METHOD AND SYSTEM FOR ESTABLISHING CLONED GAME

ACCOUNTS

FIELD OF THE INVENTION
[0001] The present invention relates to a method and system for
managing accounts, and more particularly to a method and system for

establishing cloned game accounts.

BACKGROUND OF INVENYION

[0002] In recent years, entertainment activities are one of the ways for
pressure release and physical and mental relaxation for modern people.
Among the entertainment activities, game applications that allow
interaction between users, audio and visual enjoyment as well as social
exchange are most favored by the users. Meanwhile, thanks to functional
improvement and popularization of smart devices, apart from computer
games, mobile games are rapidly growing. Along with the promotion of
international e-sports competitions by countries from all over the world,
the game industry and game applications have become part of daily life.

[0003] Generally, users can have multiple accounts to play multiple
games. Users can select specific games to play according to their

preferences and available time. The game results, such as game objects



need investment and operation by the users. After a period of time, users

may have multiple dispersed game accounts having various asset values.

[0004]1 Currently, users can sell their own game accounts to other
users. However, there are no public official platforms for game account
trading. Game account sellers need to manage the whole selling procedure,
and must pay attention to the updated information of the buyers at all
times. For the game account sellers, the whole selling procedure is quite
complicated. Moreover, there are no mechanisms for the buyer to verify
the accounts to be sold by the seller. In other words, the buyer cannot use
the seller’s account for a test play. The whole game account transaction

procedure is quite opaque and risky for both the buyer and the seller.

SUMMARY OF THE INVENTION

[0005] In view of this, the present invention provides a method and a
system for establishing a cloned game account, which can establish a
cloned game account based on the seller’s account, for the buyer to have a
test play.

[0006] The present invention provides a method to establish cloned
game accounts, having the following steps: firstly, a) a server provides a
game account trading platform. The game account trading platform is

connected to multiple game interfaces. When any of the primary accounts



register on the game account trading platform, the primary account will be
bound to multiple game accounts of the same user in those interfaces.
Then, b) a seller user primary account selects any of the game accounts,
edits the multiple game objects and an auction price, produces an auction
information, and posts it on the game account trading platform.

¢) When an auction information is posted on the game account trading
platform, the game account trading platform will establish a testing game
interface according to the game interface under the relevant game account,
and generate a cloned game account based on the game objects, so that the
buyer user primary account can enter this testing game interface to test the
cloned game account.

d) If a transaction is completed for this auction information and the game
account is transferred and bound to the buyer user primary account, the

game account trading platform will delete the cloned game account.

[0007] Furthermore, the present invention provides a system for
establishing cloned game accounts, which comprises a server, a seller

client and a buyer client.

[0008]1 The server is provided with the game account trading platform
connected to multiple game interfaces. When any of the primary accounts
register on the game account trading platform, the primary account will be

bound to multiple game accounts of the same user on those game
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interfaces.

[0009]1 The seller user client has a seller user primary account. The
seller client selects any of the game accounts, edits the multiple game
objects and an auction price, produces an auction information, and posts
the auction information on the game account trading platform. In
particular, when an auction information is posted on the game account
trading platform, the game account trading platform will establish a
testing game interface according to the game interface under the relevant
game account, and generate a cloned game account based on the game
objects.

[0010] The buyer client has a buyer user primary account. The buyer
client enters the testing game interface to test the cloned game account, or
selects the auction information to buy the game account. In particular, if
the transaction is completed for this auction information, and the game
account is transferred and bound to the buyer user primary account, the

game account trading platform will delete the cloned game account.

BRIEF DESCRIPTION OF THE DRAWINGS

[0011] Fig. 1 illustrating an embodiment of the method to establish

cloned game accounts according to the present invention;

[0012] Fig. 2a to Fig. 2f illustrates how the seller produces an auction
4



information according to the present invention;

[0013] Fig. 3a to Fig. 3d illustrates how the buyer tests the cloned

game account according to the present invention;

[0014] Fig. 4 illustrates the interconnection in the system for establish

cloned game accounts.

