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Claims 

1. A computer implemented process providing an interactive 

game event of a game for two or more users, the game event forming 

a shared gameplay that is shared by all users participating to the 

game event and evolves by actions of at least some users participating 

to the game event, the process comprising: 

allocating game characters of the game to the participating 

users; 

initiating in the game event two or more sub-processes 

configured to progress independently in separate state machines, each 

of which is responsive to a sub-process specific set of interaction 

functions; 

selecting to each sub-process a group of game characters, 

wherein at least one game character is selected to at least two 

simultaneously progressing sub-processes; 

providing for activation to the selected game characters a set of 

allowed interaction functions from the set of interaction functions of 

each of the sub-processes they are selected to; 

changing the state of an ongoing sub-process in response to a 

selected game character activating an interaction function from its set 

of allowed interaction functions in that ongoing sub-process; 

updating the set of allowed interaction functions of the selected 

game characters in that ongoing sub-process in response to state 

change of the sub-process. 

2. A computer implemented process according to claim 1, 

characterized by the game event having defined beginning and end 

points. 
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3. A computer implemented process according to claim 2, 

characterized in that at least one of the defined beginning and end 

points is timed. 

4. A computer implemented process according to any of claims 1 

to 3, characterized by:  

allocating to game characters selected to a sub-process game 

roles; and  

applying the game roles to restrict the availability of interaction 

functions to the game characters. 

5. A computer implemented process according to any of claims 1 

to 4, characterized by initiating at least part of the sub-processes 

according to a predefined schedule.  

6. A game server comprising a processing unit, the processing 

unit being configured to   

initiate an interactive game event of a game for two or more 

users, the game event forming a shared gameplay that is shared by all 

users participating to the game event and evolves by actions of at 

least some users participating to the game event;   

allocate game characters of the game to the users; 

initiate in the game event one or more sub-processes configured 

to progress independently in separate state machines, each of which is 

responsive to a sub-process specific set of interaction functions; 

select to each sub-process a group of game characters, wherein 

at least one game character is selected to at least two simultaneously 

progressing sub-processes; 
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provide for activation to the selected game characters a set of 

allowed interaction functions from the set of interaction functions of 

each of the sub-processes they are selected to; 

change the state of an ongoing sub-process in response to a 

selected game character activating an interaction function from its set 

of allowed interaction functions in that ongoing sub-process; 

update the set of allowed interaction functions of the selected 

game characters in that ongoing sub-process in response to state 

change of the sub-process. 

7. A game server according to claim 6, characterized by the 

processing unit being configured to allocate to game characters 

selected to a sub-process game roles; and  

apply the game roles to restrict the availability of interaction 

functions to the game characters. 

8. A game server according to claim 6 or 7, characterized by 

comprising a ruleset comprising update rules for availability of 

interaction functions to the game characters in various states of the 

sub-processes. 

9. A game server according to any of claims 6 to 8, 

characterized by the processing unit being configured to initiate at 

least part of the sub-processes according to a predefined schedule.  

10. A computer program product, readable by a computer and 

encoding instructions for executing the process of any of claims 1 to 5 

in a computer device for providing an interactive game event for two 

or more users. 


