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(57) ABSTRACT

A new class of avatars (“organizational avatars™) created in
accordance with the present invention holds a value or a
significance independent from their use 1n a virtual environ-
ment, unlike the generic avatars whose value 1s limited to their
being used 1n a chatroom. For example, an organizational
avatar may be in the image of a trademark (which may be
copyrighted), such as Mickey Mouse, Colonel Sanders, or
Pikachu (a Pokemon character). The organizational avatars
may represent certain organizations, typically the organiza-
tions that own trademark and/or copyright rights to the
images used to form the avatars in virtual environments.
Theretore, users of virtual environments can intertface various
companies by interacting with organizational avatars. Alter-
natively, organizational avatars may represent users indepen-
dent of the organization, but under a contract with the orga-
nization that owns the image the avatars depict. By using
organizational avatars, companies of all sizes can increase
their interactivity with customers, advertise cost effectively,
and promote a positive image for their products. Tiles are used
to provide faster download of a chatroom’s background. Tiles
also allow rapid generation of a chatroom’s background,
climinating the need to use a graphics editor.

38 Claims, 18 Drawing Sheets




US RE44,054 E

Page 2
U.S. PATENT DOCUMENTS 7,042,440 B2 5/2006 Pryor et al.
5$53327 A 121998 Gibos TS B2 92000 Koenls
5,886,097 A 3/1999 Naughton et al. 7.062.722 Bl 6/2006 Carlin et al
5,890,963 A 4/1999 Yen Pl |
7,066,781 B2  6/2006 Weston
5,923.330 A 7/1999 Tarlton
7,081,033 B1  7/2006 Mawle et al.
5,926,179 A * 7/1999 Matsudaetal. ............. 715/752
. 7,086,005 B1 82006 Matsuda
5,956,038 A 9/1999 RekKimoto ........ccoove..... 345/419 7020083 B? 27006 Yokoo of al
5,959,281 A 9/1999 Domiteaux A N |
7,143,358 B1* 11/2006 YUEN ..oovooveeeeeeeieraernn, 715/757
5,964,660 A 1071999 James et al. 7.168.051 B2  1/2007 Robinson et al
5,966,526 A 10/1999 Yokoi ot |
. 7,181,690 B1  2/2007 Leahy et al.
6,009,458 A 12/1999 Hawkins et al.
7,266,522 B2 9/2007 Dutta et al.
6,012,961 A 1/2000 Sharpe, I1I et al.
7,314,407 B1  1/2008 Pearson
6,031,549 A 2/2000 Hayes-Roth 7425160 B 02008 G
. . dnz
6,057,856 A 5/2000 Miyashita et al. 7j448ﬂ231 BY 112008 1 :
448, eanvolne et al.
6,072,466 A 6/2000 Shah et al.
. 7465212 B2  12/2008 Ganz
6,081,830 A 6/2000 Schindler A 04T By 15000 Touall of 4]
6,159,101 A 12/2000 Simpson 1195 oyall et al.
6,;73,267 BR1 1/2001 Cairns 7,488,231 B2 2/2009 Weston
6,175,857 Bl 1/2001 Hachiya et al. 7,534,157 B2 5/2009 Ganz
6,200,216 B1  3/2001 Peppel 7,568,964 B2 82009 Ganz
6,210,272 Bl 4/2001 Brown 7,004,525 B2 10/2009 Ganz
6,219,045 Bl 4/2001 Leahy et al. 7,618,303 B2  11/2009 Ganz
6,227,931 B1  5/2001 Shackelford 7,677,948 B2  3/2010 Ganz
6,227,966 Bl  5/2001 Yokoi 7,789,726 B2  9/2010 Ganz
0,251,017 Bl 6/2001 Leason et al. 7,850,527 B2 12/2010 Barney et al.
0,253,167 Bl 6//“200; Matsuda 2001/0020955 Al 9/2001 Nakagawa et al.
6,267,672 Bl 7/2001 Vance 2001/0031603 A1  10/2001 Gabai et al.
6,268,872 Bl 7/2001 Matsuda et al. 2001/0039206 Al  11/2001 Peppel
OIS0 B Yoo Stuckman etal 2002/0002514 Al 1/2002 Kamachi et al
Bobs . [ oa e, L etk 2002/0022523 Al 2/2002 Dan et al.
6,290,566 Bl 972001 Gaba et al 20020022092 Al 22002 Miller et al.
0,511,195 Bl 10/2001 - Hachiya et al. 2002/0022993 Al 2/2002 Miller et al
6,349,301 B1  2/2002 Mitchell et al. . - '
6352478 Bl 3/2002 Gabai etal 2002/0022994 Al 2/2002 Miller et al.
6,368,177 Bl 4/2002 Gabai et al. 2002/0026358 A__L 2/2002 Miller et al.
6,388,665 B1  5/2002 Linnett et al. 2002/0036617 AL 3/2002 Pryor
6,394,872 Bl 5/2002 Watanabe et al. 2002/0040327 Al 4/2002 Owa
6,404,438 B1  6/2002 Hatlelid et al. 2002/0054094 A1 5/2002 Matsuda
6,406,370 Bl 6/2002 Kumagai 2002/0065746 Al*  5/2002 LEWIS .oovevveeverevieereerenen.. 705/27
6,449,518 B1  9/2002 Yokoo et al. 2002/0065890 Al*  5/2002 BAarron ........cccevn.... 709/206
6,476,830 Bl 11/2002 Farmer et al. 2002/0068500 Al 6/2002 Gabai et al.
6,493,001 B1* 12/2002 Takagietal. ................ 715/759 2002/0090085 Al 7/2002 Tochner
6,494,762 Bl  12/2002 Bushmutch et al. 2002/0111808 Al  8/2002 Feinberg
6,519,771 Bl 2/2003 Zenith 2002/0147640 Al  10/2002 Daniele
6,522,333 Bl 2/2003  Hatlelid et al. 2002/0160835 Al  10/2002 Fujioka et al.
6,539,400 Bl 3§2003 Bl‘f(omﬁek} et al. 2002/0169672 Al  11/2002 Barnhart
0,554,679 B1 ~ 5/2003 Yokoo etal 2003/0126031 Al 7/2003 Asami
g,ggg,ﬁﬁ Ei“$ ggggg E‘I/Ibekg;gi‘i o 7157753 2003/0220885 Al  11/2003 Lucarelli et al.
2OV ; ' 2003/0222902 Al  12/2003 Chupin et al.
6,572,431 B1  6/2003 Maa |
6,587,834 Bl 7/2003 Dixon, III 2004/0030595 AL 2/2004 - Park
6,595,858 Bl 7/2003 T.‘:l]ll‘l et .‘:11. 2004/0046736 Al 3/2004 PI'YOI’ ct Ell.
6,609,968 Bl {/2003 Okada et al. 2004/0075677 A 4/2004 Loyall et al.
6,612,501 Bl 9/2003 Woll et al. 2004/0193489 Ath 9/2004 Boyd et al.
6,616,532 B2 9/2003 Albrecht 2005/0059483 Al 3/2005 Borge
6,650,761 Bl  11/2003 Rodriguez et al. 2006/0093142 Al 5/2006 Schneier et al.
6,663,105 B1  12/2003 Sullivan 2006/0285441 Al  12/2006 Walker
6,685,565 B2 2/2004 Tanibuchi et al. 2007/0050716 Al  3/2007 Leahy et al.
6,692,360 B2  2/2004 Kusuda et al. 2008/0002666 Al  1/2008 Cope
6,704,784 B2  3/2004 Matsuda 2008/0009350 Al 1/2008 Ganz
6,719,604 B2 ~ 4/2004 Chan 2008/0009351 A1 1/2008 Ganz
6,720,949 Bl 4/2004 Pryor et al. 2008/0040230 Al  2/2008 Ganz
6,727,925 Bl 4§2004 Bourdelﬂlf 2008/0040297 Al  2/2008 Ganz
6,/34,884 Bl — 5/2004 Berry et al. 2008/0109313 Al 5/2008 Ganz
6,734,885 B1* 5/2004 Matsuda .....cccoovreenn... 715/848 -
_ . 2008/0134099 Al  6/2008 Ganz
6,735,324 Bl 5/2004 McKinley et al. |
730041 . 55004 Brownshereor 2008/0163055 Al 7/2008 Ganz et al.
6772195 BL* 82004 Hatlelid of al. v 709/204 2009;;0029768 Al 1/{2009 Ganz
6,773,325 Bl 82004 Mawle et al. 2009/0029772 Al 1/2009 " Ganz
6,773,344 Bl /2004 Gabail et al. 2009/0053970 A__L 2/2009 Borge
6,813,605 B2* 11/2004 Nakamuraetal. ............ 704/270 2009/0054155 Al 2/2009 Borge
6,845.486 B2  1/2005 Yamada et al. 2009/0063282 A1 3/2009 Ganz
6,910,186 B2 6/2005 Kim 2009/0118009 Al 5/2009 Ganz
6,954,728 B1  10/2005 Kusumoto et al. 2009/0131164 Al 5/2009 Ganz
6,959,166 B1  10/2005 Gabai et al. 2009/0204420 Al 82009 Ganz
7,039,940 B2  5/2006 Weatherford 2010/0151940 Al  6/2010 Borge




US RE44,054 E
Page 3

FOREIGN PATENT DOCUMENTS

JP 2000-057375 A 2/2000
JP 2001-222585 A 8/2001
JP 2001222585 8/2001
JP 2001-283024 A 10/2001
JP 2001-321571 A 11/2001
JP 2002-016171 A 1/2002
JP 2002-297498 A 10/2002
KR 2001-0073524 A 8/2001
WO 99/42917 A2 8/1999
WO 0033533 Al 6/2000
WO 01/69572 Al 9/2001
WO 01/69829 A2 9/2001
WO 01/69830 A2 9/2001
WO 01/90841 A2 11/2001
WO 02/22224 Al 3/2002
WO 02/27591 Al 4/2002
WO 02/099581 A2  12/2002
OTHER PUBLICATTONS

neopets.com “The Ottawa Citizen”, dated Feb. 7, 2000.

Johnson, M. P, A. Wilson, B. Blumberg, C. Kline, and A. Bobick,
Sympathetic interfaces: using a plush toy to direct synthetic charac-
ters. Proceedings of the CHI 99 conference on Human factors in
computing systems, 1999.

Request for ExParte Reexamination of U.S. Patent No. 7,568,964 no
Exhibits Nov. 1, 2010.

Order Granting Request for Inter Partes Reexamination of U.S.
Patent No. 7,618,303 Nov. 8, 2010,

International Search Report for PCT/CA2009/000271 dated Sep. 7,
2010.

Canadian Search Report CA2665737; Oct. 26, 2010,

Right of Appeal notice for Inter Partes Reexamination of U.S. Patent
No. 7,568,964 dated Jan. 15, 2011.

Right of Appeal notice for Inter Partes Reexamination of U.S. Patent
No. 7,677,948 dated Jan. 18, 2011.

Notice of Appeal in Inter Partes Reexamination of of U.S. Patent No.
7,677,948 dated Feb. 17, 2011.

Notice of Appeal in Inter Partes Reexamination of of U.S. Patent No.
7,568,964 dated Feb. 10, 2011.

Search Report-AU-2009202829, dated Jan. 4, 2011.

Search Report-AU-2009202831, dated Jan. 12, 2011.

Search Report-AU-2009202828, dated Jan. 13, 2011.

Petition to Review Denial for Ex Partes Reexamination of U.S. Patent
No. 7,568,964 dated Jan. 6, 2011.

USPTO Communication Form for Ex Partes Reexamination of U.S.
Patent No. 7,568,964 dated Nov. 12, 2010.

Order Denying Ex Partes Reexamination of U.S. Patent No.
7,568,964 dated Dec. 10, 2010.

Amendment and Response to Office action for Inter Partes R eexami-
nation of U.S. Patent No. 7,604,525, dated Oct. 19, 2010.

3rd Party Comments re: Response to Office action for Inter Partes
Reexamination of U.S. Patent No. 7,604,525, dated Nov. 2, 2010.

Action Closing Prosecution for Inter Partes Reexamination of U.S.
Patent No. 7,604,525, dated Feb. 25, 2010.

Decision Vacating Inter Partes Reexamination of U.S. Patent No.
7,618,303, dated Jun. 30, 2010.

Notice of Termination of Inter Partes Reexamination of U.S. Patent
No. 7,618,303, dated Sep. 30, 2010.

Action Closing Prosecution of Inter Partes Reexamination of U.S.
Patent No. 7,568,964—dated Sep. 8, 2011.

Action Closing Prosecution of Inter Partes Reexamination of U.S.
Patent No. 7,677,948—dated Sep. 14, 2010.

Office action for Inter Partes Reexamination of U.S. Patent No.
7,618,303—dated Dec. 17, 2010.

International Search Report for PCT/CA2004/002206 dated May 2,
2005.

Japanese Patent Office, Decision of Refusal, Japanese Application
No. 2006-545875, Dated Feb. 18, 2009.

Microsoft et al; “Microsoft announces launch date for UltraCorps—
second premium title for the Internet Gaming Zone Oblivion”, M2
presswire, Newswire; Trade, May 28, 1998.

Office action from Reexam Ganz-36219US25 dated Aug. 19, 2010.

Order Granting Request for Inter Partes Reexamination of U.S.
Patent No. 7,568,964,

Order Granting Request for Inter Partes Reexamination of U.S.
Patent No. 7,604,525.

Order Granting Request for Inter Partes Reexamination of U.S.
Patent No. 7,677,948.

Second Request for Reexamination of U.S. Patent No. 7,618,303—
with Exhibits B, C, D, E, F, L. and M.

Telecomworldwide et al; “Product Sidewire”, Newsletter, Oct. 10,
1995, M2 Communications ISSN: 1363-9900.