DETAILED DESCRIPTION OF THE INVENTION

Embodiment 1,establisg cloned game accounts

[0015] Fig. 1 illustrates the processes of the method to establish
cloned game accounts according to the present invention, including:
firstly, a) a server provides a game account trading platform. The game
account trading platform is connected to multiple game interfaces. When
any of the primary accounts register on the game account trading platform,
the primary account will be bound to multiple game accounts of the same
user in those interfaces S100.

Then, b) a seller user primary account selects any of the game accounts,
edits the multiple game objects and an auction price, produces an auction
information S102, and posts the auction information on the game account

trading platform.



Embodiment 2,the seller produces an auction information

[0016]1 Fig. 2a to Fig. 2f illustrates how the seller produces an auction
information according to the present invention. Referring to Fig. 2a, the
seller user can enter the posting and selling interface provided by the
game account trading platform to open the auction. Then, as shown in Fig.
2b, the role to be sold in the game account is selected and duplicated.
Referring to Fig. 2c and Fig. 2d, further, the seller user can decide
whether or not to open the role testing and to select appropriate testing
conditions. In particular, as shown in Fig. 2e, such testing conditions
include monster type, level, number or game map. Moreover, as shown in
Fig. 2f, the seller can also choose to let the buyer set the required testing

conditions.

[0017] In some embodiments, those game objects are selected from
roles, props, services or the non-modifiable information data that the
game account belongs to, Step b) also includes that, b1) the game account
trading platform further locks the game account, and prohibit alteration to

the non-modifiable information data of the account to be transacted.

[0018] c) When an auction information is posted on the game account
trading platform, the game account trading platform will establish a
testing game interface according to the game interface under the relevant

game account, and generate a cloned game account S104 based on the
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game objects, so that any buyer user primary account can enter the testing

game interface to test the cloned game account.

[0019] In some embodiments, the testing game interface has multiple
situation objects, selected from the rival roles, competing roles, tasks or
environment information data that the game interface belongs to.
Moreover, any buyer user primary account can enter the testing game
interface to test the cloned game account S106. Preferably, if multiple
buyer user primary accounts apply for the cloned game account at the
same time, the game account trading platform will based on the
application times of those buyer user primary accounts, set different time

periods for the accounts to test and experience the cloned game account.

Embodiment 3,the buyer tests the cloned game account

[0020] Fig. 3a to Fig. 3d illustrates how the buyer tests the cloned
game account according to the present invention. Referring to Fig. 3a, the
buyer user can log into the game account trading platform, select the
auction information of interest to have a test. As shown in Fig. 3b, the
game account trading platform will provide a recommended experiencing
environment. As shown in Fig. 3c, the testing and experiencing conditions
established by the seller are displayed. In addition, the buyer can also set

the required testing and experiencing conditions. As shown in Fig. 3d,
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those testing and experiencing conditions include monster type, level,
number or game map.

[0021] Later, determine if a transaction is completed for the auction
information and the game account is transferred and bound to the buyer
user primary account, d) Step S108, if a transaction is completed for the
auction information and the game account is transferred and bound to the
buyer user primary account, the game account trading platform will delete

the cloned game account.

[0022] In some embodiments, those game objects are selected from
level, progress, ranking, or modifiable information data that the game
account belongs to. Step d) also includes that, d1) if a transaction is not
completed for the auction information, a cycle time is set to update the
modifiable information data of the auction information; it is to be noted
that, d2) if a transaction is completed for the auction information, but the
game account has not been transferred and bound to the buyer user
primary account, the buyer user primary account can examine the game

objects through the testing game interface.

Embodiment 4,a system for establishing cloned game accounts 400

[0023] Fig. 4 illustrates an embodiment of a system for establishing

cloned game accounts 400. The system includes a server 402, a seller
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client 404 and a buyer client 406.

[0024]1 The server 402 can execute and be installed with a game
account trading platform connecting multiple game interfaces. When any
of the primary accounts register on the game account trading platform, the
main account will be bounded to multiple game accounts of the same user

of those game interfaces 402a.

