Met hod, System and Apparatus for |nplenenting Wb Gane Field of the

I nventi on The present invention relates to network conmuni cation
technol ogi es, and particularly, to a nethod, system and apparatus for
i npl enenting a web ganme. 5 Background of the Invention A web gane

is provided on a web page and is played by an online user via a
browser, and there is no need to download a client which usually
occupi es | I r b
gare Usi no LS SLERE ANCF AP ARSI FyPleifEntiAD Wb Gine®
wherever the user wants to wi thout worrying about the conputer 10 can
not run tlieldwbtheipvertianse t he conputer does not meet the mininal
requi rements of the web gane. At present, social network sites
(SNS) comuriilid gsesgetnenadnkipn Seslates as @eatwarler sommumebticaa redinolblgis SNBd
comunities, provide users with relation chains (buddies, or buddies
of buddi @8ytic FlV’rfﬁrayn"rﬂécPfgtSY%‘ﬁ“ éﬂfgmlr%%f?r HBPISMGHIHRE BHEP $APDI nt f or
new users to 15 play the web ganes at the begi nning stage and may
make the _new users have a fancy for playing the web gane. Further,
the shs daskgromndof the meentidnn visiting frequency and visiting
time of the web ganme for the users. The users may visit the SNS

regul arly wié kich gampés prodided on armeb paiae e isplaysd @y faorontineusgebiagdmewser,
that is uated b i RQ Vi Siti ti and,,vi siting frequency of
the user MOUHRE Sihoreat ) B AbRLL Pyt AN SRt yieh SR boflees

i nvent i ofFurthehord) VL QR cahi Flahp ﬂ&éwaiebtga@ldonéiﬁ% aak tcoRdmte rambasksceR ik

| east the foll ow ng aspects. Firstly, the web ganes based on the
SNS conmbtrricb whepedenytd wheygverdhe Bear wanketo] WUk virgerbout therrompufey
t he yser ' ' ' t [ Je:
commid ¢ g B o 2 lint BRI OBl e leB0RL BB tolficthits
time. 258€dendbygantehe user can not stay online for a long tinme in the
web gane based on the SNS conmmunity. Usually, the user spends limted

time | ogging on the SNS co nity. s, when not |ogging on the S
ot Do M Oeldls oha! AOORT 5% e itom B ks Y. B ot 0.

web games. The SNS communities provide users with relation chains (buddies, or

buddies of buddies). Primary relation chains provide a good entry point for new users to
15 play the web games at the beginning stage and may make the new users have a fancy for
playing the web game. Further, the SNS communities increase both visiting frequency
and visiting time of the web game for the users. The users may visit the SNS regularly
within a period of time, which is good for the web game that is evaluated by using

visiting time and visiting frequency of the user.

20 Through analysis and research when conceiving the invention, the inventor finds that

the prior art has drawbacks in at least the following aspects.

Firstly, the web games based on the SNS communities are not good in real-time
informing users. Generally, the user can obtain game information only after logging on

the SNS community, and the user can not receive such game information in real time.,

25 Secondly, the user can not stay online for a long time in the web game based on the SNS
community. Usually, the user spends Himited time logging on the SNS community. Thus, when not

logging on the SNS community, the user can not play the web game based on the community.




Summary of the Invention Enbodi nents of the present invention
provi des a nmet hod, system and apparatus for inplenenting web gane to
solve the problemthat a web gane based on a SNS community can not
performreal time informng and a user can not stay online for a |ong
5tine. Enbodi ments of the present invention provide a nethod for

i npl errent$' I aaweb ALl . the nmethod may i ncl ude:
aut hent i n a web gane via an instant nessagi ng

(IM client of the user; tQobtai.ning web me information qf the
User , sendi nGPRUEER Yfhe ProreErEIOR PEYIRE EBPO ISR TN BPREH 61
a cont actinfechd@inSEEL LARESL shRe hM GhbieAt taf of BRLCOMAGhsQCDRT AIENS
an | M nessage conprising the web gane information and informthe

cont act ofomrhenityse@n nof petiern Mahtes agferming and Envbeodianewnt stappnliteefor a long
present invention provide a systemfor inplenenting web gane. The

system may™f'ncl ude: an IMclient of a user, a server, and an | M

client of a contact of the user, where the IMclient of the
user is adapEs@olignenBoOthedpreht gaertial pekidechemegnd begspRmehlits 2 Wb
client; the server is adapted to obtain web game information of

t he user @Fﬁ%?nc{%nﬁ%@dmwlﬁ_c ®the web game via the IMclient of the
O e AR B, SRPRGMGRLLORRL 1, R, hhA NPTk

of the contact client ct’ o

user is atapieed to receive the web game 10i nformati on sent by the

Ser Velr()’ gene(r)i?tgi%in%nwénggnelg ?[?f%?mgt%rrrlporfj tﬁ(ia ?1 er,t Sré?ldin\,\%t%hg %%E game information of
the user to an IM client of a contact of the user to make the IM client of the contact
generate an IM message comprising the web game information and inform the contact of

the user of the IM message.



information, and informthe contact of the user about the |IM nessage
gener at ed. Enbodi ments of the present invention provide an
apparatus for inplenenting web gane, and the apparatus may incl ude:

a | ogon nodul e, adapted to authenticate a user |ogging on a web gane
via an instant nessaging (IM client of the user; 5an obtain nodul e,
adapted to obtain web gane information of the user, and send the web
game i nf or matimbodiafentshog thesgeschpin@entlod ebvidah spfiera f@ﬁﬂl&)&ﬁiﬁenﬁﬁg tvieb gaiser
to make the IMclient of the_co tact generate an | M nes?

conpr i si niha YatemeBagHFRAE oM f 2 user, a yeraes apar B4 lg%trfé"ﬁecomacf of
provided Ry, $ﬁn9gﬁgents of the present invention has the foll ow ng
nerits. e techni cal schenme provided by the enbodi nents of the
present i nvethtilbhcladopt tetiher ik Migsed helogamrd eeb ghme hé&endl uyantegs o ds:
sol ves tDi@ problem that the conventional web 5 gane based on the SNS
comuni t KMot performreal time informng and the user can not
stay online §@kedel RNEaftbd® obBRNWEY g&m {1t @R v ¢ us%p Bﬁ&&h@h@f'l@&s
a tighter relation chain and nore inplenmentation fornms for the web
game, andrctan wehmatweﬂat the I¥eelient ef ﬁaﬁp@m anteendfthe web garee inf@miagion of the

Description o ﬂ? 10Fi is a flowhart illustrating a
nmet hod aé@S?tﬁ % 8F%ﬁ°£&%§ WﬁH%H%3 e present invention

the IM client of the contact of the user is adapted to receive the web game

10 information sent by the server, generate an IM message comprising the web game

information, and inform the contact of the user about the IM message generated.




Figure 2 is a schematic diagramillustrating a inform ng of a gane
status to a user via an | M system nessage according to an enbodi nment
of the present invention. Figure 3 is a flowhart illustrating a
nmet hod according to an enbodi nent of the present invention. 5Figure 4
is a schematic diagramillustrating a process of |ogging on a web
gane by a user according to an enbodi nent of the present invention.
Figure 5 i s Bmbofierats ¢f tie ggesand inkethrpadviog an appuraius oraingAeenting web
operation of a user to other  u s according to an enbodi ment of the
present iSVEnL %eappamtusmi"yrﬁi‘%%{% 6 is a schematic diagram

il lustrating,

the present | ROonET ot Qdﬂt@gﬁ%?@?@%&%%%%f‘k%atgf’%@grégﬁm CULR sl
i |1 ust r atimesgaging (IMjcdianteofdhe asm'appar atus accordl ng to an enbodi ment
of the present .inventjon. Det of t he.lnventio
Erbodrent o Bt SHETBe dboLle FpBa e et A B PEHSeHiLcpg the

the 15ac C\Pémgd?ﬂé orfa8%h BEthel BeiRka Ii\zh@hé?l@b?&%ﬁf@@t JreedWtcE &) maled@EeM
and nerits of the pr esent i nvention nore cl ear.
client of the contact generate an IM message comprising the web game information.



