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57 ABSTRACT

According to a method for displaying an online game in a
content stream, a website logon is received from a user of a
computing device and an associated profile is retrieved. The
content stream associated with the profile is displayed in a
GUI presented by the computing device. The content stream
includes multiple views associated with different games that
are multiplayer online games. The view associated with a
game is updated in response to an event recognized by the
game mechanics model of this game. The view associated
with the game is relocated to a location of prominence in the
content stream, if the user data indicates that the user is a
participant of the game. The relative location of the view
associated with the game is maintained within the content
stream, if the user data indicates that the user is a spectator of
the game.

25 Claims, 9 Drawing Sheets

Twitch Interactive, Inc. v. CP Studios LLC
IPR2026-00414
CP Studios Exhibit 2009

Page 1 of 18



U.S. Patent Feb. 5, 2013 Sheet 1 of 9 US 8,366,546 B1

- 15

@ Game Tite .‘ &
", S0 %

106 e W 108 200~

\ ﬂe/ S 4 ;

Game bogrd
& s,

,

W2y 4

N

ot Mew Game -

HCEE
.2,‘9
F37
eE
;
b s
B

&3
B
=3
& .
pid :
%
=
P4
4

NS g;? 108

sttt gttt
R
=2

102 § '
I

w3

. im
& R S [

Checkers With Frsnds ©
gﬁﬁ fﬁ/ﬁ (,;:3 i 109
Gamg hoad : ‘
10 o ,w,,% ) )
h FIG. 2

Vs . .
Hined  Austincaptured § pleoes

(“\3 el shoartad & Qo g

e
%,

npionin

Twitch Interactive, Inc. v. CP Studios LLC
IPR2026-00414

CP Studios Exhibit 2009

Page 2 of 18



U.S. Patent Feb. 5, 2013 Sheet 2 of 9 US 8,366,546 B1

oo REHE
¢

Starting A Game From Start Menu

Pick a Game

Settings Firad Qpponents _
Hegvanlly Played Fromls i{}&
oot
AP ANPAN
‘é’:\‘ i“;m ;«;::5 s g?ﬁ

s

104
(S} ameme O
“, /.»

ER )
i
[Chdtna i Yooy 8 e

Twitch Interactive, Inc. v. CP Studios LLC
IPR2026-00414

CP Studios Exhibit 2009
Page 3 of 18



U.S. Patent Feb. 5, 2013 Sheet 3 of 9 US 8,366,546 B1

Plaver B
FIG. 7

3z
M/“j

o™

Dndine Came
Parametor
Player A
I
ek

fond

%«z
- &
gz @
%23:"“ Li.
T

Twitch Interactive, Inc. v. CP Studios LLC
IPR2026-00414

CP Studios Exhibit 2009

Page 4 of 18



US 8,366,546 B1

Sheet 4 of 9

Feb. 5, 2013

U.S. Patent

0l "9l

e
1y sossabosd
aigie siueny

6 Ol
RIS

1 soeneBosg
g By

g Old

WG Ul
FIRYG DUBL) 1504

At 41 9

s

I P T

FRALENS

n

oo 5

P~

Twitch Interactive, Inc. v. CP Studios LLC

IPR2026-00414
CP Studios Exhibit 2009

Page 5 of 18



U.S. Patent Feb. 5, 2013 Sheet 5 of 9 US 8,366,546 B1

R
k4

| J— - 350 .
FIG. 11 FIG. 12 FIG. 13

Twitch Interactive, Inc. v. CP Studios LLC

IPR2026-00414

CP Studios Exhibit 2009

Page 6 of 18



U.S. Patent

Feb. 5,2013 Sheet 6 of 9 US 8,366,546 B1

Revelve websiie logon from aser of nomputing i
dovive, o, smariphing, sad retrdeve e
axsaciated profile
Uisplay profie’s contend stream in g GUI pesented an
By e compiting device, where the confe Py
shraans nchudes multinle views sssoiated o
with siffersnt gemes el ae multiplaysr
orling games
Updale the view assotialed withone of the 404
HRMSS 1 responss 1o an svent recogized s

by the gams mechanicos model a.q., 3 gams
move, 8 ohEngs 1 Seue, of g conynent

1

Relorats the view asseoiated with the game 406
i g fneation of prominence in the confent

shream, i user dale indiostes il e
uet i % participant of the game

»l

Maintaln 3 relative Ioation of the view 408
associsted wilh e game within S pondent. Jeee
ey gty indiosies that the user

Twitch Interactive, Inc. v. CP Studios LLC
IPR2026-00414

CP Studios Exhibit 2009

Page 7 of 18



Reueive wElSIe kigon Trom user of computing | S0
device, e.g. smartphone, and retieve |
associated profile

Uisplay profile’s content siream in 3 GU presented
by the compuling device, where the oontent
steea includes multipls views assotiated
with diffevent games hat ae mulliplayer
onfing games

592

Update the view associated wihione of the 504
games in responss 1o an svent recognized L
by the game mechanios model, &g, 2 game
move, 3 Changs i soore, of a comment

| 506

Relocate the view associated with e game |
o & location of prominence In e condent
stresrm based on the svent

Firdahy

FIG. 15

U.S. Patent Feb. 5, 2013 Sheet 7 of 9 US 8,366,546 B1

Twitch Interactive, Inc. v. CP Studios LLC

IPR2026-00414
CP Studios Exhibit 2009
Page 8 of 18



U.S. Patent Feb. 5, 2013 Sheet 8 of 9 US 8,366,546 B1

o gt o doned

sk

o 4 st made & move and ot poies, Your hured ek wpand aned
WA ) o

Bupand foplay b

521

s
82a

{v"*".’( o
E} @ Eiti e, SEHS
{1 () v s

e A, S0

824

S,

.

< Y

i Wiluon ORI S et

Othefle

.

f}i%?{?

