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ADVERTISEMENT SCHEME FOR USE WITH
INTERACTIVE CONTENT

[0001] This application is a continuation of U.S. applica-
tion Ser. No. 11/558,348, filed Nov. 9, 2006, entitled
ADVERTISEMENT SCHEME FOR USE WITH INTER-
ACTIVE CONTENT, which is incorporated in its entirety
herein by reference.

BACKGROUND OF THE INVENTION

[0002] 1. Field of the Invention

[0003] The present invention relates generally to advertis-
ing, and more specifically to advertising in interactive con-
tent, such as video games and the like.

[0004] 2. Discussion of the Related Art

[0005] One traditional form of advertising is the television
commercial. Such television commercials typically consist of
brief advertising spots that range in length from a few IC)
seconds to several minutes. The commercials appear between
shows and interrupt the shows at regular intervals. The goal of
advertisers is to keep the viewer’s attention focused on the
commercial, Advertising has also been used. in video games.
Such advertising often takes the form of advertisements that
are inserted and placed on billboards, signs, etc., that are
displayed in the scenes of the game.

[0006] It is with respect to these and other background
information factors that the present invention has evolved.

SUMMARY OF THE INVENTION

[0007] One embodiment provides a method for use in
advertising, comprising: initiating playing of interactive con-
tent; suspending playing of the interactive content; displaying
an advertisement; and resuming playing of the interactive
content.

[0008] Another embodiment provides a computer program
product comprising a medium for embodying a computer
program for input to a computer and a computer program
embodied in the medium for causing the computer to perform
steps of: initiating playing of interactive content; suspending
playing of interactive content; displaying an advertisement;
and resuming playing of the interactive content.

[0009] Another embodiment provides a system for use in
advertising comprising: a display; a processing system con-
figured to initiate playing of interactive content, suspend
playing of the interactive content, display an advertisement
on the display, and resume playing of the interactive content.
[0010] A better understanding of the features and advan-
tages of various embodiments of the present invention will be
obtained by reference to the following detailed description
and accompanying drawings which set forth an illustrative
embodiment in which principles of embodiments of the
invention are utilized.

BRIEF DESCRIPTION OF THE DRAWINGS

[0011] The above and other aspects, features and advan-
tages of embodiments of the present invention will be more
apparent from the following more particular description
thereof, presented in conjunction with the following drawings
wherein:

[0012] FIG.1isaflow diagram illustrating a method foruse
in advertising in accordance with an embodiment of the
present invention;
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[0013] FIGS. 2A, 2B, 2C and 2D are screen shots illustrat-
ing example indications that the playing of the interactive
content will be suspended that may be used in accordance
with embodiments of the present invention;

[0014] FIG. 3 is a screen shot illustrating an example adver-
tisement that may be played in accordance with embodiments
of the present invention;

[0015] FIGS. 4A and 4B are screen shots illustrating
example indications that the playing of the interactive content
will be resumed that may be used in accordance with embodi-
ments of the present invention;

[0016] FIG.5 is a block diagram illustrating a network that
may be used. to run, implement and/or execute the methods
shown and described herein in accordance with embodiments
of the present invention; and

[0017] FIG. 6 is a block diagram illustrating a computer
system that may be used to run, implement and/or execute the
methods shown and described herein in accordance with
embodiments of the present invention.

DETAILED DESCRIPTION

[0018] Embodiments of the present invention provide an
advertisement scheme for use with interactive content, such
as for example video games, entertainment software, or any
other type of interactive content. In some embodiments, dur-
ing game play, the game slows down, then stops, and a com-
mercial is played. The user may be given an indication or
other warning that a commercial is coming. By way of
example, the indication may comprise a slowing down of the
game play. This way, when the game slows down, the user
knows to get ready for a commercial, the game then stops, and
the commercial is played. After the commercial, the game
resumes (i.e. starts again). In some embodiments the game
may resume by slowly starting again, which allows the user to
remember where he or she was in the game.

[0019] Referring to FIG. 1, there s illustrated a method 100
that operates in accordance with an embodiment of the
present invention. The method 100, which may be used in
advertising, may be used in any interactive entertainment
system or any content where the user interacts with the con-
tent.

[0020] The method 100 begins in step 102 where the play-
ing of interactive content is initiated. In some embodiments,
an optional step 104 may be used to provide the user with an
indication that the playing of the interactive content will be
suspended. In some embodiments, the indication may com-
prise a slowing down of the playing of the interactive content.
For example, in some embodiments, the interactive content
may be played in slow motion before: being suspended. In
other implementations, the slowing down of the content may
be gradual so that the speed at which the interactive media is
played is decreased until the playing of the interactive media
is suspended.