An enbodi ment is provided. The enbodi nent of the present

i nvention provides a nethod for inplenenting a web gane. As shown in
Figure 1, the nmethod nmay include the follow ng procedures. 20l n bl ock
101, a user logging on a web gane via an instant nmessaging (IM
client of the user is authenticated. Specifically, the user |ogs
on the IMclient, a server authenticates the user, and the user |ogs
onto the webTganehuical {dhemkMretid@hby embodiment¥ bh tlid pred@y ehagprienthaothe
comuni catlehon t echnol ogi es, | Mtechni ques have becone a 25prevailing
appl i cat i BHOVHEJRFHEnt | nternet and make communi cations between
peopl e nore easy and convenient. In block 102, web gane
information @fe idgnidatthdrte Blmlf%le@'%? RO EmBENneh® Fihd P%Qédt &Ven@dn Adopts
contact of the user to make the IMclient of the con enerate an
| M nessadhbe IIMCﬂSLIhkP eayricthed the el game; thiwsatetsi the panbdenn ifad the ctoheermonalamb

Ol uge: SRt ot IR Dl TEREORT: il PO e B APRYG A st gan

interf acehot (%I’an onhrfeeﬂ)(ﬂle{‘g)nfgh@m&\BMeﬁmw nhetehicAn stienid frovMes lal €Hter
of the user to make the I Mclient generate an 1M nessage incl udi ng

t he web ggalsion shanmadiraere dmalaniamintion tieny farthe fvebhgamenjang sam gaprove the

service experience of the user.

Brief Description of the Drawings

10 Figure 1 is a flowchart illustrating a method according to an embodiment of the

present invention,




10I't should be noted that the web gane information may be sent to the
contact of the user via the webpage interface when the contact of the
user is playing the web gane. Preferably, when the web gane
information includes information of a gane operation perfornmed by the
user in the web gane, the nmethod may al so include: after the web gane
information is obtained and before the web gane information is sent
to the | M 15Eigh@IT isQfschdh@atizQRdgdsh iRistlalify ¥ SE6miRE bl OEThOGalud@ £ user via
processi ng on the ganme operation and obtaining a gane result; and
accor di ngiyM swsifan mgssereacsersliggivean epthodiraent ehtheprespet ineationi a t he
webpage interface may include: sending the gane result to the user
via the web i pterf i i the

i nformati onpl;?%ﬁlfelhgtlfkﬂ cli éqult%qu &ﬁ%e%{}gleﬁréﬁl’toge%gi@g]tgh@ ?ﬁ@f}%ﬁt&m of the
gener at e passehiVhw@si®age i ncl uding the web gane information and i nform
the user of the I M nessage may i ncl ude: sendi ng the gane result

to the IMclient of the user .to make the BA clie enerate an | M
messagde | ncl (EPHRG! PR GRS ULRT: TLRIHIRS BPFACETET IRk § RED e by o
nessage. RBaV¥eerdifpao W RmBadEhdnnh PhEREdaN ihnalisides i nformation of a
gane operation perforned by the user in the web gane and a cont act

invol ved in the gane operation, . . . _
Figure 5 is a schematic diagram illustrating returning a game operation of a user to

other users according to an embodiment of the present invention.

Figure 6 is a schematic diagram illustrating a structure of a system according to an

10 embodiment of the present invention.

Figure 7 is a schematic diagram illustrating a structure of an apparatus according to

an embodiment of the present invention.

Detailed Description of the Invention

Embodiments are hereinafter described in details with reference to the
15 accompanying drawings to make the objective, technical scheme and merits of the present

invention more clear.
An embodiment is provided.

The embodiment of the present invention provides a method for implementing a web

game. As shown in Figure 1, the method may include the following procedures.

20 In block 101, a user logging on a web game via an instant messaging (IM) client of

the user is authenticated.

Specifically, the user logs on the IM client, a server authenticates the user, and the user logs

onto the web game via the IM client.

With the development of communication technologies, IM techniques have become a
25  prevailing application m current Internet and make communications between people more easy

and convenient.




the nethod may al so include: after the web ganme information of the
user is obtained and before the web gane information is sent to the
IMclient of the contact of the user, performng |ogic processing on
t he gane operation and obtaining a gane result; and

accordingly, sending the web game information to the IMclient of the

contact of tlael&kusel wkb ghk enfbRtatiod Fltheier gesREiaéEadNschMoBSBAgEent
i ncl udi ng the web gane information and i nformthe contact of the user

of the | Nfetrsnige ohilie Wssetudake the IMetlignhaf theecapbark sprasatetant [ anestage
client Ofincthmﬁ{l%% %m 'aHl‘é%%%%aﬁi&} 5@?1 P86 AAL Y tlhg JIBK SN el N
client generat® an ssage | ncl udi ng e gane resu and 1 'nform
t he cont agdssdgevol ved in the gane operation of the | M nmessage. 10The

| M message may be: an | M system nessage, or an | M pronpt

notificatio siﬁgq, or %P INI@ftIin _message. Preferably, the
met hod may alt§Gtaohk flisgacthod may algp gludet gt he web game i nformation or

the gane result by the IMclient of the user 15so that the user and

the contact QfigihencUss giBYinRRidiidh GURS B vIHRPWBRIBe iié@IcBBdH on of
the user in real tinme via respective IMclients. In the prior

art, the user can obtain the gane information only when the user has

| ogged i nt o SchdnSHS weheamg bjormstien e A dignt of tihaserh ouikedha IMElietie

0l font PRl RA M RESEP el ML My f5 p BRTRRGlabon ST Bk BE L ot g

web ganeIvnhessagdion in time via the IMclient. For exanple, when
vegetables of a user Ais stolen in a web gane, the user Ain the

prior _art can no btain informati on of the vegetable stealth in
time0but adt tkhge polof Heat SHoBEh gure InfURNIPATEA S B fo Hic conpst of the

pl ayi ng . I can
P e i 12 (56 WERCIAEBMERACNERRE BAES oR I SLOLs Pllyirg1fe WEBleufle 0o

25user A is using the IMclient.
Preferably, when the web game information includes information of a game

operation performed by the user in the web game, the method may also include: after the
web game information is obtained and before the web game information is sent to the IM

15 client of the contact of the user,
performing logic processing on the game operation and obtaining a game result; and

accordingly, sending the web game information to the user via the webpage interface

may include:
sending the game result to the user via the webpage interface.

20 Accordingly, sending the web game information to the IM client of the user to make
the IM client generate an IM message including the web game information and inform the

user of the IM message may include:

sending the game result to the IM client of the user to make the IM client generate an

IM message including the game result and inform the user of the IM message.

25 When the web game information includes information of a game operation

performed by the user in the web game and a contact involved in the game operation,




on the SNS comunity can not performreal tinme informng and the user
can not stay online for a long tinme. Meanwhile, the nethod provides a
tighter relation chain and nore inplenentation forns for the web
ganme, and can inprove the service experience of the user. 5Anot her

enbodi ment i s provided. In order to solve the problemthat a
conventi Ona|thé’\§19thga%ybfﬁ§ﬁﬂcl‘ﬂﬂe %@N@e@&%é%f&ﬁﬁu&%f ﬂB@EJEé}HHbBtﬁﬁlﬂed
tinme ganme information"and a user can not Stay online for | ong tine,

enbodi meandbaéretthewph geaainipmeationiivsenp oo e chicmfet! hlaﬁdwfntﬁct of the user,
i npl enenting a web gane. A new inplenentation platform i.e. IMis

W11 o bri SR TANE R ERReredDE e ARE od AR BB it sl

conmuni cati on service which enables users to establish a kind of
personal ch atctdrﬂigglypmnd'mg théeveb ghme ieformatiha tb I‘ﬂhqolrl\tbwzlidﬂe of ﬁteactou&ict of the

i nformati on, h as | ays a |ist of conta i.nformation .o
whet her asee&h £ ﬂiesﬂ\gﬁfgﬁegeaﬁat g}eS%lagealaﬁ pg t%]&ﬁﬁ%%%tﬂff%latwn