Action Closing Prosecution of Inter Partes Reexamination of U.S.
Patent No. 7,568,964 Date=Sep. &, 2010.

Action Closing Prosecution of Inter Partes Reexamination of U.S.
Patent No. 7,677,948 Date=Sep. 14, 2010.

Request for Reexamination of U.S. Patent No. 7,677,948—with
Exhibits B,C,D,E,O,P,Q,R,S,T.

“The Sims Booklet,” dated 2000.

“The Sims 10th Anmiversary”, http://thesims2.ea.com/, dated Feb.
26, 2010.

U.S. Copyright Registrations for The Sims expansion packs.
Prima’s Official Strategy Guide—The Sims, dated 2000.

“The Sims”, http://en.wikipedia.org/wikii, retrieved Feb. 6, 2010.
Request for Reexamination of U.S. Patent No. 7,618,303—with
Exhibits B, C, D, E, M, N, and O.

Request for Reexamination of U.S. Patent No. 7,604,525—with
Exhibits H, I, J, K, L, X, and Y.

Neopets—Archeology, retrieved Mar. 25, 2010.

Nothing but Neopets, “Neopian History.”, retrieved Mar. 24, 2010.
Request for Reexamination of U.S. Patent No. 7,568,964—with
Exhibits B, C, N, O, R, S.

Right of Appeal notice for Inter Partes Reexamination of U.S. Patent
No. 7,604,525 dated Nov. 14, 2011.

Examiners Answer for Inter Partes Reexamination of U.S. Patent No.
7,568,964 dated Nov. 15, 2011.

Action Closing Prosecution for Inter Partes Reexamination of U.S.
Patent No. 7,618,303 dated Nov. 14, 2011.

Petition for the Director to Review the Demal of Reexamination
Request No. 90/011,310, dated Jan. 6, 2011.

Status Inquiry on Petition for the Director to Review the Denial of
Reexamination Request No. 90/011,310, dated Jan. 13, 2012,
Denial of Petition for the Director to Review the Denial of Reexami-
nation Request No. 90/011,310, dated Jan. 26, 2012.

Decision on Appeal of Reexamination Request No. 95/001,341,
dated Oct. 30, 2012.

Request to Reopen Prosecution of Reexamination Request No.
95/001,341, dated Nov. 30, 2012.

Decision on Appeal of Reexamination Request No. 95/001,343,
dated Oct. 30, 2012.

Order Denying Request Reopen of Reexamination Request No.
95/001,345, dated Nov. 7, 2012,

Renewed Request Reopen of Reexamination Request No.
95/001,345, dated Nov. 21, 2012.

Rebuttal Brief of 3rd Party of Reexamination Request No.
95/001,422, dated Sep. 13, 2012.

Rebuttal Brief Entered of Reexamination Request No. 95/001,422,
dated Nov. 15, 2012.

Appeal Docketing Notice of Reexamination Request No.
95/001,422, dated Nov. 26, 2012.

Siona LaFrance, “Meet The SIMS”, The Times—Picayune, Mar. 16,
2000, et E1, E3 and EA4.

“Symbolic Avatar Acting 1n Shared Virtual Environments”, www.
diki.de/imedia/workshops/13-spring99/w4-final/broll.html, (pp.
1-10).

“Microsoft Agent: Software services to enhance the use interface of

applications and Web pages™, © 1999 Microsoft Corporation, All
Rights Reserved; (2 Pages).

“Web Workshop—Microsoft Agent User Interface”; http://msdn.
microsoft.com/workshop/imedia/agent/userinterface.asp, Oct. 1998;
(pp- 1-6).

“Microsoft Office 2000 Help: Overview of the Office Assistant”;
http://support.microsoit.com/support/Otfice/In-Prod Hlp/Office/
othowOverviewAssistant.asp Jul. 3, 2000, (5 Pages).




US RE44,054 E
Page 4

“Web Workshop: Designing Characters for Microsoft Agent™ http://
msdn.microsoit.com/workshop/imedia/agent/deschar.asp; Oct.
1998; (pp. 1-13).

“The Psychology of Avatars and Graphical Space in Multimedia Chat

Communities”, www.rider.edu/users/suler/psycyber/psyav.html,
May 96, revised Jun. 96, Jan. 97, Jul. 97, Feb. 99, Apr. 99 (v.2.7), (pp.

1-31).

“Business Development™, The Palace Visual Chat, © Copyright 1999
Communities.com, (8 Pages).

Eric Anschutz, “Our New Fried, Corporate Interest: VRLMSite
Magazine”, http://www.vrmlsite.com/feb97/a/cgi/spot4d.html, (pp.
1-8).

Connie Guglielmo, “Barbie Invites Girls to Dot-Com Party”,
Inter(@active Week, Oct. 2, 2000 (p. 54).

“Life at the Palace: A Cyberpsychology Case Study”, http://www.
rider.edu/users/suler/psycyber/palacestudy.html, May 1996, (49
Pages).

“3-D Store”, OuterWorlds Universe Copyright © 1998-2000 SeeRay
Studios, LLC, http://www.outerworlds.com/crown/3d-store.html,
(pp. 1-2).

“Have Avatar Will Travel”, Oct. 27, 1999, http://web3d.about.com/
compute/web3d/library/weekly/aal02799 html, (pp. 1-4).

Margaret Morabito, “Enter The On-Line World of Lucas-film” RUN,
Aug. 1986, (pp. 24-28).

“Primagames.com: News: ‘M&Ms’ Characters to Appear in PC
Game”, Nov. 22, 1999, http://www.primagames.com/news/article/
611, (1 Page).

“What Is Virtual Reality”, Oct. 7, 1998, http://www.cse.d-mu.ac.uk/
~cph/VR/whatisvr.html, (pp. 1-44).

“3D Avatar Information: Have an avatar you want us to put tn an OW
world?”, http://www.outerworlds.com/crown/avatars.html,
OuterWorlds Universe Copyright © 1998-2000 SeeRay Studios,
LLC, (pp. 1-2).

“Deanna’s World: The Chat Parlor—Chat Online With Your
Friends”, http://www.dworldonline.com/dworld8.html, © 1999, (pp.
1-9).

“Mr. Clean” Copyright © 2000 Proctor & Gamble, http://www.
mrclean.com/home. html, (5 Pages).

Fujitsu, “Habitat v2.17, 1992, (pp. 1-21).

“Club Caribe Guidebook™, © 1989 Quantum Computer Services,
Inc., © 1989 Lucasfilm Ltd, (10 Pages).

“The Other Worlds: Psychology of Cyberspace—Comparing Online
Chat Worlds™ http://www.rider.edu./users/suler/psycyber/
otherworlds.html May 1997, (pp. 1-11).

“Spotlight: VRMLSite Magazine”, http://www.vrmlsite.com/apr97/
a.cgl/spot3.html, © 1997 Aereal, Inc., (pp. 1-6).

“Web Workshop—Designing Characters for Microsoft Agent”,
http://msdn.microsoft.com/workshop/imedia/agent/charactereditor.
asp, Oct. 1998, © 2000 Microsoit Corporation, (pp. 1-4).

“Web Workshop—Guidelines for Designing Character Interaction™,
http://msdn.microsofit.com/workshop/imedia/agent/guidelines.asp,
Oct. 1998, (pp. 1-13).

“Psychology of Cyberspace—Games Avatars Play”, http://www.

rider.edu./users/suler/psycyber/avgames.html, Nov. 1997, (pp. 1-8).

“Call Me Avatar—Sep. 1, 1999”, http://web3d.about.com/compute/
web3d/library/weekly/aa090199. html, (pp. 1-5).

“Information Resources in Virtual Reality: Technical Report No.
B-93-1, http://www hitl . washington.edw/kb/irvr/orvr.html, Mar. 5,
1996, (pp. 1-24).

“Web Workshop—Using the Microsoft Agent Character Editor”,
http://msdn.microsofit.com/workshop/imedia/agent/
charactereditor,asp. Oct. 1998, (pp. 1-12).

* cited by examiner



U.S. Patent Mar. 5, 2013 Sheet 1 of 18 US RE44,054 E

FIG. 1A
(PRIOR ART)




U.S. Patent Mar. 5, 2013 Sheet 2 of 18 US RE44,054 E

F—"_‘“

V-CHAT - ARCHES M
FILE EDIT AVATAR VIEW TOOLS HELP

EEIEESIEEEEEEt
IT'S A COLD AND WINDY DAY IN SIMPLETOWN.
USE SHIFT-UP & SHIFT-DOWN TO MOVE UP & DOWN

& | <& STEVE

EEE

FOR HELP, PRESS F! ¢ MEMBERS IN CONVERSATION
FIG. 1B
(PRIOR ART)
10 DISPLAY AVATAR
11
H
MOUSE

MO};ED

RECEIVE NEW POSITION OF
AVATAR FROM MOUSE
MOVEMENT AND TRANSFER

TO OTHER COMPUTERS

DISPLAY AVATAR IN 13
NEW POSITION

12

FIG. 1C
(PRIOR ART)



U.S. Patent Mar. 5, 2013 Sheet 3 of 18 US RE44,054 E

HARD DRIVE &
DISPLAY SERIAUMOUSE CD-ROM
INTERFACE F‘,—S{’EP,;"FDA%'E’ E PORT INTERFACE

DATA BUS
MEMORY KEYBOARD

INTERNAL
MODEM (OR
SERIAL PORT
WITH EXT.
MODEM)

o4
AMPLIFIER &

SPEAKER

31 SYSTEM

FIG. 2
(PRIOR ART)

TRANSFER MESSAGES BETWEEN A PARTICIPANT AND
THE ORGANIZATION THAT OWNS THE TRADEMARK 151
AVATAR (OR ANOTHER ENTITY LICENSED BY THE
ORGANIZATION)

IF THE MESSAGES RESULT IN ORDER ENTRY, 152
PROVIDE A PAYMENT OPTION MENU

ORGANIZATION TO A PARTICIPANT 153

DELIVER A PRODUCT OR SERVICE FROM THE

FIG. 5D



U.S. Patent Mar. 5, 2013 Sheet 4 of 18 US RE44,054 E

CHARACTER SELECTION

CHARACTER NAME: PREVIEW.

FISHBOWL

BLUE FISH
RED FISH
TOAD
BUBBLE

ROCK

COMMON

HAPPY MAN
SCRIBBLE
VAMP

STARLET _ r_-ﬂ__“
SOPHISTICATE _"_""'""I

BOYCHILD W | CANCEL |

FIG. 3A
(PRIOR ART)

FIG. 3B
(PRIOR ART)



U.S. Patent Mar. 5, 2013 Sheet 5 of 18 US RE44,054 E

V-CHAT-KFC M @]
FILE EDIT AVATAR VIEW TOOLS HELP

how about scme
fried chicken?

' RECEIVE THE IMAGE (OVERTHE ~ — 120 N
' INTERNET OR FROM A COMPUTER  t —— oo ocooboo -l ,
: READABLE STORAGE MEDIUM) | | |MAGE'S OWNER USES !
Sl ittt ' THE IMAGE IN COMMERCE
R . TOACQUIRE RIGHTS |
DISPLAY THE IMAGE AS A REPRESENTATION | '~—=-=---- r St
OF A USER TO ANOTHER USER IN - S A |
COMMUNICATION WITH THE USER : MAGES OWNER
___________ ! o _____. REGISTERS THE IMAGE
| |

' DISPLAY ANOTHER IMAGE THAT 1+ 1__ \WITH GOVEANMENT
. EMULATES A PHYSICAL ENVIRONMENT |
'~ EG. A SHOP OF THEOWNER) ' ~157

o

I

l

'

'

;
-._./—:
i

|

TRANSFER INFORMATION BETWEEN 123 §
USER (E.G., MESSAGES, EMOTION,
MOVEMENT)




U.S. Patent Mar. 5, 2013 Sheet 6 of 18 US RE44,054 E

FTTTTTTTTTTTIIITI I T T T ORGANIZATION

132A

USER DATA 1

MESSAGE

--—'----'__ﬂ-l_l—l--'-- ek g Taie R

pruseden oy )

INTERNET:::-

D USER

ORGANIZATIONAL
COMPUTER




U.S. Patent Mar. 5, 2013 Sheet 7 of 18 US RE44,054 E

—--vulr-u-—---—ﬁ-—l——-——_-————--————r——-——---——--———--—-r--llll'

133

RECEIVE A MESSAGE OR MOUSE MOVEMENT
FROM AN EMPLOYEE OF AN ORGANIZATION AND

TRANSMIT TO NETWORK

SUPPLY THE MESSAGE OR MOUSE MOVEMENT
TO ALL USERS OF GRAPHIC CHATROOM

s RECEIVE AN INSTRUCTION FROM AN EMPLOYEE

ABOUT BLACK-LISTING A USER AND TRANSMIT
INSTRUCTION TO NETWORK

INFORM BLACK-LISTED USER AND UPDATE
DATABASE OF BLACK-LISTED USERS

RECEIVE FROM A USER A MESSAGE, EMOTION
OR MOUSE MOVEMENT AND TRANSMIT TO
NETWORK

SUPPLY THE MESSAGE, EMOTION, MOVEMENT
TO ALL USERS OF GRAPHIC CHATROOM UNLESS

138 USER HAS BEEN BLACK-LISTED

el - S N e My s Al A Makr mkEm g gy, ke R i e

- WE = W W e O B Sy e T y Sl S G e W ol A Gk oy e OV S T Ay alE W Sy gy W e e ) e B T e Ely e e

FIG. 4D



U.S. Patent Mar. 5, 2013 Sheet 8 of 18 US RE44,054 E

=) ]
2 7
A
— t~139Q ——3 ™ 139
(| ORGANIZATIONAL [ | _ USER
COMPUTER COMPUTER
- - B B

FIG. 4E

143

142




U.S. Patent Mar. 5, 2013 Sheet 9 of 18 US RE44,054 E

a Joe: Hltakea A
& hamburger 12087

g‘fﬁ? iy 140R
EVE!F\; g é C . ns & :

120A

146

L
S
N
°

nmathaathahhn

B I
. = s - < AR TR LAHL LR LALLM WS

143 s 15375

r

d

¥

r‘|

v,
r
i

O
r AT ITYE
TP AAZ L
< ;ﬁ\‘t““w

&
4




U.S. Patent Mar. 5, 2013 Sheet 10 of 18 US RE44,054 E

FILE EDIT AVATAR VIEW TOOLS HELP

How about
some lickets?