[0021] Various transmission mechanisms may optionally
be used to couple player minds out of (and back into) the
game environment. For example, in some embodiments, the
indication provided in optional step 104 may comprise dis-
playing a warning message, a notice, bell, audio signal, visual
signal, audio-visual signal, or some other indication that
alerts a user of an upcoming break, such as a commercial
break, in the playing of the media content. FIGS. 2A, 2B, 2C
and 2D illustrate example suspension indications that may be
used in accordance with embodiments of the present inven-
tion. Namely, In FIG. 2A the game playing on client display
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device 210 may be gradually slowed down. In FIG. 2B a
warning message 212 that the game play is about to stop may
be displayed on the client display device 210. In FIG. 2C a
visual warning signal such as a blinking light 214 may be used
to indicate that game play is about to stop. In FIG. 21) an
audio signal played through speakers 216 connected to the
client device may be used to indicate suspension of playing of
media.

[0022] In step 106 (FIG. 1) the playing of the interactive
content is suspended. According to sonic embodiments, the
playing of content may be suspended at predefined times. In
other embodiments, suspension of playing of interactive con-
tent may occur randomly, During step 106 when the playing
of'the interactive content is suspended, in some embodiments,
a stop point may be recorded referring to the point at which
the playing of the media content was suspended., This stop
point may be the time within the media content where the
playing of the content is suspended, or other such identifiers
that may be used to identify the point within the media content
at which the playing is suspended.

[0023] Instep 108 anadvertisement is displayed. By way of
example, the advertisement may be similarto a traditional TV
commercial, or may comprise some other type of advertise-
ment. For example, Ha 3 illustrates an example advertisement
308 played on client display device 310. In this example the
advertisement 308 is for “Best Brand Soda” having the slogan
“You’ve Got to Try It!”. in some embodiments, the advertise-
ment may be preselected, randomly chosen, selected based on
demographics, selected based on a user profile or other crite-
ria, or selected by some other process. In embodiments where
interactive content is played on several client devices (dis-
cussed below), commercial advertisements may be played on
one or more or all client devices. In some embodiments, the
advertisement may be played on the whole screen. Thus,
when the playing of interactive content is suspended, a com-
mercial or other advertisement is played.

[0024] Insome embodiments, a portion of the content may
be replayed before resuming the playing of the interactive
content. For example, as shown in optional step 110 (FIG. 1),
at least a portion of the interactive content is rewound prior to
the resuming playing of the interactive content. That is, a
portion of the game may be rewound to replay the last few
seconds or minutes slowly to allow the user to begin playing
again, in some embodiments, the recorded stop point is used,
so that a portion of the content before the content is played
back in either norm/speed or slow motion up to the stop point
and normal playing of content is resumed after the stop point.
[0025] In some embodiments, an indication may be pro-
vided alerting the user that playback of the content is about to
resume before resuming playing of the content. The indica-
tion may be a notice, an audio indication such as a bell, an
audio visual signal, or other such indications, in some
embodiments, objects, targets, scenes, players, scores, or
other such information may be highlighted or animated to
bring focus into key elements of the interactive content at the
time of resuming playing of content. FIGS. 4A and 4B illus-
trate example resuming indications that may be used in accor-
dance with embodiments of the present invention. Namely, In
FIG. 4A a warning message 412 that the game play is about to
resume may be displayed on the client display device 410. In
FIG. 4B the rank 414, score 416 and/or object 418, such as an
automobile, may be highlighted or animated to bring focus
into those elements of the interactive content at the time of
resuming playing of content.
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[0026] Next, in step 112 (FIG. 1.) the playing of the inter-
active content is resumed. In some embodiments a signal
scheme may trigger and coordinate the resuming of playing
of content to establish a safe and fair transition. Various
transition mechanisms may be used to transition from a sus-
pended state to resuming playing of the content. In some
embodiments, the speed of the content may be increased until
the speed returns to its normal speed. In some embodiments,
the speeding up may be gradual to insure an effective transi-
tion.

[0027] Embodiments of the present invention may be used
in stand alone games or in network gaming environments.
Referring to FIG. 5, there is illustrated a system 500 that may
be used in implementing a network gaming environment in
accordance with an embodiment of the present invention, In
the system 500, a plurality of players are able to interact with
each other, such as for example in a network game. This may
be accomplished by each player operating a client device 502
that has access to a network 504, such as for example. the
Internet.