8 Bpaver Tl we playdgt GIEK o speotily 534
il

§34a

538

noay Tyler How abod 2 nios game of Chass o (thet

o shioge f pland
& garnn and row

o}
anin/n/nli

Twitch Interactive, Inc. v. CP Studios LLC
IPR2026-00414

CP Studios Exhibit 2009

Page 9 of 18



U.S. Patent Feb. 5, 2013 Sheet 9 of 9 US 8,366,546 B1

SHER BROFWERER

™,

orasOnree s,

Twitch Interactive, Inc. v. CP Studios LLC
IPR2026-00414

CP Studios Exhibit 2009

Page 10 of 18



US 8,366,546 B1

1 2
GAMELETS associated with the profile in a graphical user interface pre-
sented by the computing device. The content stream includes
BACKGROUND multiple views associated with different games that are mul-

tiplayer online games. The computer program further

Playing online games, i.e., games played over a computer 5 includes program instructions for updating the view associ-
network, is a popular Internet-based activity. Some online ated with a first game in response to an event recognized by
games are single-player games, while others are multi-player the game mechanics model of the first game. Additionally, the
games. In the case of multi-player games, which are growing computer program includes program instructions for relocat-
in popularity due at least in part to the social interaction that ing the view associated with the first game to a location of
they afford, players typically must access a game server at the 10 prominence in the content stream, if user data associated with
same time to initiate a game. This requirement can make it the user who logged on to the website indicates that the user
difficult for friends to participate in a multi-player game is a participant of the first game.
together. In one embodiment, the computer program also includes

Social networking websites such as Facebook provide a program instructions for maintaining the relative location of
convenient way for friends to interact online. However, to 15 the view associated with the first game within the content
participate in a multi-player game together, friends typically stream, if the user data associated with the user who logged on
must leave their feed streams to play the game on a separate to the website indicates that the user is a spectator of the first
canvas. game.

It is in this context that embodiments arise. In yet another example embodiment, another method for

20 displaying an online game in a content stream is provided. In
SUMMARY this method, a website logon is received from a user of a
computing device and a profile associated with the logon is

In an example embodiment, a method for displaying an  retrieved. The content stream associated with the profile is
online game in a content stream is provided. In this method, a displayed in a graphical user interface presented by the com-
website logon is received from a user of a computing device 25 puting device. The content stream includes multiple views
and a profile associated with the logon is retrieved. The con- associated with different games that are multiplayer online
tent stream associated with the profile is displayed in a graphi- games. The view associated with a first game is updated in
cal user interface presented by the computing device. The response to an event recognized by the game mechanics
content stream includes multiple views associated with dif- model of the first game. Next, the view associated with the
ferent games that are multiplayer online games. The view 30 first game is relocated to a location of prominence in the
associated with a first game is updated in response to an event content stream based on the event. In one embodiment, the
recognized by the game mechanics model of the first game.  view associated with the first game is relocated to the location
The view associated with the first game is relocated to a of prominence in the content stream when the event recog-
location of prominence in the content stream, if user data nized by the game mechanics model of the first game is a
associated with the user who logged on to the website indi- 35 game move.
cates that the user is a participant of the first game. Other aspects and advantages of the inventions will

In one embodiment, the relative location of the view asso- become apparent from the following detailed description,
ciated with the first game is maintained within the content taken in conjunction with the accompanying drawings, which
stream, if the user data associated with the user who logged on illustrate by way of example the principles of the inventions.
to the website indicates that the user is a spectator of the first 40
game. BRIEF DESCRIPTION OF THE DRAWINGS

In one embodiment, the graphical user interface is associ-
ated with a social networking website. In one embodiment, FIG. 1 is a simplified diagram that illustrates a content
the content stream is a content feed displayed by a social stream including gamelets, in accordance with an example
networking website. In one embodiment, the computing 45 embodiment.
device is a smartphone. FIG. 2 shows a smartphone that is displaying a content

In one embodiment, the view associated with a game stream including a gamelet, in accordance with an example
includes the current state of the game board, the players embodiment.
participating in the game, and an indication as to which player FIG. 3 is a simplified diagram that illustrates a start menu
is to take the next turn or to make the next move. In one 50 view for starting a game, in accordance with an example
embodiment, the view associated with the game further embodiment.
includes the current score of the game. In one embodiment, FIG. 4 is a simplified diagram that illustrates an expanded
the view associated with the game also includes comments player view of a game board, in accordance with an example
provided by players participating in the game or by spectators embodiment.
of the game. 55 FIG.5isaview that enables a player to find an opponent to

In one embodiment, the event recognized by the game create a game, in accordance with an example embodiment.
mechanics model of the first game is a game move, a change FIG. 6 is a view that illustrates a game parameter being
in the score of the game, or a comment regarding the game. defined at the start of a game, in accordance with an example

In another example embodiment, a computer program embodiment.
embedded in a non-transitory computer-readable storage 60  FIG. 7 is a view that illustrates the state of the game shown
medium is provided. The computer program, when executed in FIG. 6 after Player B has engaged in some game play.
by one or more processors, causes an online game to be FIG. 8 is a simplified diagram that illustrates a view of a
displayed in a content stream. The computer program content stream including a gamelet, in accordance with an
includes program instructions for receiving a website logon example embodiment.
from a user of a computing device and for retrieving a profile 65 FIG. 9 is a simplified diagram that illustrates a view of the

associated with the logon. The computer program also
includes program instructions for displaying a content stream

content stream shown in FIG. 8 after content posts have been
added to the content stream.
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FIG. 10 illustrates a view of the content stream after the
gamelet has been relocated in the content stream.

FIGS. 11-13 are simplified diagrams that illustrate how a
gamelet is updated as the gamelet progresses in the content

4

a smartphone, a tablet computer, or a personal computer,
based on instructions received from the game management
software. In another embodiment, the gamelet could be a
native application for a smartphone, e.g., an iPhone device or

stream, in accordance with an example embodiment. 5 an Android device. Content stream 100 also includes feeds

FIG. 14 is a flowchart diagram illustrating the method 104, e.g., content posts from persons associated with a user
operations performed by game management software in dis- through a social graph or an access control list (ACL), which
playing an online game in a content stream, in accordance are displayed inline with the gamelets in the content stream.
with an example embodiment. Content stream 100 may be a stream associated with a social

FIG. 15 is a flowchart diagram illustrating the method 10 networking website, e.g., a Facebook news feed, a Google+
operations perfonned by game management software in dis- stream, a Twitter timeline, etc., or a stream associated with a
playing an online game in a content stream, in accordance ~ gaming website, e.g., Zynga.
with another example embodiment. As shown in FIG. 1, gamelet 1024 includes title bar 104,

FIG. 16 is a simplified diagram that illustrates a view of a game board 106, scoreboard 108, and comments section 110.
content stream inc]uding a game]et’ when implemented ona 15 Title bar 104 is a graphical user interface (GUI) Widget that
website designed to facilitate social gaming, in accordance includes suitable buttons or icons to enable users to minimize
with an example embodiment. or maximize the view of gamelet 102a within the content