USER COMPUTER

FIG. SE



U.S. Patent Mar. 5, 2013 Sheet 11 of 18 US RE44,054 E

FILE EDIT | AVATAR | VIEW TOOLS HELP

'WHISPER| 163

SLEEP |

USER COMPUTER

168 169




U.S. Patent Mar. 5, 2013 Sheet 12 of 18 US RE44,054 E

171

COMPUTE NEW POSITION OF OBJECT BASED ON
MOVEMENT AND LOCATION OF AVATAR,
WALL, OR OBSTACLE

YES

{72 174

DOES NEW

POSITION INTERFERE
WITH AN AVATAR, A WALL

OR AN OESTACLE

HAS
ANY AVATAR
MO};ED

YES NO

173 NO

DISPLAY BALL IN NEW POSITION

FIG. 6C

do you know how many diferent M&M 171
colors there are? el




U.S. Patent Mar. 5, 2013 Sheet 13 of 18 US RE44,054 E

DISPLAY ORGANIZATION
AVATAR

RECEIVE / SEND A
MESSAGE (E.G., ABOUT
THE ORGANIZATION)

FIG. 7B

You can take a train to KFC.

, :g ' . W S e
162 ood|| 1] P
161
" 142 " ﬁ
N 178 - ‘%

FIG. 7C



U.S. Patent Mar. 5, 2013 Sheet 14 of 18 US RE44,054 E

188

T 1o
T
L& ke pelivey i~

WAL
isid

DISPLAY SECOND IMAGE

ORGANIZATION B

DISPLAY THIRD IMAGE
REPRESENTING ANOTHER
PARTICIPANT

)
|
|
{
|
|
!
|
[
|
|
i USED / REGISTER BY
I
!
|
I
|
i
|
|
|
|
|
{

187
REGEIVE 7/ SEND
A MESSAGE

FIG. 8B



U.S. Patent Mar. 5, 2013 Sheet 15 of 18 US RE44,054 E

Welcome to
tha North Polel

It's 10 days 1o
Christmas

FIG. 8C

ORGANIZATION USES A CHARACTER TO REPRESENT (92
ITSELF IN A CHATROOM AT ORGANIZATION'S WEB SITE

ORGANIZATION OFFERS PRODUCT/
SERVICE, RELATED TO THE CHARACTER 193

USER SENDS/RECEIVES MESSAGE RELATED 104
TO CHARACTER AND/OR PRODUCT/SERVICE
USER BUYS A PRODUCT/SERVICE
FROM ORGANIZATION 195

FIG. 8D



U.S. Patent Mar. 5, 2013 Sheet 16 of 18 US RE44,054 E

V-CHAT-BARBIE )| §53 500
FILE EDlT AVATAR VIEW TOOLS HELF'

FIG. 9A

ORGANIZATION USES A NUMBER OF IMAGES TO IDENTIFY
PRODUCTS OR SERVICES OF THE ORGANIZATION 211

A NUMBER OF USERS CONTRACT WITH THE ORGANIZATION FOR

USE OF THE IMAGES IN THEIR COMPUTERS 212
R S
| 0RGAN|ZAT|ON SELLS A PRODUCT/SERVICE TO EACH USER '
------------------------------- I 917

___________ 1’.__........_._..._.._________
 EACH COMPUTER CHECKS IF PURCHASE OCCURRED'! - 218

---i—-llh--—r-il-i--l-—--“i-l-—w---ﬂ-ﬂ-'—"ﬁ—*———Ir_

-—-—-— e o Y an Al WP g W ANE P TEF SR TP Wy VT Il I U SRS R tay B TR Ay A W S T R e e

' EACH COMPUTER DISPLAYS ANOTHER IMAGE THAT EMULATES A
» PHYSICAL ENVIHONMENT (E.G., A SHOP OF THE ORGANIZATION) !




U.S. Patent Mar. 5, 2013 Sheet 17 of 18 US RE44,054 E

CHARACTER SELECTION

CHARACTER NAME:

BASKETBALL BARBIE

LAKERS BARBIE I
WARRIORS BARBIE

UCLA BARBIE B
STANFORD BARBIE Il
CUSTOMIZE... B

BASKETBALL GENERIC

WILD

SEVENTIES
BLACK DRESS
BABY DOLL
SOPHISTICATED
CUSTOMIZE....

222




U.S. Patent Mar. 5, 2013 Sheet 18 of 18 US RE44,054 E

FILE EDIT AVATAR VIEW TOOLS HELP

.fx

300
]
m
B B
A NUMBER OF USERS CONTRACT WITH AN OWNER FOR USE IN
THEIR COMPUTERS OF CHARACTERS OWNED BY THE OWNER 212
_____ L 2
" EACH USER BUYS A PRODUCT/SERVICE RELATED TOA
______CHARACTERAND SOURCEDBYOWNER _ -

--—--——-—-——-.—_—.-—-ﬂ-—-—---------—---—_-l- -------

FIG. 10B



US RE44,054 E

1

GRAPHIC CHATTING WITH
ORGANIZATIONAL AVATARS

Matter enclosed in heavy brackets [ ]| appears in the
original patent but forms no part of this reissue specifica-
tion; matter printed in italics indicates the additions
made by reissue.

Notice: More than one reissue application has been filed
for the reissue of U.S. Pat. No. 6,910,156. The reissue appli-

cations ave application Ser. No. 11/820,500 (the present

application), which is a reissue application of U.S. Pat. No.
6,910 156 and application Ser. Nos. 11/840,939, 11/5840,940,

11/840,941, and 11/859,491 all of which are divisional rveis-
sues of U.S. Pat. No. 6,910,156.

CROSS-REFERENCE TO APPENDIC.
ATTACHED HERETO

T
oA

Appendices A-C which are a part of the present disclosure,
and which are incorporated by reference herein in their
entirety, are attached herewith in the form of microfiche con-
sisting of a total of 13 sheets that contain a total of 1,074
frames.

Appendix A contains source code of computer programs
and related data of an illustrative embodiment of the present
invention, for use 1n a Personal Computer (such as a PC
available from Dell Corporation) runming the Microsoit NT
Operating System. The software 1n Appendix A can be com-
piled with a Visual C++ compiler (version 4.0 or later) avail-
able from Microsoft Corporation. Appendix B describes an
architecture of the computer programs and data of Appendix
A. Appendix C describes a business plan for use of the com-
puter programs and data of Appendix A.

A portion of the disclosure of this patent document con-
tains material which 1s subject to copyright protection. The
copyright owner has no objection to the facsimile reproduc-
tion by anyone of the patent document or the patent disclo-
sure, as 1t appears 1n the U.S. Patent and Trademark Oflice
patent files or records, but otherwise reserves all copyright
rights whatsoever.

BACKGROUND

Use of a computer for communicating online with others
has recently become popular with the increased awareness by
the public of the Internet and of services provided by com-
mercial service networks. In addition to enabling access to
information and exchange of messages, a link to the Internet
or to a commercial service network provides an individual
with the opportunity to interact with others who are con-
nected to the network. Users of an on-line service may inter-
act through a chat session as described 1n, for example, U.S.
Pat. No. 5,880,731 that 1s incorporated by reference herein in
its entirety. A user typically accesses a chat service website
through a personal computer of the type shown in FIG. 1A.

Personal computer 30 includes a processor chassis 32 in
which 1s mounted a floppy disk drive 34, which 1s suitable for
reading and writing data from and to floppy disk (now
shown), and a hard drive 36 suitable for nonvolatile storage of
data and executable programs. A monitor 38 1s included for
displaying graphics and text produced when an executable
program 1s being run on the personal computer and for use in
connection with the present mvention, for displaying a
graphic chat session to a user.
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Input can be provided to personal computer 30 using either
a mouse 40 for manipulating a cursor (not shown) on monitor
38, which 1s used for selecting menu 1tems and graphic con-
trols displayed on the monitor by pressing an appropriate
selection button (not shown) on the mouse, or by input
entered by the user on a keyboard 50. Optionally, processor
chassis 32 includes a CD-ROM drive 47, which 1s suitable for
reading programs and data from a CD-ROM. To enable per-
sonal computer 30 to communicate during an online chat
session, an external modem 41 1s coupled to a serial port on
processor chassis 32. Optionally, a modem may be included
internally within processor chassis 32. The modem also con-
nects to a telephone line to convey signals bi-directionally
between computer 30 and a server at a remote on-line service
(not shown) to which other participants 1n a chat session are
connected 1n a similar fashion.

FIG. 1B shows an example of a graphic chatroom as it
appears on the monitor of a display device, typically a com-
puter 30. One or more participants 1n a graphic chatroom may
assume an animated on-screen personality called “avatar.”
For example, an avatar 9, which represents the host of the
chatroom, welcomes participants with an 1ntroductory text
message 8. In such a graphic chatroom, avatar 9 1s displayed
(see act 10) by computer 30 at an 1nitial location on monitor
38 (FIG. 1A), and thereaiter computer 30 checks 11 the mouse
has moved (1n act 11), and 11 so, receives (in act 12) the new
position, and transters the new position to other computers (of
other participants in the chat session), and displays (1n act 13)
the avatar in the new location on monitor 38. Thus, a chatroom
participant 20 (FIG. 1A) can manipulate 1ts avatar by using
the keyboard 50 and mouse 40 of his computer 30. An avatar’s
response to the mput appears to be real-time to a participant
20. Manipulation of an avatar can result in not only moving an
avatar from one locale to another on the screen, but also
expressing emotions, dancing, sending a text message, or
sleeping, among other options.

FIG. 2 shows a block diagram 31 1n which components
housed within processor chassis 32 (of FIG. 1A) are 1illus-
trated. A motherboard (not shown) includes a data bus 33,
which provides bi-directional communication between these
components and a CPU 53. The components include a display
interface 35, which drives monitor 38, providing the video
signals necessary to produce a graphic display during the chat
session and when running other executable programs running,
on the personal computer. A hard drive and floppy drive
interface 37 provides bi-directional communication between
floppy drive 34 and hard drive 36, and data bus 33, enabling
data and machine structions comprising executable pro-
grams to be stored and later read into a memory 51. Memory
51 includes both a read only memory (ROM) and random
access memory (RAM). The ROM is used for storing a basic
input/output operating system used 1n booting up personal
computer 30 and other 1nstructions essential for its operation.
Machine instructions comprising executable programs are
loaded into the RAM via data bus 33 to control CPU 33.

A senial/mouse port 39 provides an interface for mouse 40
a data bus 33 so that signals indicative of movement of the

mouse and actuation of the buttons on the mouse are input to
CPU 53. An optional CD-ROM interface 59 couples optional

CD-ROM drive 47 to data bus 33 and may comprise a small
computer system interface or other appropriate type of inter-
face designed to respond to the signals output from CD-ROM
drive. Optionally, a sound card 43 1s connected to data bus 33
and 1ts output 1s coupled to an amplifier and speaker system
52 to provide a sound capability for personal computer 30.
Output s1ignals from keyboard 50 are connected to a keyboard
interface 45, which conveys the signals from the keyboard to
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data bus 33. If external modem 41 1s not used, an internal
modem 54 can be provided, which 1s coupled directly to data
bus 33. Alternatively, external modem 41 can be connected to
the data bus through a serial port of personal computer 30. It
should be noted that instead of using a conventional modem,
other types of digital adapters can be used to couple personal
computer 30 to a telephone line.

Client and server software 1n the Tcl/TK language to
implement a graphic chatroom 1s available from, for example,
http://openverse.org/. An example of virtual reality software
for use 1n forming graphic chatrooms 1is at http://www.cs.u-
alberta.ca/~graphics/MRToolkit.html that describes a MR
(Minimal Reality) Toolkat for the production of virtual reality
systems and other forms of three-dimensional user interfaces.

With the increasing use of modems operating at speeds of
at least 28.8 Kbps on commercial networks, graphic chat
sessions are becoming more practical. As noted above, 1n a
graphic chat session, some or all of the participants are rep-
resented by avatars or icons that are grouped 1n a graphic
environment or “world.” In addition to a graphic window
showing the chat world, the display screen on each partici-
pant’s computer commonly includes a chat pane and a mes-
sage entry pane. When another user joins the chat session, the
person’s 1dentifier, moniker, or name 1s added to a list. In
some chatrooms, a number of different avatars are provided
from which a participant may make a selection. Usually, a
participant selects an avatar by using the keyboard 50 and/or
the mouse 40 on a pop-up window of the sort depicted 1n FIG.
3A. Sometimes, the participant has the opportunity to cus-
tomize the avatar selected and alter the appearance of the
avatar as used in various gestures or animations that can occur
during a chat session. For further details on user selection of
avatars, see U.S. Pat. No. 5,880,731 (incorporated by refer-
ence above).

Some chatrooms even allow the participants to upload
(from outside of the chatroom software) a picture or icon 1nto
the chatroom, e.g. 1l participants see an icon they want to use
as an avatar at a website. One example of such a website that
has 1cons available for use as avatars 1s illustrated in FIG. 3B
(see http://members.tripod.com/~mYLaGe/misc2.html).
Therefore, pictures that could be used as avatars include
M&M® characters 81 and 82 (FIG. 3B). It 1s also well known
to use M&M® characters in PC games, such as “The Lost
Formulas™ available from Simon & Schuster Interactive.