[0028] Insome implementations, the gaming network may
be synchronized using a signaling scheme where a signal is
sent to all players on the network to suspend and play a game.
Additionally, signals may be sent to facilitate slowing down
or speeding up the playing of the content at the same time to
provide a fair and simultaneous game play environment.
Other synchronization schemes utilizing recording stop
points and time stamps may be used in some embodiments. In
network gaming one or more players may all see the same or
different commercials when game play stops. In embodi-
ments where different commercials are played synchroniza-
tion schemes may be used to ensure that regardless of the
commercial that is playing on each client device the game
stops and resumes at the same time. Such synchronization
schemes may also be used to ensure that the game stops and
resumes in a similar manner at all client devices to ensure a
fair playing environment.

[0029] Insomeembodiments, where a game is played over
a network, suspension of the content, and optionally an indi-
cation, may be initiated when the server transmits a message
to all game clients coordinating the state change. For
example, in a network gaming framework, a signal may be
transmitted to some or all players to indicate a break and to
coordinate the break in all player units. In some embodi-
ments, the signal scheme may trigger and coordinate game
functions across the game environment to establish a safe and
fair transition from active game play to a pause state. In some
implementations, the points at which the suspending of the
playing of the media takes place is pre-recorded and suspend-
ing of the content is initiated when the players encounter a
stop point within the content. In some implementations, o
where media content is being played simultaneously on sev-
eral client playback devices, a signal scheme, or other
schemes, may be used to coordinate the suspension of the
content on all devices. In other embodiments, the playing of
the content may be suspended at random points, in some
implementations a signal scheme may be used to send a signal
causing all client devices to suspend playing of the content on
all. is client apparatuses.

[0030] In embodiments where the content is displayed to
multiple clients, the same advertisement may be played on all
client devices, while in other embodiments different adver-
tisements may be played on some or all of the client devices.
The advertisements that are played on client devices may be
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randomly assigned to different devices, or in sonic implemen-
tations, the advertisements specific to some or all of the client
devices, based on a user profile or other criteria, may be sent
to those devices.

[0031] The methods and techniques described herein may
be utilized, implemented and/or run on many different types
of computers, graphics workstations, televisions, entertain-
ment systems, video game systems, DVD players, DVRs,
media players, home servers, video game consoles, and the
like. Referring to FIG. 4, there is illustrated a system 400 that
may be used for such implementations. However, the use of
the system 400 is certainly not required.

[0032] By wayofexample, the system 600 may include, but
is not required to include, a central processing unit (CPU)
602, a graphics processing unit (GPU) 604, digital differen-
tial analysis (DDA) hardware 606, a random access memory
(RAM) 608, and a mass storage unit 610, such as a disk drive.
The system 600 may be coupled to, or integrated with, a
display 612, such as for example any type of display, includ-
ing any of the types of displays mentioned herein.

[0033] The CPU 602 and/or GPU 604 may be used to
execute or assist in executing the steps of the methods and
techniques described herein, and various program content
and images may be rendered on the display 612. Removable
storage media 614 may optionally be used with the mass
storage unit 610, which may be used for storing code that
implements the methods and techniques described herein.
However, any of the storage devices, such as the RAM 608 or
mass storage unit 610, may be used for storing such code.
Either all or a portion of the system 600 may be embodied in
any type of device, such as for example a television, com-
puter, video game console or system, or any other type of
device, including any type of device mentioned herein.
[0034] While the invention herein disclosed has been
described by means of specific embodiments and applications
thereof, numerous modifications and variations could be
made thereto by those skilled in the art without departing
from the scope of the invention set forth in the claims.

What is claimed is:

1. A method for use in advertising, comprising:

initiating, through a processor system, playing of interac-

tive content;

suspending, through the processor system, playing of the

interactive content;

displaying an advertisement; and

resuming playing of the interactive content.

2. A method in accordance with claim 1, further compris-
ing providing a user with an indication that the playing of the
interactive content will be suspended.

3. A method in accordance with claim 2, wherein the indi-
cation comprises a slowing down of the playing of the inter-
active content.

4. A method in accordance with claim 2, wherein the slow-
ing down of the playing of the interactive content comprises
a gradual slowing down of the playing of the interactive
content.

5. A method in accordance with claim wherein the indica-
tion comprises playing of the interactive content in slow
motion.

6. A method in accordance with claim 1, wherein the indi-
cation comprises a warning message.

7. A method in accordance with claim 3, wherein the
resuming playing of the interactive content comprises a
speeding up of the playing of the interactive content.
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8. A method in accordance with claim 7, wherein the speed-
ing up of the playing of the interactive content comprises a
gradual speeding up.

9. A method in accordance with claim 3, further compris-
ing a rewinding of at least a portion of the interactive content
prior to the resuming playing of the interactive content.

