METHODS, COVPUTER- PROGRAM PRODUCTS, AND SYSTEMS FOR | MPLEMENTI NG A COLONI AL
RELATI ONSHI P | N A MULTI PLAYER ONLI NE GAME CROSS- REFERENCE TO RELATED

APPLI CATIVONSoHTB®R6appl i cation clains priority to U S. Pconsseionadi3Pat ent
Application Serial No. 61/298,425, filed January 26, 2010. The entire
contents of this application are hereby incorporated by reference herein.
BACKGROUND The ubiquity of the Internet and increasing bandw dth and

conputing POWRETHBAS, GMPUTERSFROERMN P RPDUETS! AND\SY AIEVIS&aIen ng
experiences. For exanple, massi veléﬂrrul tiplayer online ganmes (MMOGs) all ow

hundreds or thousanBMPBEMENTING & COLONIAL RELATHINSHER BNt wor | d. Al t hough
various ganes allow Users&MWLWYER@NLQ@?@L]@MEaQai nst each other, a
e

persistent challenge exists In naintainingt oser of the battle's
interest in the 15gane. For exanple, if the loser's character is killed,

the user may need t OCROSSRHFERENCHTEWRM AVED Apel [MAYTORSt ead expl or e
conpeti ng ganes. Accordingly, there is a need for new nethods,

syst ems,” and conpift@pPligaEarelpins niHvA0 Sap bt esigi! Rsm ' ephsadgn aetiider ' s
interest afi@rls1)08udg rdedd@hldne26, 30RMABRY Eodites bINENTINion are  One aspect

of the invention provides a nmethod for inplementing a colonial relationship
in a multi preasparincentoraed Ryagierenghieereidt hod | ncl udes: receiving instructions
froma first entity to attack a second entity; determ ning whether the
first entity's attack is successful: and if the first entity's attack is
successful , establishing a 25col SH{EfCREPAM onshi p bet ween the second

entity and the flinesbig8iy bithe MRS Bhdlindre RO BaBBwidth and computing power
10  allow for increasingly collaborative online gaming experiences. Iior example,
massively multiplayer online games (MMOGs) allow hundreds or thousands of users
to interact in a persistent world.
Although various games allow users to wage virtual battles against each other,
a persistent challenge exists in maintaining the loser of the battle’s interest in the
15 game. For example, if the loser’s character is killed, the user may need to restart as a
new player and may instead explore competing games.
Accordingly, there is a need for new methods, systems, and computer-readable

media capable of maintaining a user’s interest after losing a battle.

20 SUMMARY OF THE INVENTION

One aspect of the invention provides a method for implementing a colonial
relationship in a multiplayer online game. The method includes: receiving
instructions from a first entity to attack a second entity; determining whether the first
entity’s attack is successful; and if the first entity’s attack is successful, establishing a

25  colonial relationship between the second entity and the first entity, wherein a portion
of production of the second entity is transferred to the first entity.

This aspect of the invention can have a variety of embodiments. The method
can include receiving instructions from the second entity to institute an uprising; and
determining whether the second entity’s uprising is successful; and if the uprising is

30  successful, terminating the colonial relationship.
The method can include: receiving instructions from the first entity to

terminate the colonial relationship and terminating the colonial relationship.
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of production of the second entity is transferred to the first entity.
This aspect of the invention can have a variety of enbodi nents. The net hod
can incl uate 2080mB926ng i nstructions fromthe second enti PETIUS2010888184t € an
uprising; and determ ning whether the second entity's uprising is
successful; and if the uprising is 30successful, termnating the col oni al

rel ati onship. The nmethod can include: receiving instructions fromthe
first entity to tenaihatcsn inbﬁd@%&m@mgtﬁk@éﬂs%m Mird0skicy & MabRthkng the
col oni al relationship. The nmethod can include: receiving

i nstruct i onscondemi; @%‘?ffnepl@%m’hqt@ﬂfﬁlﬁ third ey’ Aéack Ecyrresdint 1ndyl thdet er ni ni ng
whet her 't hethfr@bﬁtﬁ §'&&dc‘k¥s s%cfe ﬁf&tdbﬁs}ﬁl#&@o‘i 1éd|re1 l‘?tﬂ]ghlhfb% &l)&l@' rd entity's

attack is successt est ab ing a colonia fati o et ween the
second ent i&eyor@lwduwwedthmthldi entityi, tpereperoation ﬁppmlrlmqmmfdfe qund@mt'von of the