[0025]1 The seller client 404 is connected to the server 402, having a
seller user primary account to select any of the game accounts 402a, edit
the multiple game objects under the game account 402a and an auction
price, and produce an auction information. When the auction information
Is posted on the game account trading platform, the game account trading
platform will establish a testing game interface 402b according to the
game interface under the relevant game account, and produce a cloned

game account based on the game objects.

[0026]1 The buyer client 406 is connected to the server 402, having a
buyer user primary account to enter the testing game interface 402b to test
the cloned game account, or to select the auction information to buy the
game account; in particular, if a transaction is completed for the auction
information and the game account is transferred and bound to the buyer
user primary account, the game account trading platform will delete the

cloned game account.



[0027] The executing steps of the method to establish cloned game
accounts disclosed in the present invention can also be written into a
software program to be stored in any recording media that can be
recognized and interpreted by any micro-processing unit, or any object or
device containing the above-mentioned recording media. With no
limitation to the forms, the above-mentioned object can be a hard disk,
floppy disk, compact disk, ZIP, MO, IC chip, RAM, or any object
containing the above recording media that can be used by those skilled in

the art.

[0028] Each feature disclosed in the descriptions of the present
invention can be substituted by identical, equal or similar alternatives.
Hence, unless specifically indicated, each feature disclosed is only an

embodiment of one type of the alternatives or similar features.
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CLAIMS

1. A method for establishing cloned game accounts, includes :

a) A server provides a game account trading platform, the game
account trading platform is connected to multiple game interfaces, when
any of the primary accounts register on the game account trading platform,
the primary account will be bound to multiple game accounts of the same
user in those interfaces;

b) A seller user primary account selects any of the game accounts,
edits the multiple game objects and an auction price, produces an auction
information, and posts it on the game account trading platform;

¢) When an auction information is posted on the game account trading
platform, the game account trading platform will establish a testing game
interface according to the game interface under the relevant game account,
and generate a cloned game account based on the game objects, so that the
buyer user primary account can enter this testing game interface to test the
cloned game account; and

d) If a transaction is completed for this auction information, and the
game account is transferred and bound to the buyer user primary account,

the game account trading platform will delete the cloned game account.
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2. The method for establishing cloned game accounts of Claim 1, in
particular, Step b) also includes that :

bl) The game account trading platform further locks the game account,
and prohibit alteration to the non-modifiable information data of the
account to be transacted.

3. The method for establishing cloned game accounts of Claim 1, in
particular, the testing game interface has multiple situation objects, selected
from the rival roles, competing roles, tasks or environment information
data that the game interface belongs to.

4. The method for establishing cloned game accounts of Claim 1, in
particular, the game objects are selected from level, progress, ranking, or
modifiable information data that the game account belongs to, in particular,
Step d) also includes that :

dl) If a transaction is not completed for the auction information, a
cycle time is set to update the modifiable information data of the auction
information.

5. The method for establishing cloned game accounts of Claim 1, in
particular, Step d) also includes that :

d2) If a transaction is completed for the auction information, but the

game account has not been transferred and bound to the buyer user primary
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account, the buyer user primary account can examine the game objects
through the testing game interface.

6. A method for establishing cloned game accounts, includes :

the server is provided with the game account trading platform connected to
multiple game interfaces, when any of the primary accounts register on the
game account trading platform, the primary account will be bound to
multiple game accounts of the same user on those game interfaces; the
seller user client has a seller user primary account, the seller client selects
any of the game accounts, edits the multiple game objects and an auction
price, produces an auction information, and posts the auction information
on the game account trading platform; in particular, when an auction
information is posted on the game account trading platform, the game
account trading platform will establish a testing game interface according
to the game interface under the relevant game account, and generate a
cloned game account based on the game objects; and the buyer client has a
buyer user primary account, the buyer client enters the testing game
interface to test the cloned game account, or selects the auction information
to buy the game account; in particular, if the transaction is completed for
this auction information, and the game account is transferred and bound to
the buyer user primary account, the game account trading platform will

delete the cloned game account.
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