Also, a user may create their own 1con for use as an avatar,
¢.g. by use of a graphics editor such as Paint Shop Pro avail-
able from Jasc Software, Inc. 7905 Fuller Road, Eden Prairie,
Minn. Legal protection for such characters 1s described by, for
example, Pierce O’Donnell in the article entitled “What You
Need To Know About Character Protection—Has James
Bond Made the World Sate For You?” available through the
Internet at http://www.legalelite.com/articles/(a)
podonnellO1 . htm.

During a graphic chat session, comments that have been
transmitted by those participating in the chat session appear
in a text pane or a speech balloon next to the user’s avatar, and
any message being entered by the user appears 1n another
pane on the user’s computer display screen. Avatars can move
freely throughout sites, express themselves through gestures
and body language, as well as interact with the environment
by playing games, moving objects, decorating rooms, partici-
pating 1n presentations with other users, and making pur-
chases from interests generated from within the chatroom.

In chat sessions involving a well-known person, hundreds
of people may join the session, but only the host and the
moderator are active 1n the chat session. All other participants
are simply observers. However, one or more provisions may
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be made to display previously submitted questions from the
observers for the guest. The host controls the chat session.
The virtual space 1n which each chat session occurs 1s some-
times referred to as a “room” because the participants inter-
actively communicate 1n the way they would communicate 1n
a real room.

Typically, each participant 1n a graphic chatroom controls
only his/her avatar 1n the chatroom, and each avatar in the
chatroom 1s controlled by one participant. However, a user
may acquire supervisory powers to control images on the
displays. U.S. Pat. No. 5,802,296, which is herein incorpo-
rated by reference 1n 1ts entirety, discusses power to summon
another user, power to create, modity, or delete objects, and
an enhanced power to change locales within the chatroom. In
order to control the behaviors of avatars, some chatrooms
have “acolytes” that act as a chatroom police. Avatars can
page an acolyte 1f they encounter an offensive behavior. An
acolyte can then try to reason with the offender, or mute the
offender 11 he cannot be reasoned with.

An article entitled “The Psychology of Avatars and Graphi-
cal Space 1n Multimedia Chat Communities™ by John Suler,
Department of Psychology, Rider University available at
http://www.rider.edu/users/suler/psycyber/
psyav.html#Types discusses various types ol avatars, for
example “matching™ avatars and “clan™ avatars. Matching
avatars are designed to accompany each other and indicate a
connection or a bond between the members represented by
the matching avatars. Clan avatars are worn by members of
the same social group. Clan avatars tend to share the same
basic design with slight variations to differentiate one avatar
from another. As such, each user announces his/her allegiance
to the clan by adopting its collective visual appearance, while
also maintaining some measure of individuality. Clan avatars
are Tound almost exclusively among adolescents for whom
belonging to a peer group—and conforming to 1ts stan-
dards—is a developmental hallmark. Considerable creativity
and technical skills may go into creating matching avatars and
clan avatars.

Online communities can be formed using Virtual Reality
Markup Language (VRML). Business applications for such
communities are described 1n, for example, “The Business
Benefits of Online Communities” by Amy Oringel and Kon-
stantin Guericke, available at http://www.vrmlsite.com/
apr97/a.cgi/spot3.html. As stated therein, until recently,
multi-user virtual communities were mainly considered a
vehicle for gaming and entertainment. Although gaming and
entertainment markets will continue to grow, a greater proi-
itability lies 1n the business applications of virtual communi-
ties. Shared virtual environments provide companies with
personalized communication channels that can be used for a
myriad ol purposes, such as reaching the target market or
collaborating to develop a successtul internal framework.
Natural interactions i virtual environments offer a height-
ened experience to users and a cost-eflective model to the
hosts.

As noted 1n the article authored by Amy Oringel and Kon-
stantin Guericke, companies of all sizes can use shared envi-
ronments over the Internet as open communication channels
with their customers. Use of the shared environments benefit
the customers by providing them with a way of interacting
with the company representatives 1n a more personalized
manner than writing a letter or sending an electronic mail to a
taceless employee. Likewise, use of the shared environments
benelit the companies by allowing them to reach their target
consumers much more easily than with an HTML site. By
using the shared environments, companies may receive feed-
back or offer services. Furthermore, when satisfied customers
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share their positive experiences with a company and 1ts prod-
ucts, the customers themselves become advocates for the

company and 1ts products.

However, the shared environments are often not as effec-
tive as a live company representative who can form a more
personal bond with a potential customer than an order form.
This lack of personal bond prevents shared environments
from being as effective of a customer interaction channel as 1t
can be. Customer service, shopping malls, trade shows, and
sales showrooms are examples of applications that could
significantly benefit from the shared virtual environments 1f
the problem of lack of personal bond can be solved.

SUMMARY

A method and system in accordance with the invention
display on a computer or television screen an image that
represents a live person communicating with one or more
users. Typically, at least a portion of the image 1s owned by an
organization (also called “controlling organization™) and the
use of the image 1s approved by the controlling organization.
The organization’s ownership rights 1n the image may arise
from, for example, copyright law and/or trademark law. The
controlling orgamization may own the copyright to a particu-
lar character, for example Superman. Also, the controlling
organization may have acquired trademark rights to an image
by using the image 1n commerce. With both copyrights and
trademarks, the image may be registered with the government
(e.g. with the copyright or trademark oflice as appropnate).

An mmage displayed on a computer screen to represent a
live person communicating through a computer (or televi-
sion) with (e.g. send a message to or recerve a message irom)
other persons 1s hereinafter referred to as an “avatar” As
mentioned elsewhere herein, 1n several embodiments, an
organizational avatar 1s owned by an organization. An orga-
nizational avatar i1s different from another type of avatar
(heremaftter referred to as “generic avatar’”) that merely rep-
resents any user 1n a virtual environment, in that the image of
the organizational avatar holds a value or a significance that 1s
independent from 1ts use as an avatar. The present invention,
therefore, pertains to a new class of avatars.

A user can interact with an organizational avatar in a num-
ber of ways. For example, a user can talk to an organizational
avatar at a website or in a graphic chatroom (that may provide,
for example, a first person view) without using an avatar to
represent himselt/herself. Alternatively, a user may use an
avatar (1n a chatroom that provides, for example, a third
person view) to represent himselt/hersell. Depending on the
chatroom, a user’s choice of avatars may or may not be
limited to generic avatars; 1n some embodiments, the user
may not be permitted to choose an organizational avatar. A
user who uses an avatar to represent himself 1n a chatroom
may make his avatar not only express various emotions, but
also make it physically imteract with another avatar, for
example by punching, shoving, or lifting another avatar.

In one embodiment, an organization uses an organizational
avatar to officially represent the organization. This embodi-
ment allows an employee of the controlling organization to
communicate with customers and potential customers 1n the
manner normally used 1n a graphic chatroom. Furthermore,
this embodiment can be made to allow sales transactions in a
conversational manner. For example, McDonalds Corpora-
tion may decide to use a RONALD McDONALD® avatar in
any of the publicly available graphic chatrooms to promote
McDonalds products while interacting with generic avatars.

In another embodiment, an organization may set up a cha-
troom (also called “organizational chatroom™) with a back-
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ground that 1s related to (e.g. has the same trade dress as) 1ts
product or service, and use an organizational avatar as the
host of the organmizational chatroom. For example, TriCon
Global Restaurants, Inc., which owns Kentucky Fried
Chicken®, can set up a chatroom that has the trade dress of a

Kentucky Fried Chicken® restaurant. TriCon Global Restau-

rants, Inc. can hire an employee to use a Colonel Sanders
avatar 1n its organizational chatroom and talk to other users
who visit the Kentucky Fried Chicken® chatroom, e.g.,
answer questions about ingredients and calories in meals
served at the restaurant. If the organization 1s a business, an
organizational chatroom may be used as an online shop, and
an employee using an organizational avatar may enter into
sales contracts with users of generic avatars, e.g. for the
organization to sell goods and/or services to the users.

The backgrounds for organizational chatrooms can be
designed using tiles, which are picture fragments that can be
arranged like pieces of a jigsaw puzzle on a computer or
television screen to create a background. A chatroom soft-
ware that uses tiles for the background has an archive of
different types of tiles. Any number of each type of tile can be
retrieved from the archive and placed on the desired spot of a
computer or television screen to create a background. Use of
tiles can reduce the file size for expressing various back-
grounds by several times (e.g. can reduce to ¥10) as compared
to prior art backgrounds.

In yet another embodiment, a controlling organization per-
mits the use of organizational avatars, such as avatars of
M&M® figures or Barbie dolls, to participants other than the
controlling organization. For example, all users of a graphic
chatroom may be represented by avatars owned by a single
organization. An organization may allow users to use the
organizational avatars free of charge for the purpose of famil-
1arizing the user(s) with the particular products represented
by organizational avatars. By familiarizing the user(s) with
the products of the controlling organization, the orgamzation
elfectively advertises 1ts products. Depending on the business
model, free usage of organizational avatars may be allowed
indefinitely, may be allowed only prior to the release of a
related product, or may be allowed a limited number of times
(or over a limited duration).

In another implementation of the above embodiment, a
graphic chatroom requires the user to enter a password which
the user can only obtain by purchasing a product or service of
the organization that operates the chatroom. The chatroom
soltware may, for example, require that the user enter a
unique number imprinted on a hidden portion of the packag-
ing ol a product. Users that are unable to enter such a pass-
word may be limited to using generic avatars (selected from a
predetermined list), or may not even be allowed to enter the
chatroom. A restriction in the use of organizational avatars
that apply only to non-owners of the corresponding products
induces those who are familiar with the avatars to purchase
the products. Moreover, having a doll on hand 1n the real
world and using the corresponding avatar online provides a
child with a novel touch that 1s not available to prior art users
of graphic chatrooms.

Although an organizational avatar may be used 1n a graphic
chatroom, its use 1s not limited to graphic chatrooms. A con-
trolling organization, such as McDonalds Corporation, may

wish to use one of its avatars, for example an avatar of
RONALD McDONALD®, 1n 1ts website. In addition, real-

time online communication methods, such as America Online
Instant Messenger, may eventually become graphic and
implement organizational avatars. Since the 1mage of

RONALD McDONALD® 1s already familiar to many
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McDonalds® customers, a RONALD McDONALD® avatar
can be effectively used as a spokesperson for McDonalds
Corporation.

Organizational avatars provide organizations with
increased connectivity and interactivity with their customers,
thereby providing a cost-effective way of marketing and
advertising. For example, whereas employees 1n McDonalds
restaurants only focus on selling the various food 1tems on the
menu, a RONALD McDONALD® avatar promotes goodwill
and collects data from customers 1n addition to selling the
menu 1tems online. Organizational avatars are especially
cost-effective when they reside 1n the Internet which 1s acces-
sible worldwide, although organizational avatars as described
herein can also be distributed on storage media, such as CD-
ROMs. Through organizational avatars, companies can mar-
ket their product or collect data from all over the world. With
online activities becoming more prevalent among children
and teens, companies that target younger age groups are espe-
cially likely to benefit from organizational avatars.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1A 1s a three-dimensional perspective view of use of
a personal computer and modem by a user of a prior art
graphic chatroom:;

FIG. 1B 1s a front view of monitor 38 of FIG. 1A showing

an example of a prior art chatroom with an avatar and a
message 1 a message box;

FIG. 1C 1s a flowchart depicting acts performed by com-
puter 30 of FIG. 1A 1n response to the movement of a mouse;

FIG. 2 1s a schematic block diagram 1llustrating compo-
nents 1n a processor chasis 32 of FIG. 1A;

FIG. 3A 1s a character selection dialog box enabling a user

to select an avatar 1n the graphic chatroom illustrated 1n FIG.
1B;

FIG. 3B 1s a set of images available for use 1n a prior art
graphic chatroom.

FIG. 4 A 1illustrates a computer showing an organizational
avatar 1 a graphic chatroom 1n accordance with the mven-
tion;

FIG. 4B 1llustrates, 1n a flow chart of one embodiment, acts
associated with display of the organizational avatar of FIG.
4A;

FI1G. 4C 1llustrates, 1n a schematic block diagram the com-
puter of FIG. 4A interconnected by the Internet to a server
computer, and to other computers;

FI1G. 4D 1llustrates, 1n a tlowchart, a process of transierring
messages and mouse movements among chatroom partici-
pants via the server computer of FI1G. 4C;

FIG. 4E illustrates chat session participants engaged 1n a
chat session without involving the server computer of FIG.
4C;

FIG. SA illustrates a computer screen showing an organi-
zational avatar 1n a chatroom having in the background a trade
dress owned by the owner of the organizational avatar;

FIG. 5B illustrates a chat session wherein the background
comprises tiles;

FIG. 3C illustrates different types of tiles and possible
arrangements of tiles across the computer or television screen
to depict a background;

FI1G. 5D 1llustrates, 1n a tflowchart, a process of purchasing
a product or service through an orgamizational avatar;

FIG. 5E illustrates a computer screen showing organiza-
tional avatars wherein the organizational avatars are sports
team mascot(s);
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FIG. 6 A 1llustrates a computer screen showing a organiza-
tional avatar interacting with generic avatars and using an

object 1n a chatroom;

FIG. 6B illustrates an avatar 1n a punching motion.