FIG. 17 is a simplified diagram that illustrates a network stream. Title bar 104 also displays the title of the game and, if
for a social game, in accordance with an example embodi- desired, an icon associated with the game. Game board 106 is
ment. 20 a rendering of the current state of the game board. In the

example of FIG. 1, game board 106 is rendered in a spectator
DETAILED DESCRIPTION view. Game board 106 also can be rendered in an expanded
player view, as described in more detail below with reference

In the following description, numerous specific details are to FIG. 4. Scoreboard 108 shows the scores of the players
set forth in order to provide a thorough understanding of the 25 participating in the game. The players may be identified by a
exemplary embodiments. However, it will be apparent to one picture, e.g., a thumbnail image associated with a profile for
skilled in the art that the example embodiments may be prac- a social networking website, an avatar, or other suitable sym-
ticed without some of these specific details. In other bol. In the example of FIG. 1, scoreboard 108 shows the
instances, process operations and implementation details players ranked by score from the highest score to the lowest
have not been described in detail, if already well known. 30 score; however, it will be appreciated that scoreboard 108

The example embodiments described below involve game- may display the players in any desired order. Comments
lets. One might consider a gamelet as including three com- section 110 displays comments regarding gamelet 102a. The
ponents: 1) a model; 2) a view; and 3) a controller. The comments regarding the gamelet may be made in a text box by
gamelet model handles the game-specific logic resulting from either participants or spectators of the game in the same
implementation of the game mechanics. In an example 35 manner that comments are posted in content streams. In addi-
embodiment, the model might be part of the game manage- tion, comments can be automatically generated by game man-
ment software or be supplied by game studios, e.g., using a agement software for display in the gamelet, as will be
software development kit (SDK). The SDK can include a described in more detail below.
structured data format. In an example embodiment, the struc- With continuing reference to FIG. 1, gamelet 1025 is dis-
tured data format might be JavaScript Object Notation 40 played in content stream 100 below feeds 104. As shown in
(JSON). Also in an example embodiment, the gamelets devel- title bar 104 of gamelet 1025, this gamelet shows a view ofthe
oped using the SDK might be hosted on the hardware and game having the title “Checkers with Friends,” although it
software infrastructure described below to guarantee uptime will be appreciated that game board 106 shown in FIG. 1 does
and speed. The gamelet view renders the current state of the not show a rendering of the actual game board for this game.
game board, e.g., the players involved, the current score, the 45 Title bar 104 of gamelet 1025 also includes a checkerboard
player to make the next move, etc. In an example embodi- icon displayed adjacent to the title of the game. In the com-
ment, the gamelet controller might be a JavaScript controller ments section 110 of gamelet 1025, two comments are shown:
that sends messages to a php controller. It will be appreciated 1) “Austin captured 3 pieces;” and 2) “Samir started a game.”
that the controller is responsible for handling user input and Each of these comments is generated automatically by the
updating the model. For instance, when a player clicks on a 50 game management software based on events that take place
game board to make a move, the JavaScript controller will during the game and is written for display in the gamelet, e.g.,
determine whether the move is valid according to the game in a text box. In the event comments are made by participants
mechanics, and send the move to the php controller. The php or spectators of the game, such comments would be displayed
controller will do additional verification according to the in comments section 110 of gamelet 1025 along with the
game mechanics, and send the move to the gamelet model for 55 comments automatically generated by the game management
application of the game-specific logic. software.

FIG. 1 is a simplified diagram that illustrates a content Gamelet 102¢ is displayed in content stream 100 below
stream including gamelets, in accordance with an example gamelet 1025. In the example of FIG. 1, gamelet 102¢ is a
embodiment. As shown in FIG. 1, content stream 100 minimized view of the gamelet in the content stream. This
includes gamelets 102a, 1025, and 102¢. As used in this 60 minimized view of gamelet 102¢ includes a music note icon,
disclosure, a “gamelet” refers to a graphical user interface a number of thumbnail images, and a “+” button. The music
(GUI) supported by a game mechanics model. It will be note icon is the icon associated with gamelet 102¢ and serves
appreciated that a gamelet’s view is controlled by game man- to identify the gamelet. It will be appreciated that each game-
agement software that stores the game mechanics model in let can be assigned an icon that identifies the gamelet. The
volatile storage, e.g., RAM, and/or persistent storage, e.g., a 65 thumbnail images shown in the minimized view of gamelet

database. It will be further appreciated that the gamelet’s view
will be displayed by a browser running on a client device, e.g.,

102c¢ identify the participants of the game. It will be appreci-
ated that the participants of the game may be identified in any
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other suitable manner, e.g., with an avatar or other symbol.
The “+” button enables users to change the view of gamelet
102¢ within content stream 100 to a maximized view. It will
be appreciated that any suitable graphical user interface

6

example shown in FIG. 4, the view of scoreboard 108 is
rendered such that the scoreboard is situated below controls
112 and the scores are displayed across the screen in a hori-
zontal arrangement. It will be understood that the view of