second ent it Y. RSl 5"{?1% fglf&dto the third entity. The net hod can
include:” recelving instructions froma fourth entity to attack the first

entity; determ Aihagettrdichemcluie ré(@umglnmmmlcury foned foack entgy sutedssf ul ; and

if the four s attack i SHe fu b|sh|n | oni al
rel ationshi t%e BrS? ent%% d? feMPEEM thﬁﬁler yftﬁn‘d“tff héa?c StUen i%% an&&ﬁ%r ein a
portion of fomodeaiy’ oatak 1stdllecefssfllllsést®mhmg/a ¢cﬂorﬁﬂtrelmﬁlﬁp bﬁdzedsrothé he fourth

entity and erm nat i e colonial . rel ati onshi the first entity
ond e secBHit EREy S Gln s Rk R e PebBi TR Bt ono {1 om
the second wmbictryd toah®folifh eity bahihangdifsdosin@i etitiohshansdtvédnitRg t he of fer
to a pl uraléré of thltleS receiving instructions froma fifth entity to
assi st the SECOAY BAMyCIH B Yupri sing: det ermini ng 15whet her the second

entity's uprisi Ngeinfetfdeaemshubé: rec@Rhg ihstiuld€ord BfonSth® gecbid SiGCODSkt!
termnating the colonial relationship and transferring the reward fromthe

second ent i 43"V IPRRSSIFRRGChIESEYERS the offer o FRBITHY ALRUESHISCHYINGde det er ni ni ng

whet her t hejp§ifucgbns@ind 4 Mfth émﬁ& {octsBleqnd éec&fate%tyqn ﬁ&hﬁm@ dé’t&hﬁ’ﬁlh%o nship. The
determ ning step can include assessing whether the first 20entity holds a

requi retP crwelieher thg|secomy enty q yprisee Jérswe%fqlaqnd dethe waisipetis fuceessiyhe
det erm ni ngteﬁﬁlﬁﬁ g%ga do?ﬁledi'geq tfaﬂé Llf’at&aﬂgfe g&ﬁ%%walla%oﬂ%@@écof?é col oni al

rel ati onshi ps rst t| ty equal's or exceeds a defined
t hreshol d. éﬁhé/tdéheefrfthmtlt}g st ep can i ncl ude assessing whether the first

entity is ab egiﬂg flethoday ﬁgﬁhé &Rermﬁggg wRéthti,rQheaﬁIIs{ ellllﬁsf is eligible to enter

a colonial relationship. The determining step can include assessing whether the first

20  entity holds a required credential. The required credential can be a title. The
determining step can include calculating whether the number of colonial relationships
held by the first entity equals or exceeds a defined threshold. The determining step
can include assessing whether the first entity is a beginner, on vacation mode, or in a
truce.

25 The method can include determining whether the second entity is eligible to
enter a colonial relationship. The determining step can include assessing whether the
second entity is a beginner, on vacation mode, an ally of the first entity, or a historic
entity.

The method can include determining whether the first entity and the second

30  entity are commonly-owned.

The first entity can designate the portion of production transferred from the
second entity.

The method can be a computer-implemented method.



25The nmet hod can include determ ning whether the second entity is eligible
to enter a colonial relationship. The determ ning step can incl ude
assessi ngvotetimso2zshe second entity is a begi nner, on vacatisemomeias an

ally of the first entity, or a historic entity. The met hod can
i ncl ude determ ning whether the first entity and the second 30 entity are
comonl y- owned. The first entity can designate the portion of
production trans{Rfdeesphds @Muk Mt efGHPIvi&Rtl coipudPsrofihpsiean be a

conput er -i npl enent ed net hod. Anot her aspect of the invention

provi des a i@gH{ine EvMPHGTIHNE PeGHUARVinH eIl logicebrplibernieisrénsedi um havi ng
control | ogideRtPlBthpidARNEI MethBl fof AHS: ﬁgnt&gagaﬁﬂ{aﬁelalhengh{mhamnt a met hod

b
for inplementing a colonial relationship in a nu pl ayer online gane. The
control | ogheltiplagdriegkre gaficy Jhe eenolitogic-indedssidire compgienrrdbdleduograin causi ng

the comput efoql @, GRGMRe & (E;: 0% ifl{t&%éhé‘;f}o?lg& ﬁl%{‘édtft%ota&%&tat ack a second

entity; ‘second conputer-re e programco r causi‘ng the conputer to
det er m ne wiretridentityhechnd®mpetet-rdagabde programicoilsios opsiag sfeidompatedtot hi r d