FIG. 6C illustrates, 1n a flowchart, acts performed by the
server computer of FIG. 4C to automatically determine the
position of the object of FIG. 6A;

FIGS. 7A and 7C 1llustrate a computer screen showing an
organizational avatar and a generic avatar exchanging mes-
sages about the organization, 1n a chatroom that does not have
the organization’s trademark or tradedress 1n the background;

FIG. 7B 1illustrates, 1n a flowchart, acts performed to sup-
port a chatroom of the type illustrated 1n FIGS. 7A and 7C;

FIG. 8 A illustrates a computer screen showing a organiza-
tional avatar and a generic avatar 1n a chatroom that has a
trademark in the background, wherein the trademark 1s not
owned by the organization that owns the organizational ava-
tar;

FIG. 8B 1llustrates, 1n a flowchart, acts performed to sup-
port a chatroom of the type illustrated in FIG. 8A;

FIG. 8C 1llustrates a computer screen showing an on-line
shop wherein an employee of the shop manipulates a charac-
ter avatar;

FIG. 8D 1illustrates, 1n a flowchart, acts performed to sup-
port a display of the type 1llustrated in FIG. 8C;

FIG. 9A 1llustrates a computer screen showing a chatroom
wherein each participant 1n a chat session manipulates an
organizational avatar;

FIG. 9B 1llustrates, 1n a flowchart, acts performed to sup-
port a chatroom of the type illustrated in FIG. 9A;

FIG. 9C 1llustrates a computer screen showing a character
selection dialog box enabling a participant to select a BAR-
BIE® avatar;

FIG. 9D 1illustrates a basketball chatroom entered by the
participant after selection of an avatar as 1llustrated in FIG.
9C;

FIG. 10A 1illustrates a computer screen showing a chat-
room wherein each participant 1n a chat session manipulates
a character avatar;

FIG. 10B 1llustrates, 1n a flowchart, acts performed to sup-
port a chatroom of the type illustrated in FIG. 10A.

DETAILED DESCRIPTION

The present invention pertains to a new class of avatars.
Unlike the generic prior art avatars that are valuable only
because they represent live persons 1n a shared virtual envi-
ronment, the new class of avatars (“organizational avatars™)
in accordance with the present invention holds a value or a
significance independent from their use 1n a virtual environ-
ment. Unlike a generic avatar that 1s normally created by an
artist for use by any person in a chatroom, one embodiment of
an organizational avatar is 1n the 1image of a trademark, such
as Mickey Mouse, Colonel Sanders, or Pikachu (a Pokemon
character), or a widely recognized symbol, such as Santa
Claus. Such organizational avatars represent certain organi-
zations, typically the organizations that own rights to the
images of the avatars, in virtual environments. Therefore,
users of virtual environments can interface various compa-
nies by iteracting with those companies’ organizational ava-
tars. By using organizational avatars, companies of all sizes
can 1ncrease their interactivity with customers, advertise cost
elfectively, and promote a positive image for their products.

A method and system 1n accordance with the invention
display (e.g., as illustrated by act 122 of FIG. 4B) on a screen
111 (FIG. 4A) of a computer 110 (that 1s similar or 1dentical
to computer 30 described above, unless noted otherwise) an
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image 112 that represents a live person transferring informa-
tion (as 1llustrated by act 123 of FIG. 4B) to/from one or more
users. In one embodiment, the live person enters into a con-
tract with an owner of 1mage 112, for use of image 112. In an
example 1illustrated 1n FIG. 4A, image 112 1s of Colonel 5
Sanders who founded the Kentucky Fried Chicken® busi-
ness, and who served as 1ts spokesperson when he was alive.
The person using 1mage 112 as an avatar (also called “orga-
nizational avatar”) has a contract (as per act 121 of FIG. 4B)
with the Kentucky Fried Chicken® business (e.g. with TriCon 10
(Global Restaurants, Inc. which owns the business Kentucky
Fried Chicken® In some embodiments, image 112 that 1s
used to form an avatar 1s of a character that represents one of:
a person (e.g. Ronald McDonald), an animal (e.g. Mickey
Mouse), or a thing (e.g. a rocking chair). In certain embodi- 15
ments, image 112 1s not limited 1n any manner, and 1n fact can
be any image whatsoever (e.g. can be real and/or imaginary).

Depending on the embodiment, image 112 may be
received (see act 126 of F1G. 4B) by computer 110 either over
the Internet (e.g. from a website of the controlling organiza- 20
tion that requires the user of computer 110 to enter nto the
contract, which may be, for example, a click-wrap agree-
ment), or from a computer readable storage medium (e.g. that
1s packaged 1n a shrinkwrap that requires the user to enter into
a shrink-wrap agreement). Preferably, but not necessarily, 25
computer 110 recerves software (such as a chatroom client or
a 3D browser) from the controlling organization 1n the same
manner as 1image 112. Such software may include a feature
that prevents use of image 112 outside of the software (e.g. to
permit only use of 1image 112 as authorized by the agree- 30
ment). For example, the software may be a graphic chatroom
software that permits use of 1mage 112 only with a server
computer operated by the controlling organization. Alterna-
tively, the software may be in the form of JAVA bytecodes that
include image 112, so that image 112 1s inaccessible when the 35
software 1s not being used. As yet another alternative, the
image may be made usable only with the software sold or
provided by the particular organization that creates and con-
trols certain chatrooms.

An implementation may also be set up so that image 112 1s 40
simply located (without any protection, such as encryption) in
an approprate directory in computer 110 that relates to the
application software (e.g. C:\ProgramFiles\OpenVerse') 1n
case of OpenVerse. In such an implementation, misuse of
image 112 1s not prevented by an engineering mechanism, 45
and 1nstead legal remedies are used to prevent misuse. In one
such implementation, the only difference between a prior art
system and a system of this invention 1s the specific use of
image 112. As noted elsewhere, use of 1mage 112 may be
restricted via software mechanisms, depending on the various 50
embodiments. For example, if image 112 1s to be used only by
the owner of image 112, then software of the prior art 1s
modified so that (1) the choices of avatars that are available to
users 1s limited to a predetermined list that only allows selec-
tion of a generic avatar and (2) the choices of avatars that are 55
available to the owner of 1image 112 includes at least the
image 112. In the latter case, 1 more than one user choose the
same avatar to represent himself/herself with, the software
automatically makes adjustments, for example 1n hair color or
the color of the shirt, 1n order to avoid the presence of identical 60
avatars 1n a shared environment.

In one embodiment, image 112 1s displayed by a browser in
the users” computers, and access to 1mage 112 1s provided
through websites that are trusted by users, such as the orga-
nization’s website, a virtual mall (that provides access to a 65
number of such chatrooms), or a directory service (such as
YAHOO®). Providing access to image 112 from trusted web-

10

sites provides an assurance to the users (who use such access)
that they are dealing with the genuine organization, and not
with an unknown entity. Depending on the implementation,
digital certificates may be used to improve confidence of such
users.

Depending on the embodiment, 1image 112 may be a line
drawing, a picture, or just portions of such a drawing/picture
that together form a trade-dress. An organization’s ownership
rights 1n such an image 112 may arise from, e.g. copyright law
and/or trademark law. Preferably, but not necessarily, the
organization (or owner) registers image 112 with the govern-
ment, e.g. 1n the copyright office or the trademark office.
Registration of image 112, if performed by the controlling
organization, can be performed at any time relative to acts
121-123 (described above), depending on the embodiment.
Moreover, 1mage 112 need not be registered, and may be a
character (such as Superman) that 1s owned, as per copyright
law, by the organization as discussed below 1n reference to
FIG. 10A. Note that such a character need not be owned by the
organization in another embodiment, as discussed below 1n
reference to FI1G. 11A. In one embodiment, image 112 1s used
in commerce (as illustrated by act 125 1n FIG. 4B) to acquire
ownership rights (e.g. as per trademark law), even though not
registered.

For example, image 112 may have been used to identify the
organization itself (e.g. 1n an advertisement 1n the real world,
such as a billboard or newspaper advertisement), as in the
case of the image of Colonel Sanders that 1s used with the
initials “KFC” to represent the Kentucky Fried Chicken
restaurant. As another example, image 112 may have been
used to 1dentily a product (or service) provided by the orga-
nization, and to distinguish from the product (or service) from
others (e.g. on a store shell), as 1n the case of an 1mage of a
Coke® bottle (which 1s a product 1n the real world) which
may be used as an avatar to represent the Coca-Cola Com-
pany. Therefore, a trade dress of an organization (which 1s
acquired by use of a packaging or design of a product (or
service) erther 1n the real world or in the on-line world to
identily source) may also be used to form 1mage 112. Note
that for simplicity the examples refer to registered trade
marks that are well recognized, although as noted above the
trade marks need not be registered.

As yet another example, image 112 may have been used to
indicate a source of a product or service even 1f that source 1s
unknown, as 1n the case of an 1mage of Mr. Clean (which may
be used as an avatar) used to 1indicate a source of “Mr. Clean
Wipes-Ups” Kitchen wipes and Bathroom wipes, although
users may not know that Mr. Clean 1s a mark of Proctor and
Gamble. As still another example, image 112 may identify a
level of quality of a product or service, e.g. as 1n the case of
“Mr. Clean Wipes-Ups.” As yet another example, image 112
may be a symbol that invokes goodwill among the users,

again as 1n the case of Mr. Clean. Another example of image
112 that evokes goodwill 1s the i1mage of RONALD

McDONALD™ (a statue of which 1s commonly found 1n
McDonald’s restaurants), that may be used as described
herein to represent on a computer screen a real live customer
service representative of McDonald’s Corporation. There-
fore, depending on the embodiment, an 1mage that 1s used to
form an organizational avatar as described herein includes but
1s not limited to an 1image protected by the Lanham Act (the
Trademark Act 01 1946), as defined at, for example, 15 U.S.C.
§ 1127 that 1s incorporated by reference herein 1n its entirety.

This invention does not cover use of an 1mage 112 as an
avatar by a person not authorized by the controlling organi-
zation, 1f image 112 1s owned by the controlling organization.
Instead, the controlling organization has a contract with the
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person (that 1s being represented by the avatar), who may be,
for example, (1) an employee (or contractor) that represents
the organization to the user or (2) another user, e.g. of soft-
ware provided by the organization to advertise products or
services to such users. Use of such an image 112 by an
unauthorized person may be prosecuted by the controlling
organization under other legal theories, such as trade mark,
trade dress, right of publicity and unfair competition (e.g.
misrepresentation) laws.

In one embodiment, an organization uses an organizational
avatar to officially represent the organization, e.g. 1na graphic
chatroom accessed from the organization’s website. Software

for such a graphic chatroom may be automatically down-
loaded mto computer 110 (FIG. 4A) 1n the form of JAVA

bytecodes, as soon as a user indicates an 1nterest 1n interacting,
with a live person when visiting the organization’s website.
Alternatively, the organization’s chatroom may be a portion
of a virtual mall, and software for the virtual mall may be
already loaded 1n computer 110.

Such graphic chatroom software causes a number of com-
puters 110A-110N (wherein A=I=N. N being the total num-
ber of users) to have an 1dentical display on their respective
monitors as illustrated 1n FI1G. 4C. Each of the corresponding,
users 20A-20N that operate the respective computers 110A-
110N 1s represented 1n the display by a corresponding avatar
120A-120N. Avatars (also called “generic avatars™) 120A-
120N may be formed by images that are not identified with
any specific organization, product or service as per trademark
law, and that are not characters of the type protected as per
copyright law (e.g. not owned by an orgamization other than
the controlling organization). For example, avatars 120A-
120N may be formed as stick figures as illustrated in FIG. 4C.

In addition to generic avatars 120A-120N, the display
includes at least one organizational avatar 120Q) that repre-
sents another user 2000 who 1s a spokesperson for the control-
ling organization. Therefore, 1n this embodiment there are
two classes of avatars: organizational avatars used by organi-
zations, and generic avatars used by users. So, an employee of
a business, and customers (or potential customers) commu-
nicate with one another (send and receirve messages) 1n the
manner normally used 1n a graphic chatroom, and transact
business 1n a conversational manner.

Use of organizational avatar 120Q to conduct business
allows an organization’s employee to 200 evoke good will of
users 20A-20N for the organization, as compared to use of a
generic avatar 1201 that does not evoke such feeling. More-
over, unlike the real world, user 20Q’s physical characteris-
tics (such as race, gender, clothing, and physical handicap)
are hidden from users 20A-20N, thereby to provide a more
uniform experience to users 20A-20N, regardless of which
employee of the organization 1s acting as user 20Q). Also, use
of a graphic chatroom to conduct business provides custom-
ers with a real-world feel, e.g. because customers can discuss
theirr common problems amongst themselves. Therefore, use
of an organizational avatar 20Q) in a graphic chat room as
described herein provides advantages’ of both, the real world
and the on-line world.

In the embodiment 1llustrated 1n FIG. 4C, a server com-
puter 130 1s programmed with chat software 131 to assist in
transier ol information (as illustrated by act 123 of FIG. 4B)
among computers 120A-120N and a computer 120Q) that 1s
operated by user 20Q). In an alternative embodiment 1llus-
trated 1n FIG. 4E, such a server computer 1s not used and
instead, an organizational computer 139Q communicates
directly with user computer 1391 (note that there may be any
number of such user computers). Such direct communication
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(without server computer 130) may take place via the Inter-
net, or may also be via dial-up 1into computer 139Q).

Server computer 130 (FIG. 4C) maintains local builers
132A-132N and 132Q) to hold data related to corresponding,
users 20A-20N and 20Q). During operation, computer 120Q)
may receive a message or mouse movement (or a clickstream
of arrow keys) from user 20Q) (as illustrated by act 133 1n FIG.
4D) and transmit this information to server computer 130
(F1G. 4C). Server computer 130 1n turn saves this information
in 1ts memory (e.g., iIn a memory location specific to user
20Q)), and supplies the information (as 1llustrated by act 134
in FI1G. 4D) to all users (e.g. to each of computers 120A-120N
that update their respective displays in the normal manner). In
one embodiment, a user computer 120Q) updates the display
locally, so as to make the avatar responses to mouse move-
ments appear more realtime than it the update 1s performed
through a server.