(GUI) widget can be used to enable users to change the view 5 scoreboard 108 can be omitted from both the expanded player
of gamelet 102¢ displayed within content stream 100. view and the spectator view for games in which keeping a
FIG. 2 shows a smartphone that is displaying a content score is not necessary.
stream including a gamelet, in accordance with an example FIG. 5 is a view that enables a player to find an opponent to
embodiment. As shown in FIG. 2, smartphone 200 is display- create a game, in accordance with an example embodiment.
ing content stream 100, which includes gamelet 102d, in a 10 As shown in FIG. 5, view 300 includes five GUI widgets, e.g.,
GUI presented by the smartphone. GUI widget 202, e.g. a buttons, that provide a player with five options for finding an
button, is also displayed on the screen of smartphone 200. The opponent to create a game. The first option enables a player to
GUI widget 202 enables a user to access a start menu that can find an opponent by connecting with friends from a social
be used to start a new game, as described in more detail below networking website, e.g. Facebook, to create a game. In
with reference to FIG. 3. As shown in the example of FIG. 2, 15 accordance with the second option, an opponent is automati-
for ease of illustration, only one gamelet, i.e., gamelet 102d, cally selected for the player. The third option enables a player
is visible on the screen of smartphone 200. It will be appre- to search for an opponent by user name. The fourth option
ciated that content stream 100 can include multiple gamelets, enables a player to choose an opponent from his or her contact
and that the user of smartphone 200 can scroll to see any list. Inaccordance with the fifth option, a player can engage in
gamelets located below the scroll of the screen of the smart- 20 a local “pass and play” game in which a single device, e.g., a
phone. As shown in FIG. 2, gamelet 1024 also includes title smartphone, is handed back and forth between two players. In
bar 104, game board 106, scoreboard 108, and comments addition, players can tag friends, e.g., Bob is playing the game
section 110, each of which is described above with reference “Risk” with Tom and Charles.
to FIG. 1. FIG. 6 is a view that illustrates a game parameter being
FIG. 3 is a simplified diagram that illustrates a start menu 25 defined at the start of a game, in accordance with an example
view for starting a game, in accordance with an example embodiment. As shown in FIG. 6, the view associated with
embodiment. As shown in FIG. 3, start menu view 204 gamelet 302 illustrates the start of a game called “Hanging
includes game selection view 204a, settings view 2045, and with Friends.” In accordance with the game mechanics of
opponent search view 204c. Game selection view 204a “Hanging with Friends,” one player, e.g., Player A, selects a
enables a user to pick a game to be played by clicking on an 30 word to be guessed by the other player, e.g., Player B. In the
icon associated with the game. For example, to starta game of example of FIG. 6, Player A has selected the word “WHOLE”
“Checkers with Friends,” a user can click on the checkerboard as the word to be guessed by Player B. FIG. 7 is a view that
icon shown in game selection view 204a. Settings view 2045 illustrates the state of the game shown in FIG. 6 after Player
enables a user to select the settings for the game, e.g., the B has engaged in some game play. As can be seen in the view
number of players, whether the game is public or private, etc. 35 associated with gamelet 304, by correctly guessing certain
To enable a user to select the desired settings, settings view letters and being given the last vowel in the word for free (in
204bH can include suitable GUI widgets, e.g., drop down accordance with the mechanics of the game), Player B has
menus and radio buttons. Opponent search view 204¢ enables ascertained that the word puzzle includes the letters “O,” “L,”
auser to find opponents to play in the game. As shown in FIG. and “E.” On the other hand, Player B has accumulated three
3, opponent search view 204¢ includes search box 206 to 40 strikes by incorrectly guessing that the word puzzle includes
enable a user to search for a friend to play in the game. the letters “A,” “B,” and “D.”
Opponent search view 204c¢ also displays list 208 of recently FIG. 8 is a simplified diagram that illustrates a view of a
played friends, which can be identified by a thumbnail image, content stream including a gamelet, in accordance with an
an avatar, or other suitable symbol. To start a game against a example embodiment. As shown in FIG. 8, the view associ-
recently played friend, a user can click on the thumbnail 45 ated with gamelet 304 is displayed in content stream 100-1
image (or other symbol) that identifies the desired friend. In associated with a user profile, e.g., by an HTML5-enabled
addition, opponent search view 204c¢ includes a listing 210 of browser or an Adobe Flash-enabled browser that has received
suggested friends to play in the game. By way of example, instructions from a server running game management soft-
listing 210 of suggested friends can be generated by analyz- ware using an M-V-C (model-view-controller) architecture
ing friends associated with a user through a social graph. For 50 where the model includes the game mechanics of the game
example, the listing of suggested friends can be generated being played. Content stream 100-1 also includes content
using online presence (whether or not other friends are cur- posts 350, which may be either user-generated content (UGC)
rently online using a particular web site), using the skill level in the form of text, images, music, video, etc. or third-party
demonstrated by other friends based on their current game generated content, e.g., advertisements, in the form of text,
playing history, or using the game preferences of other friends 55 images, music, video, etc.
based on the games that they play most often. FIG. 9 is a simplified diagram that illustrates a view of the
FIG. 4 is a simplified diagram that illustrates an expanded content stream shown in FIG. 8 after content posts have been
player view of a game board, in accordance with an example added to the content stream. As shown in FIG. 9, gamelet
embodiment. As shown in FIG. 4, the expanded player view 304-1 has been relocated in content stream 100-2 because of
includes a view of game board 106 that is expanded relative to 60 the addition of more recent content posts 350. As gamelet
the view of the game board when rendered in a spectator view 304-1 progresses in content stream 100-2, the view associated
(see FIG. 1). In one example, the expanded player view of with gamelet 304-1 is updated to reflect the current state of the
game board 106 extends across the entire width of the screen. game, as will be described in more detail below with refer-
The expanded player view also includes controls 112 that ence to FIG. 12. FIG. 10 illustrates a view of the content
enable a player to make a move in the particular game being 65 stream after the gamelet has been relocated in the content

played. It will be understood that the functionality of controls
112 will vary to meet the needs of each particular game. In the

stream. As shown in FIG. 10, gamelet 304-2 has been relo-
cated to a location of prominence in content stream 100-3. In
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this example, gamelet 304-2 has been relocated to the top of
content stream 100-3. In another example, the location of
prominence to which the gamelet is relocated could be any
location disposed above the “scroll” of the content stream as
displayed by the GUI in the web browser of the user’s com-
puting device, e.g., a smartphone. The gamelet can be relo-
cated to a location of prominence whenever an event that is
considered to be significant takes place in the game. The
determination as to whether an event is considered to be
significant can vary depending upon whether the gamelet is in
spectator view or the expanded player view. In the expanded
player view, the gamelet can be relocated to a location of
prominence whenever the state of the game changes, e.g.,
when a game move is made, when the score changes, when a
comment regarding the game is added, or when the game
ends. In the spectator view, the gamelet can be relocated to a
location of prominence less frequently, e.g., only when a
comment regarding the game is added or the game ends. In the
example of FIG. 10, gamelet 304-2 has been relocated to the
top of content stream 100-3 because Player B failed to solve
the word puzzle and, consequently, the game ended.

FIGS. 11-13 are simplified diagrams that illustrate how a
gamelet is updated as the gamelet progresses in the content
stream. FIG. 11 shows a view of content stream 100-1, which
includes gamelet 304 and content posts 350 (the view of
content stream 100-1 corresponds to that shown in FIG. 8).
FIG. 12 shows a view in which gamelet 304-1 has been
relocated in content stream 100-2 because of the addition of
more recent content posts 350 (the view of content stream
100-2 corresponds to that shown in FIG. 9). As the gamelet
progresses in the content stream, the view of the gamelet is
updated to reflect the current state of the game. As shown in
FIG. 12, the view of gamelet 304-1 has been updated to show
that Player B has just incorrectly guessed that the word puzzle
includes the letter “C.” Accordingly, because Player B had
already incorrectly guessed that the word puzzle includes
letters “A,” “B,” and “D” (see FIG. 11), the view of gamelet
304-1 shown in FIG. 12 indicates that Player B has incorrectly
guessed that the word puzzle includes letters “A,” “B,” “C,”
and “D.” FIG. 13 shows a view in which gamelet 304-2 has
been relocated to the top of content stream 100-3 (the view of
content stream 100-3 corresponds to that shown in FIG. 10).
As described above with reference to FIG. 10, gamelet 304-2
has been relocated to the top of content stream 100-3 because
a significant event took place in the game.