Wi th, and,sQeomh thzbsmwo@mvas@@& thé mrﬁ&'s@geuﬂay iafaigs and strong 15
attraction. Many IMusers firstly logs onan I'Mclient imediately

after starting conputers everyday, and stay online even if the IM
users does netdipeihtgemeaedulirie ag tﬂbﬁcthengof thv Perthagh frowl ved $n gt@@ﬂmhmrﬂ@gn

of t he wBbngR il PRFEE AP ineh e LR LY e B Pl g R DR

one handcodth® ifv@lakiif theChadicbpiivh A€ thell¥ mbhsage. St ronger t han that
provided by the SNS community, 20 on the other hand, the tinme spent

by a user in_staying online via an IMclient is nmuch | onger than that
spent®in br JR&iINGMENSIGBAY Pees. Besi des the rel ation chains and
strong attraction, the IMcan further solve problens of the web gane

based on a %Nsﬂ\f?%g%ﬂ;;lrﬂ' h¥sshiatorM&atm E];?rl i gl ?Bt‘?ﬁé&iﬂﬂ ncft%@aééot)r Qﬁ IM lgfﬂme

per f or med an can not stay o ong tine
t he real micksage.i nform ng, a user nmay be infornmed of gane stat us
information of the user or a contact of the user via |IMsystem

nmessages. ) hown i igure 2 me information of a user Ain a
web game isPr‘%tg%}’fyegmt%etgo{@?%glﬁoﬂ?h%% time, and the server may
informa user B about the gane information of the user A, thus the

user B is aldispldythgoht aich dahiR igRMBatidif 6 thelghe rahltbpehdBerclibntwifahd Mer
system messaa@s intinme. For exanple, in a friend tradi ng ganme, when

the Users®hasihggiser sy haeonseofAhc ppe masepbign caerby el srnqwformation of
I nformat pan, LN, | @a’i‘ku&e H?re‘éh&tz@@éﬂ/ﬂ\éh%}{ﬁf[em message, which increases
the web gane.

real -tine performa

In the prior art, the user can obtain the game information only when the user has
logged into the SNS community, but according to the embodiment of the present
invention, because the IM user generally logs on the IM client every day, the IM user is

20  able to obtain the change of the web game information in time via the IM client. For
example, when vegetables of a user A is stolen in a web game, the user A in the prior art
can not obtain information of the vegetable stealth in time; but according to the
embodiment, even if the user A is not playing the web game when the vegetables are
stolen, the user A can obtain the information immediately via the IM client as long as the

25  user A is using the IM client.

The method provided by embodiments of the present invention adopts the IM as the

carrier of the web game, thus solves the problem that the conventional web game based




2. For staying online for a long tinme, a main difference between the
IMand the SNS 5 community is that the | Mhas very strong attraction
whi ch nakes a user stay online for a long tinme. Users, especially
those in China, are used to starting an | Mapplication after the
conputer is switched on. This enables the web games thrive in a nore
active ey RN om@itity Rafk %Eyﬁ&forﬁﬂ%a}"’ﬁﬁ\egﬁflﬁ%u@ SR HMBUSHN Sot stay
anot her reason for staying online in the I Msystem 10Wen the web
games ar eonlifp If@melmedmmmn‘@hﬂm ibfee thOd movmﬂsmdwhmg refetipn chag and more
further ach:kﬁ " Fi g)sttgy %uc str er fri gd relation.chai S,
as in the"P Atendomae T 1 ek Bipes 11 “&’é%"eer P ISy LSRR e 81 the
online, tiker.friend relation chain is usually nmuch stronger than that
provi ded by SNS websites. This trait is nore inportant for the web
games which 15relies npre on relation chains. Secondly, there are
vari ods nmannépst ?’b‘?mlﬁﬁ%@ﬁtlﬁ HQVWE‘E gane information in | M systens.
Currently, many places in an IMinterface can be used for presenting
web game i nf af Bkt 4. soRHClhedfroblohiS fiat A EMIVORRaY b farfib BiEedObn USENS
B" can be displayed in the place for show ng a user Status; ﬁer web
gane i nf coneimty a@h npheerfs@rreal ging: garmfhmfmagebmbﬂldaa B@ewpmoot%a}gcurdm flyy

t he user |nforma n of (ial'[is own t he usd[% i n taef I nes,
e Do uitolona s, CRoatieRls o kS pRATE an ehLitE it gttt Tor ey ARG ey
nmay det erﬂéﬂ“ﬁaﬂ@%%nﬁﬂ]&ﬁ&téﬂﬁn MDGIIM Q'p?@sl’lay@ﬂn iU Ehelme. tTAE IM

web gane can be displayed in a (utton) colum in an | M main
panel 10 aridddes wich garoé basaé ondiy IQ’hWﬂi be brigfty dascrbodpicagieaftorn a webpage.
25Detai |l s of inplenentation according to the nethod provided by the

rodi ¢ ‘ . ndetail. in.
R B R R S T
user | ogsofgseranal Ma@tlngembm @h HerveEnauThe i ;ﬁa{qesf; Etbﬁs Uﬁiermat&md stidheas

user |logs, onto the we g[ama via the IMclie
Fi gure 4,disphers & liss @f contagts, cpiorpation Batwlmhee@r ?%%dﬂ.%én% 6“@1 w/b@ﬂler a

game on %oﬂﬁabﬂcaqlaﬁbeéhait@tﬁ %ﬁ’thc%#d %dm{ﬂ‘srh];%m rdvitfos W xg:ﬂdg%fl%{%;ﬁk 084 §forlgM

account signature fromthe i ent aut ent| cate t account

Si gnaisur eattractivhe Mmyvﬁrf[ usid dnstiyhdogeonwem Mt kheaiti oahediatehe aftbd starting

account SI nat ure, rver fil rect I%( ehu,lr ns account inforpation
puters every ay, an stay online even if the users does not perform online chatting,
which provides good chances for web games. The IM possesses all the two key factors for
surviving of the web games: buddy relation chains and strong attraction. On the one hand,
the relation chain provided by IM is stronger than that provided by the SNS community,
20 on the other hand, the time spent by a user in staying online via an IM client is much

longer than that spent in browsing SNS websites.

Besides the relation chains and strong attraction, the IM can further solve problems
of the web game based on a SNS community that real time informing can not be

performed and a user can not stay online for a long time.

25 1. For the real time informing, a user may be informed of game status information of

the user or a contact of the user via IM system messages.

As shown in Figure 2, game information of a user A in a web game is reported to a
server in real time, and the server may inform a user B about the game information of the

user A, thus the user B is able to obtain the game information of the user A via IM system




5 and ganme information of the user Ato the web game. Thus, the user
| ogon process is finished, and the user enters the web gane. The
| M account signature obtained by the web gane fromthe IMclient is
generally an | M account nunber of the user, the web gane

aut henticates the I M account nunber in the server, and nakes the user
A | 0g on e, el ARIERY Sahdpfe, iV ARCRULIRL IRAE - wild (D BERNP1Ss0ld B the
user can use an |IMaccount as 'a gane account In the web gane, i.¢€.,

t he user usereds thenisgr Gneanl Mtaioctbanofotroatbot in whit Ging vidvis dvivyses ardsage,
pl ay a web .gane, and es not need to apply for a game account, which
i mpr oves @Hg” ?Qife\?feééeag'g%erﬁ’eéﬁé’@m&‘fe {ffﬁlée %E'%gmﬁ‘ﬁd sinplifies managenent
of users. The I M account signature may al so be an | M account nunber
and account A5 or Bfa@iFRinlife £GQr 1688 AaRdh Rid Giffeh@cd BAtasgomBiMUHINGE SNS
The account information may be a ganme account nunber of the user

whi ch Sunicguandpityde fiet thed! harevay strongmatipeioperhigh makesuses sy osinaiad
with the I - -1 0- r .