conputer-re | r.ogr am. .f.or causing the c er to, if the first
oty s o pind RS ATHER Ot S SRILOA P ARAIRY Bl el E oo
t he second @ngmimycodnitr tdueing tesomenter toyif thetfarstentity sOaaqkas sucoessid, pr oducti on

of the secon tity i ransferred to the first tity. This aspect of the
i nvention c%%bﬁsg\fecoion\‘fiféa&o?a% E%Wﬁ%l&ﬁ?rﬁeﬁ?%d. enﬁ*ﬁ'eanggﬁtftf%tl e VRREN furt her
i ncl ude1o f caxpdrtiorcamppetuetion Eaigadat@dRrhogiammseeed foahe GRUSIING t he conputer to

receive instructjions fromthe second entity to.institute an uprising; fifth
conputer-readabltrlg“sﬁtsBﬁf ¢ Byentiog Fanhayg ‘?t}ﬁgfedﬂ??ﬂﬂ?eélfs' t@ea % i ne

whet her t helodibsacaderaidliidey fosirth BohSitEtGeddabR PesuemS Eotle;fordaGsigd ikt h
conput er -r eadabl e program code for causing the conputer to, if the uprising
i s successfiPMPUEes FRPFAfe NTIELRNS TSR] e sqeandgntiphieppsgtute an uprismpdiffont r ol | ogi c

can furt herc&rﬂﬁﬁ{eﬂ%dabi@%&@taﬂl_ QORI b Alsink FRAJR pBePloA@BlAMne QiBhEOhe CaUSI Ng the
conputer to réceive instructions fromthe first entity to term nate 20 the

col oni ab> r etcendsasispipriging isepetiehulcidpinlesonpigiaendablp prgraaniade e f or
causi ng t ne.,aaaDIL ebm &eﬁt@,ﬁf’lh@%gﬁsiﬁg‘ﬁ sEREQRM A GhAhl 088{LP- The control

| ogic can further include: ninth conputer-readable program code
relationship.

The control logic can further include: seventh computer-readable program
code for causing the computer to receive instructions from the first entity to terminate

20  the colonial relationship; and eighth computer-readable program code for causing the
computer to terminate the colonial relationship.

The control logic can further include: ninth computer-readable program code
for causing the computer to receive instructions from a third entity to attack the
second entity; tenth computer-readable program code for causing the computer to

25  determine whether the third entity’s attack is successful; and eleventh computer-
readable program code for causing the computer to, if the third entity’s attack is
successful, establish a colonial relationship between the second entity and the third
entity, wherein a portion of production of the second entity is transferred to the third
entity.

30 The control logic can further include: twelfth computer-readable program code
for causing the computer to receive instructions from a fourth entity to attack the first
entity; thirteenth computer-readable program code for causing the computer to
determine whether the fourth entity’s attack is successful; and fourteenth computer-

readable program code for causing the computer to, if the fourth entity’s attack is
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for causing the conputer to receive instructions froma third entity to
attack the second entity; tenth conputer-readabl e program code for causing
t he conpuwerotin92®det er mi ne whether the third entity's 2CTASRI10548134
successful; and el eventh conputer- readabl e program code for causing the
conputer to, if the third entity's attack is successful, establish a
colonial relationship between the second entity and the third entity,

wherein a pREddsanl: 8fatRkiPA A A1 orkite bSQEON e EstrintetidySind flﬁ@§§ter red to the
third entity. 30The control logic can further include: twelfth

conput er - r B PFECISIGGIOAHNCY AEIpgIon A isiTy cptiy icEmpigired (rthe ek ve
i nstructionggfy &H‘t&mﬁlﬁwth@c&%m Yalidhs@b! 'ioé&vléeﬂ (e fifd bty & hd Yocoki rteent h

conput er -readdbl e program code for causing the conputer to determ ne

whet her theenfiburth entity's attack is successful; and fourteenth conputer-
r eadabl e progra . C I h entity's
attack |ejs succ?shg?gﬁoflgJﬁCa(%F?ﬁer}ggﬁlglgfkg%@% ﬂ?@%ﬁé d&ﬁ@gfogvi'ﬁ&n the fourth
entity and ¢odefdricasingeig ¢0m;put61vhveneediw iastpotierisdronothe pﬁrcontU@ttutww offer ¢ he first
entltylstranf rr t. 0 n n t colonlal

rel ati onshi p Izltf\%easglgt rﬁf% ?nt&ge hyo pme? éad%l}i%ﬁé)grsaecon Poa} usfnf %The control