FIG. 14 is a flowchart diagram illustrating the method
operations performed by game management software in dis-
playing an online game in a content stream, in accordance
with an example embodiment. In operation 400, a website
logon is received from a user of a client computing device,
e.g., a smartphone, e.g., an iPhone device or an Android
device, a personal computer (PC), e.g. a laptop computer or a
desktop computer, or a tablet computing device, e.g., an iPad
device, and a profile associated with the logon is retrieved. In
operation 402, a content stream associated with the profile is
displayed in a graphical user interface (GUT) presented by the
computing device. In one embodiment, the GUI is associated
with a social networking website, e.g., Facebook, and the
content stream is a content feed, e.g., a Facebook news feed,
displayed by the social networking website. In another
embodiment, the GUI is implemented on a website, e.g.
Zynga Direct, that has direct control of the GUI. In one
embodiment, the content stream includes multiple views
associated with different games that are multiplayer online
games. In one example embodiment, the content stream
includes views of at least a first multiplayer online game, e.g.,
“Hanging with Friends,” and a second multiplayer online
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game, e.g., “Checkers with Friends” (although it will be
appreciated that there is no limit on the number of different
games that can be included in the content stream). The view
associated with each of the games can include one or more of
the current state of the game board, the players participating
in the game, the current score of the game, comments regard-
ing the game, and an indication as to which player is to take
the next turn or make the next move. In operation 404, the
view associated with one of the games is updated in response
to an event recognized by the game mechanics model of the
game, e.g., a game move, a change in score, a comment
regarding the game, or the end of the game.

Inoperation 406, the view associated with one of the games
is relocated to a location of prominence in the content stream,
if user data indicates that the user is a participant of the game.
In one example embodiment, the location of prominence in
the content stream is the top of the content stream. In another
example embodiment, the location of prominence in the con-
tent stream is any location disposed above the “scroll” of the
content stream as displayed by the GUI in the web browser of
the user’s computing device. In operation 408, a relative
location of the view associated with the game is maintained
within the content stream, if the user data indicates that the
user is a spectator of the game. The rationale for operation 408
is that spectators of a game might not be interested in receiv-
ing frequent updates regarding the status of the game. Thus,
when the content stream is associated with a user who is a
spectator of the game, the view associated with the game is
relocated in the content stream less frequently than for a user
who is a participant of the game. For spectators of the game,
the game events for which the view associated with the game
is relocated in the content stream can be determined on a
game-by-game basis. It is to be understood that when the
relative location of the view associated with the game is
maintained within the content stream, the view associated
with the game does not remain in a fixed location, but rather
progresses in the stream in the same manner that the other
content posts progress in the stream. It will be appreciated
that the relative locations in a content stream are ordered on
the basis of recency, e.g., the most recent item of content is
displayed at the top of the stream. It will be further appreci-
ated that relocation to a location of prominence alters this
typical ordering of the stream.

FIG. 15 is a flowchart diagram illustrating the method
operations performed by game management software in dis-
playing an online game in a content stream, in accordance
with another example embodiment. In operation 500, a web-
site logon is received from a user of a client computing device,
e.g., a smartphone, e.g., an iPhone device or an Android
device, a personal computer (PC), e.g. a laptop computer or a
desktop computer, or a tablet computing device, e.g., an iPad
device, and a profile associated with the logon is retrieved. In
operation 502, a content stream associated with the profile is
displayed in a graphical user interface (GUI) presented by the
computing device. In one embodiment, the GUI is associated
with a social networking website, e.g., Facebook, and the
content stream is a content feed e.g., a Facebook news feed,
displayed by the social networking website. In one embodi-
ment, the content stream includes multiple views associated
with different games that are multiplayer online games. The
view associated with each of the games can include one or
more of the current state of the game board, the players
participating in the game, the current score of the game,
comments regarding the game, and an indication as to which
player is to take the next turn or make the next move. In
operation 504, the view associated with one of the games is
updated in response to an event recognized by the game
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mechanics model, e.g., a game move, a change in score, a
comment regarding the game, or the end of the game.

In operation 506, the view associated with one of the games
is relocated to a location of prominence in the content stream
based on the event recognized by the game mechanics model.
As described above, the gamelet can be in either spectator
view or the expanded player view, depending upon whether
the user is a spectator or a participant of the game. The view
of the game can be relocated to a location of prominence
whenever the event recognized by the game mechanics model
is considered to be significant to the user. The determination
as to whether an event is considered to be significant to the
user can vary depending upon whether the user is a spectator
or participant of the game. If the user is a participant of the
game, the view of the game can be relocated to a location of
prominence whenever the state of the game changes, e.g.,
when a game move is made, when the score changes, when a
comment regarding the game is added, or when the game
ends. If the user is a spectator of the game, the view of the
game can be relocated to a location of prominence less fre-
quently, e.g., only when a comment regarding the game is
added or the game ends.

FIG. 16 is a simplified diagram that illustrates a view of a
content stream including a gamelet, when implemented on a
website designed to facilitate social gaming, in accordance
with an example embodiment. For example, the social game
can be executed through a website that enables social inter-
action between friends in a social network, when in commu-
nication with the website. In one embodiment, the gamelet
can be implemented on a website that allows for direct play of
games without integration into a social network interface. For
example, instead of integrating the game play into a window
of a social networking website, such as Facebook, the game
play would be facilitated directly through the website. In one
embodiment, the website, for purposes of illustration, could
be executed by a company, e.g., Zynga Inc. The company
would allow for direct play of games through its websites
(e.g., for online distribution of game services). In this con-
figuration, the platform can enable direct relationships with
consumers whether on traditional computing devices, e.g.
PC’s, or mobile computing devices, e.g., smartphones.