exarpl 6. PR RHE Dl SHTRALLY Wb £ Gk e IR SRR IR G iciln afer e,
of 12345@oaipdicaisgarirhad 6o Utis enabhe thokely gdnwtthite ins moreraes poaigimgmbnt,
the I M account nunmber. The I M 20 account nunber 123456 and { he %ﬁ‘”‘f
account ritiftbieFetige the Weba gAIRRS RIS BV e 4159TH AbGTBCISERSPR AOT §ipyipg gnline inthe IM
authentigg&&gp i s passed, the server returns the account information
and the ganme Information to the user A and a web gane interface is
provi ded, thus the user | ogs on the web gane successfully. The
accoult i nf oWt itehwektgamee drdimplhmcied besedtan thedM)ghe follawipg yeerigs are
game accqﬁnﬁ_nugber of the user A, and the gane information may be

i nf or mat i BRI A Eonnection with the user A in the web game, such as
t he nunber of cars owned by the user Ain a web gane of cars, nodel,
price, parKiFigtlyotmu@hdubadal fripgd kélmgbnl tlilinsOfs @ahb IFRkrel provided Weilicg avie
of cars, and so on, In bl ock 202a, the server obtains web gane

i nf or mat ifogndstecnprally semmugicateeonkiss, Garfaendypiationrdaifds ugitahhy much stronger
| nfor mat iyofh hAGHHARS: HPSRETAISEN. FhisdrBATFoRPRIAkhATor H0SBSMEL ik
perforns Togic ‘processing on the gane operation, and returns a game
resul ts ohtidsnedteion rélhgopeagassi ng to the user via a webpage.
Referring to Figure 4, the user A perforns an operation online in the

web gane via_a b gane interface, and.sends information of the .
per f or med o?mmnﬂw flifeVagigRy dannqis ofOE PFFERtINga W ER BAme 1 %f‘featm in M

processi %Qst%s.t%&xﬂ?rﬁﬁﬁﬁﬂa%s_ ihR8 INBRfterfRBalbE B&l!¥r HRtdHBg v eBaTRe
result generated by the operation of user Ato the user. For exanple,

in a web igfnmatafn, senhsys, ‘GJsehércurtvetly sser slavenefnissr B'ocamuirechsdayed imdw rdage

X, th A ket , I X f
pur chase. onPoas aciey RRE! AL AEP G i eRET o el Chb LA

firstly jspetg@serohgthehc tReotmirmAtiBRST EROUEHed/by thd @ber TR AR WvEOzdMEE, ddde
new car X based on information of virtual noney of the user Ain the

current elisplared in & mipkinfereatinn page eba ghenvand thavseisiyydetermine whether
pur chase ,i.s._.a tzed, .. i - . Of

a2 g ARG L TRk oy Y PR Gl
di spl ayedolumi i ann@ i @minofankhendsénaill. of thd heb ugeare fredadls dRplaytihve a
enough virtual noney, a purchase failed nessage is returned, and the
user i s pPrédRpE%ed that there is not enough money currently, and the
purchase of a new car X can not be done.

25 Details of implementation according to the method provided by the embodiment of
the present invention will be described in detail in the following, which is also shown in

Figure 3.

In block 201, a user logs on an IM client, a server authenticates the user, and the user

logs onto the web game via the IM client.



It should be noted that, the sewer may al so send the gane result to
the IMclient of 15 the user to make the IMclient generate an | M
nmessage i ncluding the gane result and send the | M nessage to the
user. In bl ock 202b, when the web gane information obtai ned by
the sewer includes informati on of a game operation and a contact

i nvol ved in hbhenGak ;qg@rea;t wﬁ&aaMAS&{cu%n RLHASH Erds A POACHES ek
on the gane operation of he user obtains a gane result 20after

t he pr ocewsi mgin panel (vtl!semaklftcbascﬁhi ethﬁ wclmgmhv ebtamﬂ anHi q&n@nt@wraatr? 6ﬁm

W11 eni DR At QR B, B RN e G ol R ool & e bRger

| M cl i entauaiRAGEAésCtha MM NeETRES aigRatinRe E}Ltdédﬂ@artdi%cgy’rlIﬂ’&ufr@%b@urﬂﬂdfohﬂﬁtﬂj’rm
t he contact of the generated | M nmessage. 25Wen the contact involved

in thé gand sspwr mforentips op|tha ey A Hethgekelygrrae. Tiie, dervser logepgrpesst ke
cont act age interface. Referring to

Fi gure SQ{H\}\%}}%@’ %ﬁgﬁgg%zgg%g\{h %ﬁgt he user A has influence on the
user B who is not playing the gane, after finishing the ganme |ogic
processing, ThelMekv@int dighgatel gbtaisddirynde Wed gareroreshd IM glineriapectrally

the processing to the user A via_.a bpage 30 i.nter and retuyrns
the game d"dSPECOrD 1HRRPG Q6 thopseh ﬁleame Wiﬁﬂé%é}@i%@c@au%@ gr in

user B i §,0QL.BY aaxaar}gaﬁéa%gaaef@r mgg Qﬁantlfén\lzvé!b %%@'ﬂa ttﬁl‘-? [9@H&ount number.
information through the IMin real "tine. It may depend on settings of

t he user Bendfetchtre tshecansese 8B vk edmutivasobgane acdvant msthk tweabf gantrﬁe i gartiw
operation of u t he user fyrt.h conf

ecei ve dfer Ao mieatd fY FrouLar Du AT I Sk e iyek vk & g

to practigel nsf ReYits 8PRPES: a game account, which improves the service experience of the

user and simplifies management of users.

The IM account signature may also be an IM account number and account

15 information corresponding to the IM account number. The account information may be a
game account number of the user which uniquely identifies the user in the web game and

is associated with the IM account number in a one-to-one correspondence. For example,

the web game obtains from the IM client an IM account number of 123456 and a game
account number of 789 which is corresponding to the IM account number. The IM

20 account number 123456 and the game account number 789 are authenticated in the server.
If the authentication is passed, the server returns the account information and the game
information to the user A and a web game interface is provided, thus the user logs on the

web game successfully. The account information returned by the server to the user A may

be a game account number of the user A, and the game information may be information in

25  connection with the user A in the web game, such as the number of cars owned by the
user A in a web game of cars, model, price, parking lot and total parking time of each car

in the web game of cars, and so on.

In block 202a, the server obtains web game information of the user in the web game.
When the web game information includes information of a game operation, the server
30 performs logic processing on the game operation, and returns a game result obtained in

the processing to the user via a webpage.




In addition, if the user Bis playing the web gane currently, the
server directly returns the result of the game operation of the user
A to the user B via a webpage interface in real tine. If the user B
is not playing the web gane and is not using the IMclient, the
server may informthe user B of the result of the gane operation of
the user A vy f I

of the user %&Sﬁﬁgﬁgﬂflﬁzgﬁéép% nee '?gng ?lg?%n %ﬁg%pgéﬁﬁv@f &Iﬁ@ﬁﬁa
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15 finishing | ogi ¢ processing, the server dlsplays t he user
B in & |ivstenghe ssreaxﬁewanffs te n@wh@@ra v bt ?é,dhdssqrh%g?ﬁSd@@ﬁr ﬁglﬂf@ésﬁﬁlepts

to anIMclle_ i ent rmsthe Y.
rmseage SEeerat ¢ RETorbl Ehiysd BT FRehife tR Sherdi & S eSS e
user B adirglysjudy® vctiddehdiser AAay b@dghalﬂuMl SIRELM BIBIE&AS8y car X biRd on
al t hough the user B is not g the friend trading gane. 20The
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i nvol ved I'n e gane opera |n|sh|ng
| ogi ciopr ases&iingduded & yshe pecesrdyndicareXf dnd & sdvicarsX ishéisgdayed in mfuhﬁat@h
the pr ocesshng to t t he bpage, and return the me

he .user vig
resul t t &fttAe Ut £i Eﬁegleu‘éﬁﬁsﬂ‘ %P@t\gg&‘(ﬁ Shquegh YA FRoRsYs 3 guchase failed
gener at e%égxaeg g@g thiBBY Sarfd thk RGe &ég&hﬁ BtRd Trad BRESis not enGEH HERoy dbiRntly,

server may S e gane resu e operation of the user to ot her
user s i nwol ledurdineighn mivhear X Mmmriberdsne.such as through IMTIP
pronpti ng nessages to the users who are involved but are not playing

the gane, a h t he ners are not, limted by enmbodi nen f the
present | nveneae 86 gtea FBR"BE SedbmilaisoisPit £ s TR LY sBsn! &
are t\wo PR ek & mPKORE UM @i%nt generatd dh 1M Bfelsag® Brcludingnht BhaE FRLILafd &nd
the user in the web gane is changed, the web gane information of the

user di sphw\émqswg@ﬁetwemm ient of the user and the IMclient of the
contact are al so updated. When the information of the user in the web

gare s changeg.d BWelngae: v b MRkl oBAl AL 1) G iMiudes

client of the user "and t e contact SO up
The pl acesfotmattbinsgi] sagantdh@pernetongade donfaot imbdived irofhe tchme mematmmythdaeerver

arbitrarily. selected according to the requirepents, and are no
linited |Pﬁ¥@%%@ig%?fpgesé'f“gt%g‘ﬁrgé‘g‘«?rﬂpeiz’rﬁ\c‘}’érﬂf st and heatis®a e resu

20  after the processing.