In the embodiment just described, chat software 131 1n
computer 130 (FIG. 4C) 1s programmed to permit one or more
of users 120A-120N to be “black-listed” by user 120Q. For
example, a user 1201 may be black-listed i1 s/he misbehaves
by making obscene comments. Instead of being “black-
listed,” users may be simply “muted” wherein only messages
from such users are blocked. Depending on the embodiment,
users that are muted may be allowed to “whisper.” Users may
be “muted” for reasons other than misbehavior, e.g. 1f there 1s
insuificient room (1.e. the number N of users exceeds a pre-
determined maximum that can be serviced by a single
employee 20Q), an example of such a maximum 1s 10). In one
embodiment, users have to wait their turn to speak with an
organizational avatar, and are automatically “muted” upon
entry 1nto the graphic chatroom. Only a user whose turn it 1s
to speak 1s “un-muted” As in the normal manner, users that are
muted and/or black-listed can observe everything in the
graphic chat room, but cannot participate in the discussion.

When a user 1s being black-listed, computer 120Q) recerves
(as 1llustrated by act 135 in FIG. 4D) from user 20Q an
instruction about black-listing of user 20 A, and transmaits the
instruction to computer 130. Computer 130 informs user 20A
about being black-listed, and updates a database of black-
listed users (e.g. may mark 1n memory region 132A that user
1s black-listed). Similar acts are performed to remove a user
from the black-list. Users 20A-20N communicate with one
another 1n the normal manner of a graphic chatroom. For
example, a computer 120N receives (see act 137 in FIG. 4D)
a message, emotion, mouse movement or other such infor-
mation from user 20N and transiers this information to server
130. Server 130 checks (see act 138) the database to see 1f user
20N that generated the information 1s black-listed, and if not
transiers the information to all of computers 120A-120N and
computer 120Q).

In one embodiment, computers 130 and 120Q are both
owned and operated by the controlling orgamization. There-
fore, the functionality of these two computers can be com-
bined mto a single computer to yield the architecture 1llus-
trated in FIG. 4D. Alternatively, computer 120Q may be the
only computer owned and/or operated by the controlling
organization, and server computer 130 may be owned and/or
operated by a service provider (1in which case the organization
need not deal with operation and maintenance of computer
130).

In one implementation of the embodiment just described,
an organization operates a chatroom (also called “organiza-
tional chatroom™) having a background 141 (FIG. 5A) that 1s
related to (e.g. has the same trade dress as or contains a trade
mark of) the product or service the organization offers, and an
image 142 that has a similar relation (which 1s used as an
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organizational avatar). For example, TriCon Global Restau-
rants, Inc. (““Ir1Con’) may set up a chatroom with a Kentucky
Fried Chicken® restaurant 1n its background and hire an
employee to talk to other users by using a Colonel Sanders
avatar 142. If an embodiment requires that organizational
avatars be used only with the software of a specific chatroom
service provider, TriCon may hire the chatroom service pro-
vider to create a chatroom with a Kentucky Fried Chicken®
restaurant 1n 1ts background. Optionally, TriCon may have the
chatroom service also provide one or more organizational
avatars for the chatroom.

When setting up a chatroom that can accommodate orga-
nizational avatars, the background can be built using a num-
ber of tiles 140A-140N (wherein A=I=N, N being the total
number of tiles) and objects 144 A-1447. that are displayed
over such tiles, as shown 1n FIG. 5B. Tiles 140A-140N are
graphic segments that can be arranged to depict the desired
background. Fach tile 1401 can be either the same as or
different from another tile 140J. Such tiles can be selected to
form a background 148 (FIG. 5C) from a list 149 (also 1n FI1G.
5C) that shows tiles of various colors and patterns. Each tile
1401 occupies a spot on the computer or television screen, as
depicted by the rectangles 146 in FIG. 3C. Like the pieces of
a 11gsaw puzzle, such tiles 1n combination with each other,
make a complete background. For example, in FIG. 5B, a
one-tree tile 140A, two-tree tile 140B are shown arranged
alternating with one another to form a row 147 to depict a
snow-covered field. Objects 144 A-1447 (wherem A=1=7. 7
being the total number of objects) such as small landmarks
144 A or snowman 144B can be placed on top of the tiles to
embellish the background. Various avatars 120A-120R move
around on top of such a background.

A tiled background as 1illustrated 1n FIG. 5C can be con-
structed, simply by clicking on a tile 1n list 149 and then
clicking at a location in window 150 where the tile 1s to be
placed. In this manner, an entire background can be quickly
and easily constructed by any person, without the need to
learn and use a conventional graphics editor. Furthermore,
such tiled backgrounds can be downloaded more quickly than
a conventional background in the form of an 1mage 1n a single
“Jpg” or “.aif’” file. For example, if a single tile were used
repeatedly at each of a number of locations of a background,
to form the entire background consisting of 100 tiles, the
speed to download the single tile 1s 100 times faster. Although
a user computer 1391 needs to make 100 copies of the single
tile to form the image, with the speed advantage of personal
computers (PCs), the incremental time may not even be
noticeable by a user. If anumber of tiles are used to form a 100
tile background, the speed advantage 1s proportionately
reduced, but 1s still several times faster than downloading an
entire background as a single 1mage.

Tiles 140A-140N and objects 144A-144M 1s well suited
for use with organizational avatars of the type described
herein. First, tiles 1n a background are easy to change without
having to redraw the entire background, making them 1deal
for advertisements that change over time. For example, a tile
having the letter “M” to advertise McDonalds can be replaced
with another tile having the letters “KFC” to advertise Ken-
tucky Fried Chicken. In a similar manner, 1f a billboard 145 in
FIG. 5B 1s an object 144, it can simply be replaced with
another object. Alternatively, if billboard 145 1s formed of a
set o individual tiles, that set of tiles (that make up billboard
145) can be replaced with different tiles to change the content
of the billboard. Theretfore, by simply replacing few tiles of
the background, a chatroom service provider can customize
the background to accommodate different organizations (e.g.
the same background can be used with both KFC and
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McDonalds, 1 appropriate tiles are replaced). Also, using
tiles dramatically reduces the size of the files needed to create
backgrounds because the same tile 140 can be chosen as many
times as necessary to create the desired background. The
memory space that has been freed by the file size reduction
can then be used to store a greater variety of tiles, broadening
the tile options for background.

As 1llustrated by act 151, talking between two or more live
persons as described herein takes place by the computer’s
transierring messages 143. In one embodiment, message 143
1s about the organization or 1ts product/service, e.g. solicita-
tion of users to work at the restaurant, or answers to questions
about ingredients and calories 1n meals served at the restau-
rant, recommendation of certain items on the menu. In
another embodiment, message 143 1s not about the organiza-
tion, e.g. may be about current topics 1n the news (such as the
Florida election and changes to the electoral college).
Depending on the employee’s behavior, Colonel Sanders ava-
tar 142 may even walk with a user (not shown) 1nto restaurant
141, and 1n response, the background changes to depict the
inside, rather than the outside, of a Kentucky Fried Chicken®
restaurant.

If the organization 1s a business, such a chatroom may be
used as an on-line shop, and an employee using an organiza-
tional avatar may enter into sales contracts with users using,
generic avatars, e.g. for the organization to sell goods and/or
services to the users. In the just-described example, Colonel
Sanders avatar 142 may take an order (in act 152 of FIG. 5B)
from a user. Optionally, the user may be provided with a menu
for selection of a payment method (wherein the user can
select, for example, to pay with a credit card number, or
choose to pay upon delivery). Alternatively, the default
method could be payment on delivery, and the user may be
simply informed of thus payment method. Thereafter, the
ordered item 1s delivered (as illustrated by act 153) in real life,
to the user’s address. Depending on the implementation, one
or more portions of information about the user that are used to
form such a sales contract may be already on file with the
organization, in which case the user may simply order
selected 1tems from the menu, without being required to
provide any further mput.

Of course, as would be apparent to the skilled artisan, other
businesses may also be operated in this manner. As another
example, a sports team may set up a chatroom decorated with
the sports team’s colors, and use an avatar that resembles the
sports team’s mascot(s) (such as ACE and DIAMOND in case
of Toronto Blue Jays illustrated in FIG. SE) as host(s) in the
chatroom, ¢.g. to sell sports paraphernalia and tickets for the
next game. Thus, instead of physically going to or telephon-
ing a business’s ollice or store, a customer can simply use
their personal computer to make a purchase, ask questions, or
take care of a problem.

In the examples illustrated 1n FIGS. 5A and 5E, no generic
avatars are shown, because these examples illustrated chat-
rooms that provide a first person view and the user does not
use an avatar. Moreover, 1n these examples, there are either (1)
no other users, or (2) other users are black-listed and not
visible, or (3) the software supports only one-on-one commu-
nication (between organizational avatar(s) and a single user).
However, 1n a more typical example illustrated in FIG. 6 A,
the chatroom software provides a third person view, and the
user’s choice of avatars 1s limited to generic avatars (such as
avatars 161 and 162). As noted above, in this example as well,
the user 1s not permitted to choose organizational avatar 163
which 1s used only by the organization’s spokesperson.
Depending on the embodiment, avatars 161-163 (FIG. 6A)

may or may not be animated. A generic avatar that1s ammated
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allows a user to interact with an organizational avatar not just
by text and sound, but also by movement of limbs and/or
gestures. Animated avatars can play games using graphic
objects, push or punch each other, or make faces at each other,
among other activities. A computer can elfectively make an
avatar appear to move by switching rapidly between different
images used to represent the same avatar. For example, an
avatar can be made to execute a series of punches by switch-
ing rapidly between the two 1mages 168, 169 1n FIG. 6B.

Specifically, RONALD McDONALD avatar 163 in a cha-
troom 164 modeled after a McDonalds(& playroom enter-
tains users, by playing a game with avatars 161 and 162. In
this manner, the controlling organization (e.g. McDonald’s
Corporation) uses its chatroom (FIG. 6A) to improve public
relations, to promote a positive attitude toward 1ts products
not only 1n the minds of young participants who play with
Ronald McDonald 1n the chatroom, but also 1n the minds of
those children’s parents. The value of organizational avatars
as a public relations tool 1s further enhanced by the fact that
the avatars can entertain the chatroom participants 1n a myriad
of ways. An organizational avatar 163 can play games using
various objects, sing and dance, participate 1n a race, or per-
form a magic show. Therefore, chatroom 164 (FIG. 6A)
serves a purpose other than substituting for a physical store
(as described above 1n reference to FIGS. SA and 5E).

In the example 1llustrated in FIG. 6 A, avatar 163 uses a ball
165 to play a game with avatars 161 and 162. Therefore, a
chatroom can be set up to imclude objects, sounds, or any
other embellishment that augment the chatroom’s appeal.
Ball 165 1s automatically controlled by server 130 (FIG. 4C),
in response to movements by avatars 161-163. For example,
server computer 130 computes (in act 171 of FIG. 6C) the
new position of the ball based on the movement and location
of an avatar, and based on location of wall or other obstacle in
chatroom 164 (FIG. 6A). Next, in act 172, computer 130
checks 11 the new position interferes with the current position
of an avatar, wall or other obstacle, and 1f so returns to act 171
and 1f not goes to act 173. In act 173, computer 130 displays
the ball at the new position. Thereatiter, computer 130 goes to
act 174 to check for movement of an avatar, and 11 so goes to
act 171 and otherwise returns to act 173. Note that computer
130 may mmplement act 174 by simply waiting on avatar
movement, instead of actively checking.

In order to express an emotion, a user selects the “Avatar”™
item 1n the menu bar (FIG. 6 A) to open a drop down list box,
and selects the “Emotion” 1item which opens up another list
box 166. Box 166 allows the user to select any of a number of
emotions, such as happy, sad, angry, bored, and punch. Avatar
162 1s illustrated 1n FIG. 6A after selection of the “bored”
emotion. In one embodiment, the two classes of avatars (orga-
nizational and generic) have different behavioral options. A
controlling organization may, for instance, limit the ability of
,organizational avatar 163 to express certain emotions (such
as anger and sadness), although generic avatars 161 and 162
are permitted the full range of emotions. Limiting organiza-
tional avatar 163’ s behavior options reduces the likelihood of
a user 200 (FIG. 4C) offending customers, and reducing the
good will associated with orgamizational avatar 163. For
example, the “punch” option 1n the menu 166 may be disabled
for the organizational avatar 163, but not for other users
because punching other user avatars might adversely ail

ect
McDonalds” image. Also, as noted above, organizational ava-
tar 163 may have the ability to override the commands of
users, €.g. mute problematic users. An organization that 1s
concerned about maintaining order 1n 1ts chatroom may auto-
matically record all activities 1n a chatroom, for playback by
a supervisor of user 20Q (FIG. 4C) in case of complaints
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about user 20Q). In addition to emotions, a user may choose to
whisper (as discussed elsewhere), sleep or morph.

Although FIGS. 5A and 6A illustrate use of an organiza-
tional avatar with a background that 1s also owned by the
controlling organization, other kinds of backgrounds can also
beused in a graphic chatroom. For example, FIGS. S3E and 7A
illustrate chatrooms that have no background. In each of
FIGS. 5E and 7A, the respective messages from organiza-
tional avatars 175 and 176 are related to their organization, as
illustrated by act 181 in FIG. 7B. Also, as illustrated 1n FIG.
7A, a text pane 177 may be used to display the message “do
you know how many different M&M colors there are” from
M&M character 176. Note that avatars 176 and 161 are being
used by real live persons to talk to one another 1n real time.
Depending on the embodiment, instead of text messages,
voice recordings or even live speech may be exchanged by
such users.