As shown in FIG. 16, box 520 explains various function-
alities illustrated during the social interaction between
friends, while playing an interactive game in a content stream.
Referring to box 520, the topmost section 522 of the view of
the content stream displayed by a GUI presented by a com-
puting device includes an icon 521 of a particular game (Oth-
ello) being played from the perspective of a person who is
logged on to the website (in this example, the person is
Spencer Tyler). As illustrated in FIG. 16, the person to which
the content stream is presented (Spencer Tyler) is referred to
as “YOU.” In the content stream, information about the game
called “Othello” is provided in section 522, which indicates
that Eric Hill, who is a friend of YOU, just had some activity
while playing Othello. As generated by the game manage-
ment software, an option to click on link 5224 is provided to
the user YOU. If the user YOU clicks on link 522a, the user
will be provided with an expanded view of the game play, as
shown in section 524. In section 524, a view of a game session
528 and data regarding past games 530 between the friend
Eric 5284 and the user YOU 5285 is displayed. In the game
board 526 provided directly in the content stream, the user
YOU 528b is shown interactively moving a game piece 526a
and is provided with an option to confirm the move by select-
ing the checkbox 5264. In one embodiment, the user would be
allowed to click once to make a game move, and then to click
again to confirm a move, as indicated in box 520. As shown,
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during the interactive game play between user YOU 5285 and
Eric 528a, the game players as wells as friends of user YOU
528b are allowed to comment on the game activity that is
ongoing, as shown in comment section 532.

As further shown in FIG. 16, the content stream can include
information regarding the activities of other friends, as shown
in section 534. In this example, section 534 would allow user
YOU 5285 to click on link 534a and become a spectator of the
game of “Othello” being played by Eric Hill and Spencer
Tyler. In section 536, the gaming system (via the game man-
agement software) can also make posts to the content stream
to invite user YOU 5285 to play other games with friends of
the user. Insection 538, user YOU 5285, after being invited by
the system to play game with others, can select a particular
friend to play with via selection window 538a. Within selec-
tion window 538a, user YOU 5285 can then select a particular
friend 5385 from the list displayed in the selection window,
and then click on the “play now” button 538¢ to begin a game.

As the example of FIG. 16 illustrates, a content stream can
provide interactive game play for a user with one or more
friends of the user, which may be part of the user’s social
network. The user’s social network need not be part of an
existing social network, but can be dynamically constructed
from contact information provided by user. The contact infor-
mation can include, by way of example, e-mail addresses, text
1Ds, instant messaging names, telephone numbers, and other
message protocol identifiers. In yet another embodiment, the
social network can be constructed by accessing part of a
social network, or by accessing data from a plurality of social
networks operated by various entities. Once the social net-
work data has been accessed, users wishing to interact with
their friends, or a subset of friends, can share gaming expe-
riences in a content stream format, which will not only allow
games to be played within the content stream but also allow
friends to comment on the game or interact with others during
game play.

During the course of game play, the view of the gamelet
shown in FIG. 16 can be relocated to a location of prominence
in the content stream whenever an event that is considered to
be significant takes place in the game, as described above with
reference to, for example, FIGS. 8-10. In one embodiment,
when the device platform is a tablet computing device, e.g., an
iPad device and the posts in the content stream are displayed
in a horizontal manner, e.g., when the tablet device is rotated,
the location of prominence can be either the left side or the
right side of the content stream, depending upon the direction
in which the content stream progresses as content posts are
added. In addition, the view of the gamelet shown in FIG. 16
can be updated as the gamelet progresses in the content
stream, as described above with reference to, for example,
FIGS. 11-13.

It will be appreciated that the view of the content stream
shown in the example of FIG. 16 can be displayed by a GUI
presented by a client computing device, e.g., a personal com-
puter (PC), e.g. a laptop computer or a desktop computer, a
tablet computing device, e.g., an iPad device, or a mobile
computing device, e.g., a smartphone, e.g., an iPhone device
or an Android device.

FIG. 17 is a simplified diagram that illustrates a network
for a social game, in accordance with an example embodi-
ment. As depicted in this figure, a personal computing device
602 is connected by a network 601 (e.g., a wide area network
(WAN) including the Internet, which might be wireless in part
or in whole) with a website 603 hosting a massively multi-
player online game (e.g., a website such as Zynga hosting
FarmVille or Blizzard Entertainment hosting World of War-
craft) and a website 606 hosting a social network (e.g., a
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social networking website such as Facebook or a social media
website such as MySpace). The personal computing device
602 might be a laptop or other personal computer or a mobile
device such as a smartphone, e.g., an iPhone device, Black-
berry device, Android device, etc. In an example embodi-
ment, each of the websites 603 and 606 might be composed of
a number of webservers connected by a network (e.g., a local
area network (LAN) or a WAN) to each other in a cluster or
other distributed system which might execute cloud platform
software as described in further detail below. The webservers
in website 603 and 606 might also be connected (e.g., by a
storage area network (SAN)) to persistent storage 605 and
607-608, respectively. In an example embodiment, persistent
storage 605 and 607-608 might include a redundant array of
independent disks (RAID).

Persistent storage 605 (e.g., the persistent storage associ-
ated with game N) might be used to store algorithms and data
related to a game and its players, including data about the
players received by website 603 from website 606. In an
example embodiment, some of the data from persistent stor-
age 605 might be cached in volatile memory in webservers on
website 603 to improve performance. Persistent storage 607
might be used to store profile and associated stream data
regarding the user of personal computing device 602. Simi-
larly, persistent storage 608 might be used to store profile and
associated stream data regarding persons (e.g., friends) asso-
ciated with that user, e.g., through a social graph (or network).
It will be appreciated that persistent storage 607 and persis-
tent storage 608 might well be the same persistent storage.
They have been depicted as separate here for purposes of
illustration to emphasize that a user typically has greater
access rights to his/her profile and stream data than to the
profile and stream data of his/her friends.

In an example embodiment, personal computing device
602 might be a laptop or other personal computer. In that
event, personal computing device 602 and the webservers in
website 603 and 606 might include (1) hardware consisting of
one or more microprocessors (e.g., from the x86 family or the
PowerPC family), volatile storage (e.g., RAM), and persis-
tent storage (e.g., a hard disk or solid-state drive), and (2) an
operating system (e.g., Windows, Mac OS, Linux, Windows
Server, Mac OS Server, etc.) that runs directly or indirectly
(e.g., through virtualization software) on the hardware. Or the
operating system for the webservers might be replaced by a
hypervisor or other virtualization software. In an alternative
example embodiment personal computing device 602 might
be a mobile device that includes (1) hardware including one
or more microprocessors (e.g., from the ARM family), vola-
tile storage (e.g., RAM), and persistent storage (e.g., flash
memory such as microSD) and (2) an operating system (e.g.,
Symbian OS, RIM BlackBerry OS, iPhone OS, Palm webOS,
Windows Mobile, Android, Linux, etc.) that runs on the hard-
ware.