When the contact involved in the game operation is not playing the web game, the
server sends the game result to the IM client of the contact involved in the game operation
to make the IM client generate an IM message including the game result and inform the

contact of the generated IM message.

25 When the contact involved in the game operation is playing the web game, the server

informs the contact of the game result via a webpage interface,

Referring to Figure 5, when the game operation of the user A has influence on the
user B who is not playing the game, after finishing the game logic processing, the server
directly returns the game result generated in the processing to the user A via a webpage

30 interface, and returns the game result to the user B via an IM system message because the



For exanpl e, when the user A perforns a gane operation which results
in a change tO of information of the user A the server may send

rel ated web gane information of the user Ato a flag recordi ng server
of the IMused by the user. Wien a friend (sonetines a stranger) of
the user A requests the web gane information of the user A the

friend n?l#r%"s%o@ 8‘%%%& égmg%}u‘? 11?%%11{ Elf ga%tlhi% Qtﬁor{ ijﬂ?ouléﬁ%e ﬁ/l

fromth ag rec ormati1on-of t
user A i $ntqaddiredIt minedépead ongemngh oijths exetrel Vﬂfetﬁehﬁleltﬁiei‘ B nesdsatoscﬁrtmer
for storing statys i nformation |n the [IMs |ncI web

game i nf dKEmgyibAT Bre e esign o pesr ‘%ﬂt@?d@gf é\f’%ary Blhc lgﬂ’éeeW et g
S0 on. Tli]@ce{) G dr e sl %?rﬁé&r ATOH ﬁﬁcﬁ}‘sﬁﬁn ‘Qﬁ&s&g@%sb&ﬁﬂfgﬂg} E%u@aﬁ

users sent the server in real tine, and may al so recei veé web gane
inforﬁatk@nmnﬁwHSers sent by the server in specified tine intervals.
20For exanple, in the web game of cars, when the user A buys a new

car X, the serv sen ormation of e
g 1 ecor diRgauivert D vie i R PElhe B Rk sffactB” 1 frafhfecy
t he user rAu@beek@sitinef 1he BarBlabFerhtihQified iR AQb tHeBetB &ia LHwibigh NRedfdde
client of the friend or the stranger, the friend or the stranger may

obt ai n t Eateal fimeybdhe nser dxisjngtplapsg g web gewe ead inaoissing ghad @Beiﬁathé

Y\Bb gamne tsér@{a Qﬁerkf&rl'n ﬂ{e &Slale e(aﬁ\}l%% of the g'a:?ﬁtog%@ﬂgﬁ Bf)ﬁe\’l\ﬁércﬂ v1a an IM

i mpl emrent’s arne on carrier carrirer Is

crossepl attling Ii’ﬁelsMgﬁySIt&ﬁmyI\ﬂdszhd ¥R ycititgaoPhcplsai Bowhether the nmdai B @eq@hane
platformand is not limted in enbodinents of the present_ invention.
The | M capPlaitethefgsulipel @é|géaeéape%@eew§|thf‘gu%ebAsﬁ'e%a%qrcﬁmgwaﬁ ihr qeaBpwe

301 n addigj.gR, 1 he che'i@et Qﬁ/l&atmnowsgl@'sdopﬁsé?r@qg% qﬁpbﬁhﬁé nﬁé@?ag@%%@%%mg to

i nvention adopts t as Its carrier for inplenentingt
gane. Thermatdoecuismehtso applicable for web ganmes based on a mai
box, based on a |leisure platform based on a nobile phone and so on,

and the inplenentatjon ures are |nllar t hu mnll e i
oscr i bed hRERRAT MGG O0 GG auE yRetigha s et B8 ol Beeife
i nventi omnadRpttfe bife ldYi@srobdising t§@§ér{/t§'rd1ﬁ>fla)ls g WRPBIRABist $Mks/c§ 0f thes
t he probl emthat conventi onal web ganes based on a SNS comunity can

not per f osans azd sendmhe mﬁmsmnﬁgesahdo @B éMscleah ThotIM chgnt rfbrmethegiseraB

| ong tlne e, the ne rovi t

and mor e }ana& @zrepﬁtg?xl pEssEge S0 totlhg { ger Igi%gay obttgng %a‘? éhé Sée? A ﬁ)en; l%fl%kjﬁthe

servi ce e¥p@ hensRveobf trasts it thd MMnGkfear memgammné altlsodgh(ﬂdd ded B is
not playing the friend trading game.

20 The game operation of the user may have influence on multiple users who are not
playing the web game, i.e., there may be multiple contacts involved in the game operation
of the user, after finishing the game logic processing, the server may directly returns the
game result of the processing to the user via the webpage, and return the game result to
the multiple users involved via IM system messages generated by IM clients of the

25  multiple users.

Besides, the server may send the game result of the operation of the user to other
users involved through other IM manners, such as through IM TIP prompting messages to
the users who are involved but are not playing the game, and the other manners are not

limited by embodiments of the present invention.

30 It can be seen that block 202a and block 202b are two parallel procedures.




Enbodi nents of the present invention provide a systemfor |
i npl enenting a web gane. As shown in Figure 6, the system may
include: an IMclient 301 of a user, a server 302, and an IMclient |

303 of a contact of the user The IMclient 301 of the user is
for | oggi ng on a web gane after the user logs on the 15 IMclient

301. S %%I [ § ' the
user after eﬁéés/k:?of%hén m{c ag%# Wéeprgse:{/\?lgﬂt [%F'B%lggi%dngg%qg? t he

user, ancgasendfdmgamd]EOMB ugamaspiﬁsfedrlrmhe vl abient dfethe semr and thdM Idlent of
client 303 of the cag%t act of the user It should be noted that
the ser vdhe SBAGHEL At ?tﬁg' web game information to the 20 contact of
the user via a webpage interface when the contact of the user is

pl ayi ng the weR, 98O BaformatiohN6t tY Gdr B8Rt th803etPlzahiBEs cAMRE! (1Rf wkbezame
user is for receiving the web gane information sent by the server

302, denénfrmatipradisiligodds §1®@A|Chemtuﬂlfhguﬂ1@ndv§t§ 1yheiéent pf Brerpeniaghis adied

LR o e R R T

of the us@fecte® abddediHg &F th\élréqﬂe%h@agﬁl Ar8tnet fimaed Irpémlﬁcﬁﬁﬁerﬂgof the pr&bnt
ganme information obtained to the IMclient 301 of the user.

Accor di nghtyentiogke | M cli ent 301 of the user nay be further for
generating an I M rressage i ncl uding the web gane information, and

i nform ng thg, user ﬁ‘?ne' ?gﬁngggg&ggﬁgraﬁon wh%%sxﬂ@% WeBange

gane infornmation |P|cl’u es m‘% tion o operation perforne
by t h® usdrinformitive avethe g:aereA, theseser very 80 retatpd b*e:bfgmnterﬁeforﬁmtlon of the

performng | ogic roces t t dj
Fesul't 0B Adas e SROBELE Frge HaRs B Be0BE voh W heregd ot o
vwebpage idqhgEdPGehe AerSE R uREs HRCw R TENE BYhkatiof Jf Iﬂlﬁ‘e b A, the friend may

obtain the up-to-date web game information of the user A from the flag recording server,

thus the web game information of the user A is updated. The flag recording server of the
15 IM is a server for storing status information in the IM system which may include web
game information of users and other status information of users, and so on. The flag

recording server may receive web game information of users sent by the server in real

time intervals.