10. A method in accordance with wherein the interactive
content comprises a video game.

11. A method in accordance with claim 1, wherein the
interactive content is played over a network.

12. A method in accordance with claim 11. wherein the
interactive content is configured to have multiple users inter-
acting therewith simultaneously.

13. A method in accordance with claim 12, wherein a same
advertisement is displayed for all of the multiple users.

14. A method in accordance with claim 12, wherein a
different advertisement is displayed for at least one of the
multiple users.

15. A method in accordance with claim 1 , wherein the
suspending playing of the interactive content is performed at
a predefined time.

16. A method in accordance with claim 1, wherein the
suspending playing of the interactive content is performed at
a random time.

17. A computer program product comprising a non-transi-
tory computer readable medium for embodying a computer
program thr input to a computer and a computer program
embodied in the non-transitory computer readable medium
for causing the computer to perform steps of:

initiating playing of interactive content;

suspending playing of the interactive content;

displaying an advertisement; and

resuming playing of the interactive content.

18. A computer program product in accordance with claim
17, further comprising providing a user with an indication
that the playing of the interactive content will he suspended.

19. A computer program product in accordance with claim
18, wherein the indication comprises a slowing down of the
playing of the interactive content.

20. A computer program product in accordance with claim
19, wherein a the slowing down of the playing of the interac-
tive content comprises a gradual slowing down of the playing
of the interactive content.

21. A computer program product in accordance with claim
18, wherein the indication comprises playing of the interac-
tive content in slow motion.

22. A computer program product in accordance with claim
18, wherein the indication comprises a warning message.

23. A computer program product in accordance with claim
18, wherein the resuming playing of the interactive content
comprises a speeding up of the playing of the interactive
content.

24. A computer program product in accordance with claim
23, wherein the speeding up of the playing of the interactive
content comprises a gradual speeding up.

25. A computer program product in accordance with claim
19, further comprising a rewinding of at least a portion of the
interactive content prior to the resuming playing of the inter-
active content.

26. A computer program product in accordance with claim
17, wherein the interactive content comprises a video game.

27. A computer program product in accordance with claim
17, wherein the interactive content is played over a network.
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28. A computer program product in accordance with claim
27, wherein the interactive content is configured to have mul-
tiple users interacting therewith simultaneously.

29. A computer program product in accordance with claim
28, wherein a same advertisement is displayed for all of the
multiple users.

30. A computer program product in accordance with claim
28, wherein a different advertisement is displayed for at least
one of the multiple users.

31. A computer program product in accordance with claim
17, wherein the suspending playing of the interactive content
is performed at a predefined time.

32. A computer program product in accordance with claim
17, wherein the suspending playing of the interactive content
is performed at a random time.

33. A system for use in advertising, comprising:

a display;

aprocessing system configured to initiate playing of inter-

active content, suspend playing of the interactive con-
tent, display an advertisement on the display, and resume
playing of the interactive content.

34. A system in accordance with claim 33, wherein the
processing system is further configured to provide a user with
an indication that the playing of the interactive content will be
suspended.

35. A system in accordance with claim 34, wherein the
indication comprises a slowing down of the playing of the
interactive content.

36. A system in accordance with claim 35, wherein the
slowing down of the playing of the interactive content com-
prises a gradual slowing down ofthe playing of the interactive
content.
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37. A system in accordance with claim 34, wherein the
indication comprises playing of the interactive content in
slow motion.

38. A system in accordance with claim 34, wherein the
indication comprises a warning message.

39. A system in accordance with claim 35, wherein the
resuming playing of the interactive content comprises a
speeding up of the playing of the interactive content.

40. A system in accordance with claim 39, wherein the
speeding up of the is playing of the interactive content com-
prises a gradual speeding up.

41. A system in accordance with claim 35, wherein the
processing system is further configured to rewind at least a
portion of the interactive content prior to the resuming play-
ing of the interactive content.

42. A system in accordance with claim 33, wherein the
interactive content comprises a video game.

43. A system in accordance with claim 33, wherein the
interact is played over a network.

44. A system in accordance with claim 43, wherein the
interactive content is configured to have multiple users inter-
acting therewith simultaneously.

45. A system in accordance with claim 44, wherein a same
advertisement is displayed for all of the multiple users.

46. A system in accordance with claim 44, wherein a dif-
ferent advertisement is displayed. for at east one of the mul-
tiple users.

47. A system in accordance with claim 33, wherein the
suspending playing of the interactive content is performed at
a predefined time.

48. A system in accordance with claim 33, wherein the
suspending playing of the interactive content is performed. at
a random time.