Also, just like any other avatar, an organizational avatar can
participate 1n a chat session that 1s not hosted by an owner of
the organizational avatar (such chat session 1s hereinafter
“generic chat session”). For example, Colonel Sanders avatar
142 can enter a chatroom having a generic background that 1s
unrelated to Kentucky Fried Chicken®, i1 this generic chat-
room 1s accessible from the Kentucky Fried Chicken®1t cha-
troom ol FIG. 5A (e.g. 1n case of a virtual mall). In the
example 1llustrated 1n FIG. 7C, server computer 130 displays
(see act 182 1n FIG. 7B) such an unrelated background,
although displaying (see act 183) organizational avatar 142.
Generic avatars 161 and 162 may also enter this chatroom
(F1G. 7C), 1f the McDonald’s chatroom (FIG. 6A) 1s also part
of the virtual mall. In the example illustrated in FIG. 7C,
Colonel Sanders avatar 142 1s providing directions to the
nearest KFC, although such an organizational avatar may
discuss topics that are unrelated to the organization (such as
news events, politics, sports, history etc) in the manner of
discussions in the real world.

Note that a chatroom having a background of one organi-
zation can be entered by an organizational avatar of another
organization, so that the two organization target the same
group ol consumers, €.g. 1n case of a virtual mall of the type
described above. Therefore, 1 M&M’s® were targeting the
same group of customers as Kentucky Fried Chicken®, an
agreement to allow each other’s organizational avatars in
their respective chatrooms would be an effective marketing
strategy. In the example illustrated in FIG. 8 A, organizational
avatar 176 belonging to M&M® Corporation shows a generic
avatar 167, the way to the M&M® chatroom, from the chat-
room of Kentucky Fried Chicken®. In such a case, server
computer 130 displays the trademark avatar of M&M® cor-
poration (1n act 184 of FIG. 8A), background image 141 of
Kentucky Fried Chicken® (1n act 185), and generic avatar
167 (in act 186). When a user 1n control of organizational
avatar 176 provides a message 188 (FIG. 8B), server com-
puter 130 receives the message and transmits the message to
the user 1n control of generic avatar 167.

In another embodiment, an organization uses (see act 192
in FIG. 8D) a character from the public domain to form an
avatar. FIG. 8C, for example, shows a Santa Claus avatar 191
in an organizational chatroom 196 accessible through the
organization’s website. An employee of an organization, for
example a Christmas store, uses avatar 191 to speak about
Santa Claus, about being at the North Pole, and that it’s only
10 days to Christmas. Additionally, the avatar 191 may talk
about products/services of the Christmas store to visitors of
the website (see act 193 i1n FIG. 8D). Depending on the
implementation, the products and/or services may be related
to the character (e.g. Christmas gifts 1n case of Santa Claus).
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Optionally, there may be other avatars in the form of various
creatures or objects related to Christmas, such as elves, candy
canes, and reindeers. Depending on the implementation,
users may or may not be able to use one of those Christmas
avatars to interact with the Santa Clause avatar 191. With or
without using an avatar, the user sends and/or recerves mes-
sages that are related to Christmas or to the organization’s
products/services (see act 194). Finally, the information
exchange can result 1n a sale of product/service by the orga-
nization (see act 195).

Such use of a well-known character as an organizational
avatar has the advantage of receiving instant goodwill from
visitors who may not be knowledgeable about the organiza-
tion. Furthermore, the organmization may promote its organi-
zational avatar 1n the mind of the user, ¢.g. by displaying the
image of the avatar at points of sale, and by advertisement and
publicity. Such activities may cause the 1mage to achieve
“secondary meaning” (the public associates the image with
the organization), so that over time an organizational avatar
formerly from the public domain now becomes a trade mark
ol the organization.

In an alternative embodiment, all users of a graphic chat-
room are represented by a corresponding number of avatars
from a single organization, and each user enters into a con-
tract with the organization for use of the corresponding image
(that 1s owned by the organization). Depending on the imple-
mentation, such 1images may have a common theme. In one

example illustrated in FIG. 9A, a graphic chatroom 200
entitled “BARBIE” 1s made available at the website www-
barbie.com, and allows users to appear as any one of a num-
ber of organizational avatars 201A-201N that each have the
same 1mage as the corresponding BARBIE® dolls, such as
dolls named Barbie, Christie, Kira and Teresa.

In one implementation of the alternative embodiment, an
organization uses a number of images (e.g. that are to be used
tor avatars 201 A-201N) to identily products or services of the
organization (see act 211 1n FI1G. 9B). Thereatfter, a number of
users (e.g. that are represented by avatars 201 A-201N) con-
tract (as 1llustrated by act 212) with the organization to use
such 1mages in their computers. Next, each computer displays
(seeact213) the images to represent the users, as illustrated 1n
FIG. 9A. Thereafter, server computer 130 programmed with
graphic chatroom software 131 transfers (see act 214 1n FIG.
9B) messages (and any other information, such as gestures,
movement etc) between the users, in the above-described
mannet, so that children across the world can become friends.
The just-described graphic chatroom of the alternative
embodiment may be designed with a background appropriate
for the corresponding avatars (see act 2135 1n FIG. 9B), e.g.
may contain furniture of a BARBIE® doll house, and may be
in pink color.

In one implementation, one or more users are allowed to
use such avatars free of charge, so as to familiarize the user(s)
with the corresponding products, thereby to serve as an adver-
tisement for the products. Depending on the embodiment, all
avatars used 1n a chatroom may share a common theme, e.g.,
all of the avatars can be 1n the image of BARBIE® dolls. In
one embodiment, all avatars are owned by the same organi-
zation, such as avatars in the 1mage of Mickey Mouse, Lion
King, and Snow White, all of which are owned by Disney. In
the above-described example, the chatroom software may
allow users to use avatars of newly-released or yet-to-be-
released BARBIE® dolls, so that users purchase these dolls
alter using the corresponding avatars (see act 216 of F1G. 9B).
Depending on the business model, free usage of organiza-
tional avatars may be allowed indefimitely, or may be allowed
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only prior to release of a related product, or may be allowed a
limited number of times (or over a limited duration).

In another implementation of the alternative embodiment,
the user must purchase such a product prior to use of the
organizational avatar. For example, the contract described
above 1n reference to act 212 may be formed at the same time
that the organization sells a product or service to the user (as
illustrated by act 217). Thereafter, each computer checks (see
act 218) 11 a purchase has occurred. For example, 1n a char-
acter selection screen (see F1G. 9C), the user may be required
to enter a password in box 221, and the password may be
available only on purchase of a BARBIE® doll. Such a pass-
word may be imprinted on a hidden portion of the packaging
of the BARBIE® doll, so that the user must open the pack-
aging to retrieve the doll and the password.

The password may be generic, thereby to allow a user to
use any of the various BARBIE® avatars. Alternatively, the
password may be specific such that only a purchaser of a
specific BARBIE® doll, such as the WARRIORS doll, 1s able
to use the corresponding WARRIORS avatar 1n the graphic
chatroom 223 (FIG. 9D). Users that are unable to enter such
a password may be limited to using generic avatars (selected
from a predetermined list 222), or may not even be allowed to
enter chatroom 223, depending on the implementation. Such
restriction 1n the use of organizational avatars to only owners
ol the corresponding products induces users to purchase the
products. Moreover, having a doll on hand 1n the real world,
while using the corresponding avatar on-line provides a child
with a novel touch and feel experience that 1s not available to
prior art users ol graphic chatrooms. Furthermore, the orga-
nization, Mattel can sell to users other products that are dis-
played 1n such a chatroom 223.

In variants of the above-described embodiments, an orga-
nizational avatar formed by an 1image that 1s a trade mark,
trade name, service mark or trade dress of an organization 1s
replaced by another organizational avatar that1s formed by an
image 1n which the organization has a copyright. One
example 1llustrated in FIGS. 10A and 10B uses as avatars

301A-301N corresponding characters Simba, Timon and
Pumbaa from the DISNEY movie “The Lion King.” Unless

otherwise noted below, acts 312-318 1illustrated in FIG. 10B,
for use of avatars 301A-301N are similar or 1dentical to the
corresponding acts 212-218 described above 1n reference to
FIG. 9B. Although not illustrated 1n FIG. 10B, the organiza-
tion acquires rights to the images (e.g. either from an original
author or due to work for hire), prior to act 312. Here as well,
the organization may allow use of the characters free of
charge, in the hope that at least one of the users buys (see act
316) a product or service related to one of the characters,
which product or service 1s sourced by the organization. Note
that the word “sourced” 1s used to indicate that the organiza-
tion itself need not sell the product or service, but may license
other organizations to perform such sales.

Organizational avatars may also be used with Internet-
related applications other than chatrooms and websites. For
example, a real-time mode of communication such as
America Online Instant Messenger may implement organi-
zational avatars 11 it develops graphics capability.

Organizational avatars provide organizations with
increased connectivity and interactivity with their customers,
thereby providing a cost-effective way of marketing and
advertising. For example, whereas employees in McDonalds
restaurants only focus on selling the various food 1items on the
menu, a RONALD McDONALD® avatar promotes goodwill
(e.g., by playing games and giving out coupons) and collects
data from customers (e.g., by using an online suggestion box)
in addition to selling the menu 1tems online. Advertising with
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organizational avatars can be enhanced by the use of banners
around the border of the chatroom background, or by the use
of tile advertisements as part of the background. Organiza-
tional avatars are especially cost-etffective 1n that they reside
in the Internet, which 1s accessible worldwide. Through orga-
nizational avatars, companies can interface customers from
all over the world. With online activities becoming more
prevalent among children and teens, companies that target
younger age groups are especially likely to benefit from orga-
nizational avatars.
Numerous modifications and adaptations of the embodi-
ments and implementations described herein will be apparent
to the skilled artisan 1n view of the disclosure. For example,
although 1n the embodiment described above 1n reference to
FIG. 10A characters of avatars 301 A-301N are all from the
same copyrighted work (DISNEY movie “The Lion King”)
characters from different works can be made available 1n a
common chatroom. Examples of other such characters that
the same owner Disney could make available include, for
example, Mickey Mouse, Minnie Mouse, Gooly, Pluto
(Mickey’s dog), and Donald Duck. Also, instead of computer
110, a television can be used in other embodiments. Numer-
ous such modifications and adaptations are encompassed by
the attached claims.
What 1s claimed 1s:
1. A method of communicating between users, the method
comprising:
contracting [with], 5y an owner of an image with a first user
and/or a second user, for use of said 1mage 1n a graphic
environment approved by said owner, said image char-
acterizing a source of a product or service offered by said
OWINET;

configuring said graphic environment;

said configuring allowing a second user to communicate
with said first user in said graphic environment;

displaying said image to [a] #ze first user as an organiza-
tional avatar having the same trade dress as said source
of said product ov service, said ovganizational avatar
representing said source of said product or service, said
displaying to represent a second user communicating
with said first user in the graphic environment [that is
configured to allow], wherein said configuring controls
various emotional expressions of said first and second
users as well as physical interactions|, if desired,]
between a representation of said first user and said
[image] organizational avatar representing said second
user to emulate an actual physical interaction between
said first and second users; and

transferring a message between said first user and said

second user over a network.

[2. The method of claim 1, wherein said image represents a
public knowledge about said owner and distinguishes said
source from other sources.}

[3. The method of claim 1 further comprising:

registering said image with an agency of government as a

trade mark, service mark, or trade name of said owner.]

[4. The method of claim 1, wherein said image is formed by
a plurality of elements that together define a trade dress of a
product or service of said owner.]

[S. The method of claim 1, wherein said image is a mascot
of said owner.]

[6. The method of claim 1, wherein said owner owns a
copyright in said image.}

7. The method of claim [6] /, wherein said image is a
character.

8. The method of claim [6] / further comprising: the owner
being a source of dolls of said 1mage of a type that is recog-
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nized as vepresenting said source, and said organizational
avatar has the appearance of one of said dolls.

[9. The method of claim 1, wherein said graphic environ-
ment 1s a background being composed with a plurality of
tiles.}

[10. The method of claim 9, wherein at least one tile in said
plurality has different images and colors from another tile in
said plurality.}

[11. The method of claim 9, wherein at least a group oftiles
in said plurality are identical.]

[12. The method of claim 9, wherein said background is
static relative to a screen of the computer.}

[13. The method of claim 9, wherein at least a part of said
background moves relative to a screen of the computer.}

[14. The method of claim 9 further comprising:

using at least a part of the background to 1dentify a product

or service of said ownetr.]

[15. The method of claim 9, wherein at least a part of said
background is used for advertising.]

[16. The method of claim 9, wherein at least a part of said
background includes a trade name, trade mark, trade dress, or
service mark of an organization other than said owner.}

[17. The method of claim 9, wherein at least a portion of
said background has an appearance of at least one room.}

[18. The method of claim 9 further comprising changing
said background in response to movement of at least a portion
of said image.]

[19. The method of claim 1, wherein said representation of
the first user, hereinafter “first image”, does not i1dentily a
source of a product or service; and said 1image representing
said second user 1s hereinafter “second i1mage”, and the
method further comprising:

moving at least a portion of said first image 1n response to

operation of a first computer by said first user; and
moving at least a portion of said second 1image 1n response
to operation of a second computer by said second user.]

[20. The method of claim 19 further comprising:

recerving from the first user an instruction to morph; and

replacing the first image with a morphed version of said
first image.]

[21. The method of claim 19 further comprising:

displaying a third image, hereinafter “object,” and

automatically moving said object in response to movement
of at least one of said first image and said second image.}

[22. The method of claim 19 further comprising said sec-
ond user using said second 1mage 1n singing, dancing, telling
jokes, or being a magician.]

[23. The method of claim 19 further comprising:

said second user overriding said first users manipulation of

said first image at least part of the time.]

[24. The method of claim 19 further comprising:

displaying a indicating a plurality of first images including,

said first 1mage, wherein each first 1mages does not
identily a source of a product or service; and

recerving from the first user an 1dentity of said first image,

wherein said displaying of first image to represent said
first user is performed subsequent to said receiving.]