1
!
|
5
time, and may also receive web game information of users sent by the server in specified i
20 For example, in the web game of cars, when the user A buys a new car X, the server

sends the web game information of the user A to the flag recording server of the IM, thus

when a friend or a stranger of the user A checks the web game information of the user A

via the IM client of the friend or the stranger, the friend or the stranger may obtain that |
the user A has just bought a new car X as the up-to-date web game information of the user |

25 A

In the method which implements the web game on the IM carrier, the IM carrier is a
cross-platform TM system which may be a PC platform or a mobile phone platform and is
not limited in embodiments of the present invention. The IM carrier may be selected

according to situations of the users.

30 In addition, the method provided by embodiments of the present invention adopts the



client 301 of the user. Accordingly, the IMclient 301 of the
user is further for generating an | M nmessage including the gane
result, and informng the user of the I M nessage. When t he
web gane information includes information of a gane operation 10
performed by the user in the web ganme and a contact involved in the

game oper@gf Lot cqier fd}qn@fénye%ngg?eg\ivéo Ehd NGl h@hod Q%on%&ﬁigﬁlgmeb

result obtained by processing t ane operation to the ent 303
of the comtrestbagki dnhemaddiox, kasad ac e deisliraglajfprm, based ot hendbidegihbeanind3@3

of the contact _of the user is further fa neratin n . ssage
Ul udi nd A bR ion neper it ik sl o el Bp Ao UaiRe R e
gane operation of the 151 M nessage generat ed. The IMclient 301

of the user @pdmkhRdlpMGHEER eBBRiiRknt BE tHRGRERAL infbntldAEaddFRMNAIM as the
further for displaying the web gane information or the gane result so

t hat tshe datrégr ohthe welegaontthustsobfes theeprotlem thad somtsnsipmal tied gagres dasedvoats

gane inf | I e. L] < L i .

P aapect i e BBy ST BaliHh B it ling B B8k o U tipg o o
present ileNgndimen Meopisic! ke | iethed t hovidad rd afghtdr tdigtiorelzhganand t huse
sol ves the problemthat conventjonal web ganes based on a SNS

conmuni t ym‘tpgfi?l%tloﬁeff’f%fr Frrtha webigame; HidosaR IHraedthe seicecarrengice of e
online fqr.a long tinme. Meanwhile, the method provides a tighter

rel ati on chain and nore i npl enentation forns for the web gane, and
can inprove the service experience of the 25users. Anot her enbodi nent
is provi ded. ARothedimentimentfis ploeidsdesent i nvention provide a server
apparatus for inplenmenting a

Embodiments of the present invention provide a system for implementing a web
game. As shown in Figure 6, the system may include: an IM client 301 of a user, a server

302, and an IM client 303 of a contact of the user.

The IM client 301 of the user is for logging on a web game after the user logs on the

15 IM client 301.

The server 302 is for obtaining web game information of the user after the user logs
on the web game via the IM client 301 of the user, and sending the web game information

of the user to the IM client 303 of the contact of the user.

It should be noted that the server 302 may send the web game information to the
20 contact of the user via a webpage interface when the contact of the user is playing the

web game.

The IM client 303 of the contact of the user is for receiving the web game
information sent by the server 302, generating an IM message including the web game

information, and informing the contact of the user about the IM message generated.

25 The server 302 may be further for sending the web game information of the user to
the user via a webpage interface; or sending the web game information obtained to the IM
client 301 of the user. Accordingly, the IM client 301 of the user may be further for

generating an IM message including the web game information, and informing the user of



web gane. As shown in Figure 7, the apparatus may include: a

| ogon nodul e 401, for authenticating a user |ogging on a web gane via
an I|Mclient of the user; an obtain nodul e 402, for obtaining
web gane information of the user, and sending 5the web gane
information of the user to an IMclient of a contact of the user to
make the J Mgl | eot {heqcontact generate an | M nmessage includi ng
the web gta%/'[e in%o v eflén.dThe obt ai n nodul e 402 may i ncl ude: an
obtain unit, for obtaining the web ganme infornmation of the user after
the | MclienWhsfi thhewabeganhogsfoomatidre ingdbdagaimdprmdtienweb aggame operation
information.includes infornmati on of a,l0gane eratjo f t.he user.in
the web GEHTEIDR (o HERGE TGP Reties e D ATE TopePatirdisr T pefR PR
uni t, foropeiLkekintod #QitmRIPeRESH, RandiAs h REMI BRI USRI B proddsahp et
by the obtain unit, sending a gane result obtained by processing the
gane dpergiicometadion fie thenasel viemt wabbagh mterbaeea@itsending theeghnioyestoghpriM
operation,to ke the IMclient generate an | M nessage including the
game resuﬁhtema@ 0ﬁrrli Ormthe contact involved in the game operation
150f the I M nessage gener at ed. The send unit is further for

sendi ng t he gagmdihgispitic IN clidie 30Moflthender & fuirther fis gendratinpiee [Nt haesside
client generate an | M nessage, i ncluding the gane result and inform
the user BflUEIRE t}}%aﬁ’éfﬁ%te?‘“‘H“é‘?@%ﬁh;‘?,usflﬁgt%p%%%emy al so

i nclude: 20a return nodule, for returning the game result to the user

directly vi ayheWeRagRb game information includes information of a game operation

10 performed by the user in the web game and a contact involved in the game operation,

the server 302 is further for sending the game result obtained by processing the game

operation to the IM client 303 of the contact of the user, and accordingly,

the IM client 303 of the contact of the user is further for generating an IM message
including the game result and informing the contact involved in the game operation of the

15 M message generated.

The IM client 301 of the user and the IM client 303 of the contact of the user are
further for displaying the web game information or the game result so that the user and
the contact of the user can obtain the current web game information or game result of the

user in real time via respective IM clients.

20 The system provided by embodiments of the present invention adopts the IM as the
carrier of the web game, thus solves the problem that conventional web games based on a
SNS community can not perform real time informing and users can not stay online for a
long time. Meanwhile, the method provides a tighter relation chain and more
implementation forms for the web game, and can improve the service experience of the

25  users.
Another embodiment is provided.

Embodiments of the present invention provide a server apparatus for implementing a



interface; or when the contact involved in the gane operation is

pl aying the web gane, returning the gane result to the contact

i nvol ved in the gane operation directly via the webpage interface.
The apparatus provi ded by enbodi nents of the present invention adopts
the IMas 25 the carrier of the web gane, thus solves the problem
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15 of the IM message generated.

The send unit is further for sending the game result to the IM client of the user to
make the IM client generate an IM message including the game result and inform the user

of the IM message.
Preferably, the apparatus may also include:

20 a return module, for returning the game result to the user directly via a webpage
interface; or when the contact involved in the game operation is playing the web game,
returning the game result to the contact involved in the game operation directly via the

webpage interface.

The apparatus provided by embodiments of the present invention adopts the IM as
25  the carrier of the web game, thus solves the problem that conventional web games based
on a SNS community can not perform real time informing and users can not stay online

for a long time. Meanwhile, the method provides a tighter relation chain and more
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Clains 1. A nmethod for inplenenting a web gane, conpri sing:

aut henticating a user logging on a web gane via an instant nessagi ng
(I'M client of the user; 5obtaining web gane information of the user,
sending the web ganme information of the user to an IMclient of a
contact of the user to make the IMclient of the contact generate an
| M nmessa [ S| . 1N t Al i 3

of the uag apayEhiithhd for 0o R TG el OB o Afe LR 16
conpri si ngerssendi ng the web gane information to the user via a
webpage interface, or sending the web game information to the I M
client of the user to make the IMclient generate | M nessa

Compr i sing. t hES FEB GREREC A BEFEITontd IParRLnel Gearestt gty may
nmessage. gdinterprefed INBe MBItHAIf oWthifin® BomWRLItRENmbBgIeVBP td 3  receiving
information conprises information of a game operation perforned by

t he user informhgomibmgantber modulehe met hod further conprises: after

obt ai ning the web gane information of the user and before sending the
web gane i nfoymati| the [M.clien e n t - ser
20per form ng?fl%sﬁi Sck%gerdt)gnesf% r?gt (S)]?ldukcﬁe&g‘gljﬁ%%@pegggtéfgﬁjeaﬁ%“%rgﬁga#nﬁﬁgl% ¢
game resWchématic of a preferred embodiment, and all the modules and the procedures in the

drawings are not necessary for implementing the present invention.