Also in an example embodiment, personal computing
device 602 might include a web browser as an application
program or part of an operating system. Examples of web
browsers that might execute on personal computing device
602 if it is a laptop or other personal computer include Inter-
net Explorer, Mozilla Firefox, Safari, and Google Chrome.
Examples of browsers that might execute on personal com-
puting device 602 if it is a mobile device include Safari,
Mozilla Firefox, Android Browser, and Palm webOS
Browser. It will be appreciated that users of personal comput-
ing device 602 might use browsers to communicate with
software running on the webservers at website 603 in an
example in which the display of the content stream is con-
trolled by the gaming website 603. In an alternative example
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embodiment, the display of the content stream might be con-
trolled by social networking website 606 using data received
from gaming website 603.

It will be appreciated that the description above uses Face-
book as an example of a social networking website, in numer-
ous instances. This use is intended to be illustrative, rather
than limiting. Other social networking websites, such as
Google+, might have been used instead of Facebook. Or the
description might have used a social media website, such as
MySpace. As previously noted, the term “social networking
website” as used in this disclosure is to be broadly interpreted
to include, for example, any website that allows its users to
selectively access (e.g., according to a contact list, buddy list,
social graph, etc.) each other’s profiles and/or streams or
selectively communicate (e.g., according to a contact list,
buddy list, social graph, etc.) with each other.

In the examples described above, reference is made to
“Checkers with Friends,” “Hanging with Friends,” and “Oth-
ello” as games that are suitable for implementation as game-
lets. It will be appreciated that a variety of turn-based games
are suitable for implementation as gamelets, e.g., Chess, Tic-
tac-toe, Words with Friends, Battleship, Pictionary, 20 Ques-
tions, and Connect 4. It will further be appreciated that some
or all of the process operations described in this disclosure
might be applied to real-time strategy games in which all
players play simultaneously.

In one embodiment, the gamelets can be configured to
intelligently interface with different types of devices. When
communication is executed through a particular type of
device, such as smartphone, the system is configured to
present the information in a manner that is formatted to be
more efficient for that type of device. Likewise, the informa-
tion can be automatically formatted for another type of
device, such as a tablet device or a PC, if the users move from
device to device during game play. Accordingly, the game
state is shared and viewable across multiple form factors,
making it possible to start a game on a mobile device, e.g. a
smartphone, and later continue to play the game on another
device, e.g., a tablet device or a PC.

In one embodiment, interfacing with the various games can
be performed by unlocking features based on payment by the
user. The user can affect payment in various manners, such as
through the use of virtual currency, the purchase of additional
tokens, the purchase of energy, and other types of transactions
that allow for collection of payment. For example, if virtual
currency is used, the virtual currency can be used in the same
manner that coins or tokens are used in an arcade. For
instance, the user would be prompted to pay to start the game,
or pay to receive energy that facilitates or enables game play.
In another embodiment, users can be prompted to pay virtual
currency to unlock game features during game play, or to
unlock additional games or mini-games. In still another
embodiment, if particular games are presented for play, such
games can be presented in a locked mode. If the games are
presented in a locked mode, users are provided with function-
ality or prompts that enable payment of virtual currency to
unlock such games. By presenting the various available
games to the users during game play of a particular game,
users will be motivated to explore and activate new games by
payment of the associated virtual currency. As used herein,
the phrase “virtual currency” refers to currency used in con-
nection with an online game. The currency used in the game
can be purchased by payment of real world money. In other
embodiments, virtual currency can be obtained or traded for
with other users during game play. In still other embodiments,
virtual currency can be provided to the user as a reward for
either winning a game or achieving particular tasks in a game.
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The particular tasks can include achieving a particular goal
within a game or achieving a game level higher than that of
peers (friends) of the player, e.g., in a social networking
environment.

Some portions of the disclosure describe algorithms and
symbolic representations of operations on data bits within a
computer memory. These algorithmic descriptions and rep-
resentations are the means used by those skilled in the data
processing arts to most effectively convey the substance of

14

language. It will be appreciated that a variety of programming
languages might be used to implement the example embodi-
ments.

Accordingly, the disclosure of the example embodiments is
intended to be illustrative, but not limiting, of the scope of the
inventions, which are set forth in the following claims and
their equivalents. Although example embodiments of the
inventions have been described in some detail for purposes of
clarity of understanding, it will be apparent that certain

their work to others skilled in the art. An algorithm is here, 10 changes and modifications can be practiced within the scope
and generally, conceived to be a self-consistent sequence of of the following claims. In the following claims, elements
steps (instructions) leading to a desired result. The steps are and/or steps do not imply any particular order of operation,
those requiring physical manipulations of physical quantities. unless explicitly stated in the claims or implicitly required by
Usually, though not necessarily, these quantities take the form | the disclosure.
of electrical, magnetic or optical signals capable of being
stored, transferred, combined, compared and otherwise What is claimed is:
manipulated. It is convenient at times, principally for reasons 1. A method for displaying an online game in a content
of common usage, to refer to these signals as bits, values, stream, comprising:
elements, symbols, characters, terms, numbers, or the like. 20 receiving a website logon from a user of a computing
Furthermore, it is also convenient at times, to refer to device and retrieving a profile associated with the logon;
certain arrangements of steps requiring physical manipula- causing a content stream associated with the profile to be
tions of physical quantities as modules or code devices, with- displayed in a graphical user interface presented by the
out loss of generality. It should be borne in mind, however, computing device, wherein the content stream includes
that all qf these aqd similar terms are to be associated Wlth'the 25 multiple content posts and a view associated with a
appropriate physical quantities and are merel'y convenient multiplayer online game, the multiple content posts
labels gpphed to these quantities. Unless spgcﬁcally bs.ta‘ted including content posts by the user and content posts by
otherwise as apparent from the context, descriptions utilizing friend . . .