[25. The method of claim 19 further comprising:

recerving from the first user an identity of an emotion; and

replacing the first image with a modified version of said
first image to express said emotion.}

[26. The method of claim 25, wherein said emotion is
hereinafter “first emotion,” and the method further comprises:

receving Irom the second user an identity of a second

emotion; and

replacing the second 1image with a modified version of said

second 1mage to express said second emotion;
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wherein said second emotion 1s one of a second plurality of
emotions and said first emotion 1s one of a first plurality
emotions, said second plurality being a subset of said
first plurality.]

[27. The method of claim 1 further comprising:

receiving ifrom the first user an identity of one of the physi-

cal interactions to be performed with the second user;
and

replacing at least one of the first image and the second

image with a modified version thereof, to perform said
one of the physical interactions.}

[28. The method of claim 27 wherein said physical inter-
actions includes punching, shoving or lifting another objectin
the graphic environment.]

29. The method of claim 1, wherein the message includes
a voice recording of one of the first user and the second user.

[30. The method of claim 1, wherein said message includes
text and the method further comprises: displaying said text in
a {irst location during receipt of said text, and displaying said
text at a second location thereafter.]

[31. The method of claim 1, wherein said displaying is
performed by a first computer operated by the first user, the
method further comprising:

a server computer recerving the message over a network;

and

the server computer transmitting the message to a plurality

of computers including the first computer and a second
computer operated by the second user.]

[32. The method of claim 31, wherein the message is here-
mafter “first message” and said server computer supports
confidential communication between said {irst user and said
second user, and the method further comprising;:

said first user transmitting a second message to said second

user via said confidential communication, wherein said
second message includes information related to pur-
chase of said product or service;

wherein, during the confidential communication, the

server computer transiers the second message to the
second user but not to any other users.}

[33. The method of claim 1, wherein said contracting with
an owner ol an 1mage comprises:

the second user accessing a website of an organization; and

downloading said image from said website.]

[34. The method of claim 1 further comprising:

the first user inserting a computer-readable storage

medium 1nto a first computer that displays the image;
and

the first computer reading said 1mage from said storage

medium. ]

[35. The method of claim 1, wherein said message pertains
to customer service or customer survey for an organization.]

[36. The method of claim 1, wherein an organization is a
business and said message includes an offer to sell or an
advertisement for said product or service.}

[37. The method of claim 1, wherein an organization is a
church or a religious 1nstitution and said message includes a
preaching.]

[38. The method of claim 1, wherein an organization is an
educational institution and said message includes a teaching.}

[39. The method of claim 1, wherein a plurality of employ-
ees of an organization work in shifts twenty-four hours a day
as said second user, to respond to messages from a plurality of
first users including said first user.]

40. The method of claim 1, [wherein said image is herein-
after “second image’’] the method further comprising:

displaying a first image to represent said first user, wherein

said first image identifies said source; [and]
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moving at least a portion of said first image 1n response to
[operation of a portion of] receiving information from a
first computer by said first user; and moving at least a
portion of said [second image] organizational avatar in
response to [operation of a portion of] receiving infor-
mation from a second computer by said second user;

wherein said first computer and said second computer are
[included] communicatively coupled in [said] a system
of computers.

41. The method of claim 1, wherein said representation of
said first user is an image that identifies said source, the
method turther comprising:

displaying a list indicating a plurality of images including,

said first image and said second image, wherein [each]
said first 1mage and said ovganizational avatar each
identifies said owner:

recerving from the first user an 1dentity of said first image;

and

receiving from the second user an identity of said [second

image] organizational avatar; wherein said displaying
of [images] said organizational avatar to said first user
to represent said [users] second user is performed sub-
sequent to said receving.

42. The method of claim 41 further comprising:

checking 11 each of said first user and said second user has

purchased said product or service; and performing said
receiving only after said checking.

43. The method of claim 42 wherein said checking
includes:

prompting each user for a password.

[44. A signal encoded in a carrier medium and including
istructions to perform the displaying and transierring of
claim 1.}

[45. A computer readable storage medium encoded with
instructions to perform the displaying and transierring of
claim 1.}

[46. A computer system comprising:

a first computer by a first user represented by a first image
provided by an organization, said image characterizing a
source ol a product or service offered by said organiza-
tion;

a second computer by a second user represented by a sec-
ond 1image; and

wherein both of said first and second computers are con-
figured to display a graphic environment acceptable to
said organization, said first and second 1mages are ani-
mated 1n said graphic environment that 1s configured to
allow various emotional expressions of said first and
second users as well as physical interactions, 1f desired,
between said first and second images to emulate an
actual physical interaction between said first and second
users. ]

[47. The system of claim 46 wherein said first image was
previously used by said organization to identity itself or to
identify a product or service offered by said organization.}

[48. The system of claim 47, wherein said first image
comprises a trade mark, trade dress, a trade name or service
mark of said organization.}

[49. The system of claim 47, wherein said organization
holds a copyright in said image.]

[50. The system of claim 46 further comprising a text
message displayed on either one or both of the first and
second computers and pertaining to marketing, business
transaction, or customer service for the organization.]

51. A method for users to interact with each other, the
method comprising:
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[an organization using a plurality of images to identify
products or services of said organization, each 1mage
being owned by said organization;]

[a plurality of users] contracting [with the], 5y an organi-
zation with a plurality of users, 1or use of said plurality
of 1mages which identify products or services of said
organization with each image being owned by said orga-
nization, each of said plurality of 1images being an orga-
nizational avatar that has the same trade dress that
identifies said products ov services of said organization
so that said orvganizational avatar is rvecognized as a
source of said product or service;

configuring a graphic environment,

[representing] said configuring allowing said users to com-
municate in said graphic envivonment, and causing said
organizational avatar to represent one of said users 1n
[a] said graphic environment [that is configured to
allow], arnd allowing various emotional expressions of
said users as well as physical interactions, [if desired,]
among said users by animating [corresponding] said
images to emulate an actual physical interaction among
said users;

[a computer operated by each user displaying] sending said
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plurality of images to computers associated with each of 25

the plurality of users with each [image] of the plurality of

images representing one of said users i1n the graphic
environment by moving one of said plurality of images
towards another one of said plurality of 1mages to emu-
late that one of said plurality of users walks towards
another one of said plurality of users for talking; and

[transferring] receiving, from a computer associated with

one of said plurality of users, at least one message
between said one of said plurality of users and said
another of said plurality of users and controlling said
emotional expression of said plurality of users.

52. The method of claim 51 further comprising: [the orga-
nization] selling, by the organization, a product to each user
prior to said contracting.

53. The method of claim 52, wherein there is a list consist-
ing of descriptions of only said plurality of images.

54. The method of claim 52 further comprising: checking it
cach user has purchased a product of said organization; and
performing said displaying only after said checking.

55. The method of claim 54, wherein each of said images 1s
of a corresponding plurality of products of said organization;
and one of said 1mages represents a user only if said user has
purchased said [corresponding] product.

56. The method of claiam 54, wherein said checking
includes:

prompting for a password imprinted on packaging of said

product.

57. The method of claim 54, wherein said product 1s a doll.

58. The method of claim 51 further comprising the orga-
nization selling a product to at least one user subsequent to
said transferring.

59. The method of claim 51 further comprising displaying,
a list of 1mages to each user for selection of an 1mage to
represent [said] each user, said plurality of images forming at
least a majority of images described by said list.

60. The method of claim 51, further comprising each com-
puter displaying a background image having a theme in com-
mon with said plurality of images.

[61. A signal encoded in a carrier medium and including
instructions to perform the displaying and transierring of

claim 51.]
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[62. A computer readable storage medium encoded with
instructions to perform the displaying and transferring of
claim 51.]

63. A method for users to interact with each other, the
method comprising:

[all users] contracting [with], by an organization with all of
the users, for use of a plurality of characters having a
common theme, each character being owned by said
organization [and used in];

configuring a graphic environment on a computer 1n accor-
dance with the common theme representing the organi-
zation, and providing data for plural characters to inter-
act on the computer in the graphic envivonment, at least
one of the characters being an organizational avatar
that has the same trade dress as a product or service of
the organization, making said organizational avatar
recognized as a source of said product or service;

[a] receiving data from said computer operated by [each
user] at least one user;

displaying said plurality of characters with each character
representing one ol said users 1n said graphic environ-
ment;

[that is configured to allow] where said configuring con-
trols said users to express their respective emotional
expressions for] and to have physical interactions with
each other]|, if desired,] to emulate a real environment,
said graphic environment being composed by graphic
tiles;

[one of said users] where said configuring also controls
conducting a conversation by one of said users, includ-
ing moving a corresponding one of said [images] ckar-
acters towards another one of said [image] characters
representing [an] a user; and

transierring at least one message between said users.

64. The method of claim 63 further comprising selling, by
the organization [selling], a product to each user prior to said
contracting.

65. The method of claim 63 further comprising: checking it
cach user has purchased a product of said organization; and
performing said displaying only after said checking.

66. The method of claim 65, wherein each of said plurality
of characters 1s used with a corresponding plurality of prod-
ucts of said organization; and one of said plurality of charac-
ters represents a user only 1f said user has purchased a corre-
sponding one of said corresponding [product] plurality of

products.

67. The method of claam 65, wherein said checking

includes prompting for a password imprinted on packaging of
said product.
68. The method of claim 65, wherein said product 1s a doll.
69. The method of claim 63 further comprising the orga-
nization selling a product to at least one user subsequent to
said transierring.
70. A method of communicating between users, the method
COmMprising:
contracting with an owner of an image for use of said
image in a graphic envivonment approved by said owner,
said image characterizing a source of a product or ser-
vice offered by said owner;
displaving said image to a first user as an organizational
avatar that is vecognizable as said source of said product
or service to represent a second user communicating
with said first user in the graphic environment that is
configured to allow various emotional expressions of
said first and second users as well as physical interac-
tions, if desired, between a vepresentation of said first
user and said ovganizational avatar representing said
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second user to emulate an actual physical interaction
between said first and second users;

transferring a message between said first user and said
second user over a network; and

controlling emotions of the displayed ovganizational ava- 5
tar that vepresents the second user, said controlling com-
prising limiting the emotions that the organizational
avatar indicative of the image can represent to a first set
of limits on emotions for the organizational avatar,
wherein said limiting only limits the emotions that the 10
organizational avatar can represent to said first set of
[imits, and does not limit emotions to all of said first set
of limits for at least said first user.

71. A method for users to interact with each other, the

method comprising:

contracting by an organization owning a plurality of
images that identify products or services of said organi-
zation with a plurality of users, each of said plurality of
images being an organizational avatar that is vecogniz-
able as identifying said products orv services of said 20
organization and said organizational avatar vepresent-
ing one of said users in a graphic environment that is
configured to allow various emotional expressions of
said users as well as physical interactions, if desired,
among said users by animating corrvesponding said
images to emulate an actual physical interaction among
said users;

transmitting, to at least one of a plurality of computers
operated by at least one of the plurality of users, said
plurality of images with each of the plurality of images
representing one of said users in the graphic envivon-
ment by moving one of said plurality of images towards
another one of said plurality of images to emulate that
one of said plurality of users moves towards another one
of said plurality of users while talking to said another
one of said plurality of users;

transferrving at least one message from said one of said
plurality of users divected to said another of said plural-
ity of users and for controlling said emotional expres-
sions of at least some of said plurality of users; and

controlling emotions of the orvganizational avatar that rep-
vesents one of the users to limit the emotions that the
organizational avatar can represent in a first way that
represents a limit on emotions for the organizational
avatar, wherein said controlling only limits the emotions
that the organizational avatar can represent, and does
not limit emotions for other avatars.

72. A method for users to interact with each other, the

method comprising:

contracting, by an organization, with all of the users, for
use of a plurality of characters having a common theme,
each of said characters being owned by said ovganiza-
tion and used in a graphic envivonment by the users in
accovdance with the common theme representing the
organization and at least one of the characters being an
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organizational avatar that represents and is recogniz-
able as vepresenting the organization,

receiving data on at least one computer operated by at least
one user displaving said plurality of characters with
each charvacter representing one of said users in said
graphic envivonment that is configured to allow said
users to express their vespective emotional expressions
and to have physical interactions with each other to
emulate a veal envivonment, said graphic environment
being composed by graphic tiles;

conducting, by one of said users, a conversation including
moving a corresponding one of said characters towards
another one of said characters vepresenting a usev;

transferring at least one message from said one of said
users to another of said users; and

[imiting emotional expressions which can be presented by
those users that vepresent characters owned by the orga-
nization, while not limiting corresponding emotional
expressions for other users who do not vepresent char-

acters owned by the organization.
73. The method of claim 1 wherein said trade dress is in the

form of a trademark.

74. The method of claim 1 wherein said trade dress is in the

form of a copyright.

75. The method of claim 1 wherein said displayving takes

place on a computer used by said first user.

76. The method of claim I further comprising
contracting by an owner of an image with said second user
Jor use of an image by said second user in said graphic
environment, said second image characterizing a source
of a product or service offered by said owner; and
said displayving further comprises displaying said second
image to said first user as an ovganizational avatar that
is in the form of intellectual property that is owned by
said owner and identifies said owner as a source of a
product or service.
77. The method of claim 75 wherein said displaying also
takes place on a computer used by said second user.
78. The method of claim 77 where the image used by said
second usevr is the same as the image used by said first user.
79. The method of claim 77 where the image used by said
second user is not the same as the image used by said first
user.
80. The method of claim 77 wherein said trade dress is in
the form of a copyright.
81. The method of claim 76 further comprising: selling, by
the organization, a product to each user.
82. The method of claim 76, further comprising.
said transferving a message comprises transfer by a com-
puter associated with a user, at least one message
between said one of said plurality of users and said
another of said plurality of users and for controlling said
emotional expressions of said plurality of users.
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