Those skilled in the art can understand the modules in the apparatus of embodiments

10 of the present invention may be located in the apparatus as described in the embodiments,
or may be located in one or more apparatuses of the embodiments of the present invention
when modified properly. The modules in embodiments of the present invention may be

combined into one module, or may be further divided into multiple sub modules.

The index numbers of the embodiments are merely for facilitating description, and
15  should not be interpreted to be representative for the preference order of the

embodiments.

Some of the procedures in embodiments of the present invention may be
implemented by software programs, and the programs may be stored in a

computer-readable storage medium, such as compact disk or hard drive, and so on.

20 The foregoing is only preferred embodiments of the present invention and is not for
use in limiting the present invention. Any modification, equivalent replacement or
improvement made under the spirit and principles of the present invention is included in

the protection scope thereof.
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and sending the web gane information to the user via the webpage

I nterface conprises: sending the gane result to the user via the
webpage interface; and sending the web gane information to the
IMclient of the user to make the 1M 25 client generate an | M nessage
conprising the web gane information and i nformthe user of the IM

nmessage conpri ses: sending the gane result to the IMclient of
the user to make the IMclient generate an | M nessage conprising the
ganme result and informthe user of L message. 304. The nethod of

claim1, wherein the web gane information conprises information of a
game operatibm\rp@tﬂlf)d)f(}mmp anfieg aged ganet ¢panpisinggane and a cont act

obt ai ning. 1 b GRBCe T bl oo P ERAS i LS RERIOEBRR Ak,

web gane thehi@:mation to the IMclient of the cont act of the user,
per form ng Iog| C_ processi ng on the operation and obtainjng a
ganme Pesul t ;oW#HBINgSHRP g Oﬂmﬂﬁlo@é)%é"‘fi WEeHrseading ihe web game pplormatin of

the user B, é&“‘?\éW&ﬁ%@ O A T

web gane 1'n orm the user of M nessage
conpri segenerate an IM message comprising the web game information and mform the contact of

the user of the IM message.

10 2. The method of claim 1, further comprising;
sending the web game information to the user via a webpage interface, or
sending the web game information to the IM client of the user to make the IM client
generate an IM message comprising the web game information and inform the user of the
IM message.
15
3. The method of claim 2, wherein the web game information comprises information
of a game operation performed by the user in the web game,
the method further comprises: after obtaining the web game information of the user
and before sending the web game information to the IM client of the contact of the user,
20 performing logic processing on the game operation and obtaining a game result;
and sending the web game information to the user via the webpage interface
comprises:
sending the game result to the user via the webpage interface;
and sending the web game information to the IM client of the user to make the IM
25  client generate an IM message comprising the web game information and inform the user
of the IM message comprises:
sending the game result to the IM client of the user to make the IM client generate an

IM message comprising the game result and inform the user of the IM message.

30 4. The method of claim I, wherein the web game information comprises information
of a game operation performed by the user in the web game and a contact involved in the

game operation,




sending the gane result to the IMclient of the contact involved in
the gane operation to make the IMclient of the contact involved in
t he ganme operation generate an | M nessage conprising the gane result
and informthe contact involved in the gane 10operation of the IM

nmessage gener at ed. 5. The method of claim4, further conprising:

sending the &@rﬁ?etﬁ&ﬁﬁ}&es QrliftRel! ey Mb&n%%’ﬂ@%%e Aot BiEdRfReon Bf the user

sending the gane result to clrent of the user to make the
client gemérefee sandify thMm’egsragmfommmnsw Hg [vheligganbtheesuthet oditik user,

informthe user of the 1M ness d of claim4

wher ei n whenP¥ ‘nH&?P&EPf?%W&@H‘hF@aPHQP‘B&R@ G‘H{aﬁg?‘iﬂ&%%ﬂ“}ﬁrﬁwtng
the web gam fg schiig I Reb %%Etmfbﬁn&ﬁﬁt toltRe TNECIRANDAGe usBviOl MAE the IM
t he gane operation via a webpage interface. 20 7. The nethod of

cl ai ms4, dlgnt graeratoarpiN siesgpge compyaing itregvethgane inferarpsion ahé fnfem B user
t he cont agt t he user vi.a a webpage interface when the contact of

t he user qéh%fhgﬁe%aggﬁgmgg%esgam ng. 258. The nethod of claiml1,

wherein the idhimeshiogntOraul ©Sthend] alient of tBd cbMasly sitve el EiA Sitg egann
| M prompt notjfication nessage, and an I M offline nessage.

9. The nednseiosfto glake hedM clfeu’# phie cemaprinegl vyt indhe prmg PRt itescignte an

oot mat SpesPlhe SPRrRR, eGP o Mo B8 comtect R P E Rk 18

cliento ofopehsion®€the IM message generated.

5. The method of claim 4, further comprising:
sending the game result to the user via a webpage interface; or
sending the game result to the IM client of the user to make the IM client generate an

15 IM message comprising the game result and inform the user of the IM message.

6. The method of claim 4, wherein when the contact involved in the game operation
is playing the web gaming, the game result is sent to the contact involved in the game

operation via a webpage interface.

20
7. The method of claim 4, further comprising:
sending the web game information to the contact of the user via a webpage interface
when the contact of the user is playing the web gaming.
25 8. The method of claim 1, wherein the [M message comprises one of:

an IM system message, an IM prompt notification message, and an IM offline

message.

9. The method of claim 3 , further comprising: displaying the web game information

30 by the IM client of the user.

10. The method of claim 4, further comprising: displaying the game result by the IM

client of the user.
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11. The method of claim3 or 4, further conprising: sendi ng the
web gane information or the gane result of the user to an IMflag
recordi ng server serving the user. 5 12. A systemfor

i npl ementing a web game, conprising: an instant nessaging (TM client
of a user, a server, and an 1Mclient of a contact of the user,
wherein the IMclient of the user I's adapted to log on a web gane

after the us ) the 1Mcl| 10t he ;server is adapted to
obtain web g]g]nglh ﬁ? gf“ﬁé)(fcg”ﬁnéfort“h *ﬂ?é?or‘é?rﬂsé‘#g the user logs on the
web gane vi aseh@i%% iYL Gldpe mé)fmﬁ)hﬁatk')%e(gr’ t@NAnRendult Be el Paf®in M flag

information of the user To the IMclient of the contact of the user;
t he 1M clreemdingfsetvhieseedng Getusef t he user is adapted to receive the
web gane i nformati on sent by the server, generate an | M nessage
conprising the web gane 15information, and informthe contact of the

user about thAMsf@@&ﬁgﬁlp%{b%hﬁgﬁ%eb game, $8mpri§iBy saylshemtqﬁeseég'iﬁgnm
wherein the server is further adaBt ed To send the web gane

i nf or mat !Cdiﬁnttqf atuser, a§ewelvwa:1 an IMisperjet psortpdtad ehe user, svélnwrt he web game
woer 1. tur RGP bt IR Rarhls 1B ALESRRE oh Y R oM
gane i nf aMrelidnen, and I nform t he user of the IM message
10 the server is adapted to obtain web game information of the user after the user logs
on the web game via the IM client of the user, and send the web game information of the
user to the IM client of the contact of the user;
the IM client of the contact of the user is adapted to receive the web game
information sent by the server, genecrate an IM message comprising the web game

15 information, and inform the contact of the user about the IM message generated.

13. The system of claim 12, wherein the server is further adapted to send the web
game information to the user via a webpage interface, or
send the web game information to the IM client of the user; and
20 the IM client of the user is further adapted to generate an IM message comprising the

web game information, and inform the user of the IM message.