' B A e iends associated with the user through a social graph,
terms such as “processing” or “computing” or “calculating 4 wherein relative locations in th tent st £
or “determining” or “displaying” or the like, refer to the 30 anc wherein refative focations 1 the content stream o

. L the multiple content posts and the view associated with
action and processes of a computer system, or similar elec- .
tronic computing device, that manipulates and transforms the.game arf: ordered.on the basm of recer}cy;
data represented as physical (electronic) quantities within the updating the view associated with the game in response to
computer system memories or registers or other such infor- an event recognized by a game mechanics model of the
mation storage, transmission, or display devices. 35 game; and

Certain aspects of the example embodiments include pro- relocating the view associated with the game to a location
cess steps and instructions described herein in the form of an of prominence in the content stream, if user data asso-
a]gorithm, It should be noted that the process steps and ciated with the user who logged on to the website indi-
instructions of the example embodiments could be embodied cates that the user is a participant of the game, the relo-
in software, firmware, or hardware, and when embodied in 40 cating of the view associated with the game to the
software, could be downloaded to reside on and be operated location of prominence causing the relative locations in
from different platforms used by a variety of operating sys- the content stream of the multiple content posts and the
tems. Some example embodiments also relate to an apparatus view associated with the game to be different from the
for performing the operations described in the disclosure. relative locations of the multiple content posts and the
This apparatus might be specially constructed for the required 45 view associated with the game when ordered on the basis
purposes, or it may comprise a general-purpose computer of recency.
selectively activated or reconfigured by a computer program 2. The method of claim 1, wherein the method further
stored in the computer. Such a computer program might be comprises:
stored in a computer-readable storage medium, such as, but is maintaining the relative location of the view associated
not limited to, any type of disk including floppy disks, optical s0 with the game within the content stream, if the user data
disks, CO-ROMs, magnetic-optical disks, read-only memo- associated with the user who logged on to the website
ries (ROMs), random access memories (RAMs), EPROMs, indicates that the user is a spectator of the game.
EEPROMSs, magnetic or optical cards, application specific 3. The method of claim 1, wherein the graphical user inter-
integrated circuits (ASICs), or any type of media suitable for face is associated with a social networking website.
storing electronic instructions. 55 4. The method of claim 1, wherein the content stream is a

Furthermore, one or more of computers referred to in the content feed displayed by a social networking website.
disclosure might include a single processor or might be archi- 5. The method of claim 1, wherein the computing device is
tectures employing multiple processor designs for increased a smartphone.
computing capability. The algorithms and/or displays 6. The method of claim 1, wherein the view associated with
described in the disclosure are not inherently related to any 60 the game includes a current state of a game board, the players
particular computer or other apparatus. Various general-pur- participating in the game, and an indication as to which player
pose systems may also be used with programs in accordance is to take a next turn or to make a next move.
with the teachings described in the disclosure, or it might 7. The method of claim 6, wherein the view associated with
prove convenient to construct more specialized apparatuses the game further includes a current score of the game.
to perform the described method steps. 65 8. Themethod of claim 7, wherein the view associated with

In addition, the example embodiments in the disclosure are
not described with reference to any particular programming

the game further includes comments provided by players
participating in the game or by spectators of the game.
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9. The method of claim 1, wherein the event recognized by
the game mechanics model of the game is one of a game
move, a change in a score of the game, and a comment
regarding the game.

10. A computer program embedded in a non-transitory
computer-readable storage medium, the computer program,
when executed by one or more processors, causing an online
game to be displayed in a content stream, the computer pro-

gram comprising:

. . .. . 10
program instructions for receiving a website logon from a

user of a computing device and for retrieving a profile
associated with the logon;

program instructions for causing a content stream associ-
ated with the profile to be displayed in a graphical user
interface presented by the computing device, wherein
the content stream includes multiple content posts and a
view associated with a multiplayer online game, the
multiple content posts including contest posts by the
user and content posts by friends associated with the
user through a social graph, and wherein relative loca-
tions in the content stream of the multiple content posts
and the view associated with the game are ordered on the
basis of recency;

program instructions for updating the view associated with
the game in response to an event recognized by a game
mechanics model of the game; and

program instructions for relocating the view associated
with the game to a location of prominence in the content
stream, if user data associated with the user who logged
onto the website indicates that the user is a participant of
the first game, the relocating of the view associated with
the game to the location of prominence causing the
relative locations in the content stream of the multiple
content posts and the view associated with the game to
be different from the relative locations of the multiple
content posts and the view associated with the game
when ordered on the basis of recency.

11. The computer program of claim 10, further comprising:

program instructions for maintaining the relative location
of the view associated with the first game within the
content stream, if the user data associated with the user
who logged on to the website indicates that the user is a
spectator of the game.

12. The computer program of claim 10, wherein the graphi- 4

cal user interface is associated with a social networking web-
site.

13. The computer program of claim 10, wherein the content
stream is a feed displayed by a social networking website.

14. The computer program of claim 10, wherein the com-
puting device is a smartphone.

15. The computer program of claim 10, wherein the view
associated with the game includes a current state of a game
board, the players participating in the game, and an indication
as to which player is to take a next turn or to make a next
move.

16. The computer program of claim 15, wherein the view
associated with the game further includes a current score of
the game.
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17. The computer program of claim 16, wherein the view
associated with the game further includes comments pro-
vided by players participating in the game or by spectators of
the game.
18. The computer program of claim 1, wherein the event
recognized by the game mechanics model of the game is one
of a game move, a change in a score of the game, and a
comment regarding the game.
19. A method for displaying an online game in a content
stream, comprising:
receiving a website logon from a user of a computing
device and retrieving a profile associated with the logon;

causing a content stream associated with the profile to be
displayed in a graphical user interface presented by the
computing device, wherein the content stream includes
multiple content posts and a view associated with a
multiplayer online game, the multiple content posts
including content posts by the user and content posts by
friends associated with the user through a social graph,
and wherein relative locations in the content stream of
the multiple content posts and the view associated with
the game are ordered on the basis of recency;

updating the view associated with the game in response to

an event recognized by a game mechanics model of the
game; and

relocating the view associated with the game to a location

of prominence in the content stream based on the event,
the relocating of the view associated with the game to the
location of prominence causing the relative locations in
the content stream of the multiple content posts and the
view associated with the game to be different from the
relative locations of the multiple content posts and the
view associated with the game when ordered on the basis
of recency.

20. The method of claim 19, wherein the view associated
with the game is relocated to the location of prominence in the
content stream when the event recognized by the game
mechanics model of the game is a game move.

21. The method of claim 6, wherein the view associated
with the game includes the current state of the game board
rendered in a spectator view.

22. The method of claim 6, wherein the view associated
with the game includes the current state of the game board
rendered in an expanded player view, the expanded player
view including controls that enable a player to make a game
move in the game.

23. The computer program of claim 15, wherein the view
associated with the game includes the current state of the
game board rendered in an expanded player view, the
expanded player view including controls that enable a player
to make a game move in the game.

24. The method of claim 19, wherein the view associated
with the game includes a current state of a game board ren-
dered in a spectator view.

25. The method of claim 19, wherein the view associated
with the game includes a current state of a game board ren-
dered in an expanded player view, the expanded player view
including controls that enable a player to make a game move
in the game.
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