content to said user device
when said game file is being transferred and before said game
play has begun.

40. The system of claim 39, wherein said transitional con-
tent is identified in said metadata and is associated with said
game file.

41. The system of claim 37, wherein said content manager
is configured to transfer updates to a dynamic graphic user
interface as a background process while said game is played
as a foreground process.
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42. A system for monitoring and managing game play of a
plurality of games on a computer associated with a user, said
system comprising:

a game manager configured for receiving a request to play
a first game or a second game selected from said plural-
ity of games by a user using said computer, said first and
second games being originally adapted for execution on
one or more computing devices having different hard-
ware configurations than said computer;

a first emulator configured for translating said first selected
game into a format executable on said computer and
responding to user input while said first selected game is
being played on said computer;

a second emulator configured for translating said second
selected game into a format executable on said computer
and responding to user input when said second selected
game is being played on said computer;

a first game player associated with said first emulator, said
first game player configured for monitoring user input
while said first selected game is being played on said
computer; and

a second game player associated with said second emula-
tor, said second game player configured for monitoring
user input while said second selected game is being
played on said computer,

wherein said game manager is further configured for iden-
tifying said first game player and said first emulator
associated with said first game in response to receiving
said request to play said first game and identifying said
second game player and said second emulator associated
with said second game in response to receiving said
request to play said second game,

wherein said first game player is further configured for
obtaining and passing control of said first game to said
game manager in response to receiving a particular input
from said user while said first selected game is being
played, said particular input being included on a list of
predetermined user inputs, and

wherein said second game player is further configured for
obtaining and passing control of said second game to
said game manager in response to receiving a particular
input from said user while said second selected game is
being played, said particular input being included on
said list of predetermined user inputs.

43. The system of claim 42 wherein:

said first emulator is further configured for taking one or
more game play-related actions in response to user input
while said first selected game is being played when said
user input is not included on said list of predetermined
user inputs, and

said second emulator is further configured for taking one or
more game play-related actions in response to user input
while said second selected game is being played when
said user input is not included on said list of predeter-
mined user inputs.

44. The system of claim 43 wherein:

said first game player is further configured for taking one or
more system-related actions in response to receiving
said particular input while said first selected game is
being played, said particular input being included on
said list of predetermined user inputs, and

said second game player is further configured for taking
one or more system-related actions in response to receiv-
ing said particular input while said second selected game
is being played, said particular input being included on
said list of predetermined user inputs.
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45. The system of claim 44 wherein said list of predeter-
mined user inputs comprises a key associated with pausing
game play of said first game or said second game.

46. The system of claim 45 wherein:

said request is a first request,

said game manager is further configured for:

receiving a second request to play a third game selected
from said plurality of games by said user using said
computer while said first game or said second game is
paused, said third game being originally adapted for
execution on one or more computing devices having
different hardware configurations than said computer
and said computing device for which said first game
or said second game was originally adapted; and

identifying a third game player and a third emulator
associated with said third game in response to said
third game being selected by said user; and said third
game player is configured for:

monitoring user input while said third selected game is
being played, and

obtaining and passing control of said third game to said
game manager in response to receiving a particular
input from said user while said third selected game is
being played, said particular input being included on
said list of predetermined user inputs.

15

20

30

47. The system of claim 46 wherein said game manager is
further configured for allowing said user to resume play of
said paused game after pausing or terminating game play of
said third game.

48. The system of claim 42 wherein said first game player
is configured for launching said first emulator and said second
game player is configured for launching said second emula-
tor.

49. The system of claim 48 wherein said first game player
is configured for initiating game play of said first selected
game, and said second game player is configured for initiating
game play of said second selected game.

50. The system of claim 42 wherein:

said first game player is further configured for allowing

said first emulator to respond to user input while said
first selected game is being played on said computer
when said user input does match not user inputs included
on said list of predetermined user inputs, and

said second game player is further configured for allowing

said second emulator to respond to user input while said
second selected game is being played on said computer
when said user input does not match user inputs included
on a list of predetermined user inputs.

* * * * *