14. The system of claim 12, wherein the web game information comprises
information of a game operation performed by the user in the web game,

25 the server is further adapted to perform logic processing on the game operation to
obtain a game result, and send the game result to the user via a webpage interface; or send
the game result to the IM client of the user;

and the IM client of the user is further adapted to generate an IM message
comprising the game result, and inform the IM message to the user.

30

15. The system of claim [2, wherein the web game information comprises
information of a game operation performed by the user in the web game and a contact

involved in the game operation,
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14. The system of claim 12, wherein the web gane information
conprises information of a game operation perfornmed by the user in
the web gane, 25the server is further adapted to perform/logic
processi ng on the gane operation to obtain a gane result, and send
the gane result to the user via a webpage interface; or send the gane
result to thbe bdwwel s dmthephddted tosmarform logianpdodeheng vh thd gamie oferativa and

user |sf t her adapt 0 erate an, | e c ri si ng.t.he
Yol t ol peuRRTehE e rlCREEaNE st ETRragG: SPRR a0 Sl o
of claim 121an¥i’f’[§é elnclicheo el @anet b freruwes is%a&@ffﬂﬁ'g%ﬁ&aienjnom%és%e
of a gane operation performed by the user int anme and

cont act icAwprisied thasantreregahendipéerat thereontact involygrbinsiae \g@mem@elfatm héthe
adapt gd tnghﬁesrsgoerm I 0gi processi ng on the gane operation and obtain
a gane results 8 (ﬁlthe gane result to the IMclient of the
contact of the user; and the 1M client of the contact of the user
is adapted to gfenerate an 1M nessage conpri si ﬁ‘ﬁt he arre result and

i nform the dénilhesysienof gleimila, whetcthe seper st lughetos aPWé tg srchis gage
gener at ege ult to t e]lgei ‘;[Qg“ﬁeéggggqhgfagg m 15, wherein the server is

further ad: pte to sen ame result to the user via a webpage
interface, cendtrdainkecsganethedblitlient ofithhasérl\/l client of the user;

10and t he 1M8|| ItMof t he user |st%r ﬁl dapted to generate an I M
messafe client of the user is further adapted to generate an IM message

comprising the game result, and inform the user of the IM message.

17. The system of claim 15, wherein when the contact involved in the game
operation is playing the web gaming, the server is further adapted to return the game

15 result to the contact involved in the game operation directly via the webpage interface.

18. The system of claim 15, wherein the server is further adapted to return the web
game information to the contact of the user directly via the webpage interface when the
contact of the user is playing the web gaming.

20
19. The system of claims 14, wherein the IM client of the user is further adapted to

display the web game information.

20. The system of claim 15, wherein the IM client of the user is further adapted to
25  display the game result.

21. The system of claim 14 or 15, wherein the server 1s further adapted to send the
web game information or the game result of the user to an IM flag recording server
serving the user.

30
22. An apparatus for implementing a web game, comprising:
a logon module, adapted to authenticate a user logging on a web game via an instant

messaging (IM) client of the user;
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conprising the ganme result, and informthe user of the |I M nessage.
17. The system of claim 15, wherein when the contact involved in the
gane operation is playing the web gam ng, the server is further
adapted to return the ganme 15result to the contact involved in the
gane operation directly via the webpage interface. 18. The

syst em of clai ¢hidia mﬁmléer eiflaptechty gdainerebi gnfeunionenticidelthe dseroandetend the

the web ga |nfo t he ont t,. of |rect t
webpage et BN TREo Ak BeghfnErRaRr tHa! obERondtar B G (W midpt T
gam ng. Zfent of tAPeconTRE g&esdte ih 0¥ rhs8ddticomdprisihB @it &b fhige thibralatiemt of
the user is further adapted to display the web gane |nformat|on

20. The systemof claim 15, wherein the IMclient of the user is

further ada%e‘?hé @?ﬂ@ﬁ&é{m{ﬁ&%@n fiic dbta ain mogule Ialpgig%% system of

claim14 or rein e server 1s furt 0 send the web
game i nf or nedn aftaiarunithedgastetor @saihtthotveb @emﬂsei’onhalcﬁﬂoﬂ it fusagcomprising
recordi ng server serving the u 30 22 An_ appa us for .
i mpl enent‘f‘fi%?(jmé“ On?mplog igguser in the,wep geghe Pr’%fiﬂu Petach imioted ip ghe
aut hent i cahR PeMu6H: Ioggl ng on a web gane via an instant nessaging
(M C|Igg%t c())?e ﬁe user an obtain nodul e, adapted to obtain web
gane i nf or et seod vaft, adwtadsterperbmi Isgnthtch&smm tharpamienfporatiat icbtairefl by
t he user n.IMcljent of a copta oftheu e the IM
1t oD ot Al ebEhun S el oon sbetereibss 8 et onk O e
i nf or mat i;vblv&IA8 - thd BAn@BPRERIS rﬁikecth@mm Aidnt MRS &ldtack R 0RRU Phe game
modul e conpri ses:

operation generate an IM message comprising the game result and send the IM message

to the contact involved in the game operation.

15 24. The apparatus of claim 23, wherein the send unit is further adapted to send the
game result to the IM client of the user to make the IM client generate an IM message

comprising the game result and inform the user of the [IM message.

25. The apparatus of claim 24, further comprising:
20 a return module, adapted to return the game result to the user directly via a webpage
interface; or when the contact involved in the game operation is playing the web game,
return the game result to the contact involved in the game operation directly via a

webpage interface.
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an obtain unit, adapted to obtain the web gane information of the
user conprising information of a game operation of the user in the
web gane and a contact involved in the gane operation; a send unit,
adapted to performlogic processing on the gane operation obtai ned by
to the obtain unit, obtain a gane result, send the gane result to the
IMclient of the contact involved in the game operation to nake the
IMclient of the contact involved iZAbsbeagbne operation generate an

| M message conprising the gane result and send the I M nessage to the
contact involptgghdiReitbeoaf® SeRNAt indehtichS Pfoviddhier apPRbAt il Ofysehaifsn
23, wherein the send unit is further adapted to send the gane result
to the | Nmpl¢regitingfa wmgmﬁelﬂmgﬁam@twm cpmrsiniaafien ¢rsheelagies. éﬁﬁle Inmthod
nmessage Sl n |nf rmthe use

Tessage. BHBIGE AEhhAGHR TP TN DY 4 NoB il BB e Qish S5 wser

return nodhtdiging addpiact 1hﬁmnet:¢rr of thhas@ane seebnyd thetvett g'@m&frmdhdﬁlﬁﬁi dny
via a mebﬁgge interface; aqr when the contact jinvolved in the ga

oper at i o™ SIEILARfi hepniass ofdls wsine make dhan M Hdicplanthecsontopt 8%1‘3{%%311 IM
t act

oot ac TSR 038 AR A A0 LEER b8 SRR ot

provi de deteb:mge anokrstygdt efid ostennpcirtentn Bg dicnedt gasee,a seedetzhdign 10l

net wor K communj.cation t noIo es The nEt cl udes
Rt hent | GETHE! & KO8GRt PEAL T e BB 0% e ARETMEi s ndon phiai
user ;100btAbNIIOENERIISRAR Jf rl‘lflé)ﬁﬂé?én't WeRfiod BEIS ﬁfe AN s SROELAG: §De WRlD

gane information to an IMclient of a contact of the user to nake the
| M cl i entgagfe, tive solyns ﬁ@tprgldﬁmrthatesoamrﬂtlmﬁesémasd}md sn m@NSk@mmmlty

ganme i nformation @nd inhg e contact of the s&@ I g} Nlnessage
gener at ed TS REOFURCR Tnﬁdlg PIRHE fE MPER DL S P “& Erdy g
an | M cl idednvafileatHeant @t protidtNetibIRer relalidd ARRAmALHS el iRpldisi@tatidn fOGRN
modul e and an obtain nodul e. Enbodi ments of the present invention
adopt s t Her {hgveb game, ant sandmpesive theeserdes gramecncetligsardl ves t he probl em
that gonventional web games based on a SNS conmmunity can not perform
real tinme informng and users can not stay online for a long tine.
Meanwhi | e, the system provides a tighter relation chain and nore

i npl enentation forns for the web ganme, and can inprove the service
experience of users.
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