| ogi ¢ can faontpoer tq ekl @ie dffef toeaqﬁmmhtg@lfrpmtttes -seeaabaﬂnheompmgnaambkade for
causing the co gr.lo rec ive instructions from on entltyto
offer s 1 ovEPERRAPIEE b B B OupRELbfm St EF FaIIRERBRIEr am code 1or
causi ngid heasﬁ@trtmjiee@ndtanutynﬁaﬁ Oprisideheighbémti cdngputer péadhiab biograaf codptdrt i es;
seventeenth caq ter-reada I]LF)ro\%a}llm code fqr causing the co ter to
recei ve i nst?Hies | 8ﬁ§m?‘ft?fﬁ? etprngip,Waether{Re seepnd U sprifipgIs SueesiPlent ity in
an upri si ngindei@tkeanbhpaoipiibl-preadabbe f@f@gglagnh@@&ﬁpﬁt@rto Gawsi ng the
conputer to determ ne \A,ﬁet her the second entity uprising is successful;

and ni net eHYRING iygtcarivl EEBRRE éhegsrowraéfﬁl%@a@lﬁ %ﬂd t@&ﬁf@’i g TRe! EFhput er to,

if the uprigéf@ohPertitcoemsShi énityer m nate the colonial relationship and
transfer the reward fromthe second entity to the fifth entity. 15The

conput ek usabl e ThedPunyerattable mdinm GapRs PeHIYNSEARY 2pdigeiblce. Anot her
aspect of the i nVRiHcl MpeRloPH HRRnGonSHSHi&Dals ggteﬂl TR SRRMeh R AoofRiQni al

relationship in a nmultiplayer online ganme. The system includes a server
conf i gur ed rebtionsbipei ¢ enultipdayeuetling gamé. r B sastbinngrfudens setryertcenfaure@lck a second

entity; det ®! ﬂ&é??e 1%31%9 s fl:olilr?a fi}s[ é[‘&l Syf?t%talttacgco seél(; td%ﬁ &et&ﬁ?&%ﬁﬁ& and i f

the first entltysat ack 1s succes est ab ing a colonial
rel ati onshitpe best oveieyis amkmmdsfelnandtlytharﬁldsttmﬁyﬁlatt&ﬂk ieswcedsytul, wherein a

g(r)]{ t It oy P f fps[a%HS (i\'rggl aoc%lo%flal rerf;ﬁlonseil Qeqwger}lt g’econd en%%/”a%‘&?ﬁ rf‘l’ardt enp tyt he first

wherein a portion of production of the second entity is transferred to the first entity.

FIGURES
For a fuller understanding of the nature and desired objects of the present
invention, reference is made to the following detailed description taken in conjunction
25  with the figure wherein:
FIG. 1 depicts an exemplary game architecture suitable for a massively
multiplayer online game; and
FIGS. 2A-2E depict a method of implementing a colonial relationship in a

multiplayer online game according to embodiments of the invention.



FI GURES For a fuller understanding of the nature and desired
obj ects of the present invention, reference is nade to the foll ow ng
det ai | ed Wwe=e0r/q98426n t aken i n conjunction 25with the fi gorasasenesing
FIG 1 depicts an exenplary game architecture suitable for a massively

mul ti pl ayer online ganme; and FI GS. 2A-2E depict a nethod of

i npl ementing a colonial relationship in a multiplayer online ganme accordi ng
to enbodi ments of the invention. pPERIMNMJNONS The instant invention
is nost clearly understood with reference to the follown deflnitions:

As used in the SP&EISHANEAYFIHAN ErHost Flaphsundeneod Wi aifaendede e a, " "an, " and
“the" 5|nchgﬁgwﬁkg&%hu&gferences unl ess the context clearly dlctates

ot herw se. onput er-usabl e nmedi um shall be understood to nean any

article of nanufﬁgdlsw@thm@lﬁ@%ﬁ@aﬂnﬁscléalsah@ hiagulardparbién, r @ad abg “@e’conput er or
a carri & Vﬁéﬁd@%ﬁ%ﬂef&&%@’dg s@%tcé‘nt&ﬂ%feaﬁ {ﬁ.c&l.%s 5%@1%99’ a conputer. Such
e es, [

conput er-usa la 1nclu s not"fimte magnetic medi a, such
as a floppy di skycanfueisiilendisik shéalllwamderstmd@irs%panxeaitwk@f reel tape,

cartridge tl%lg)nufac i1 I&S co%tams %gtta?hat gefhrbe rFadﬁI&[:# co%%pu{r? Sir Seatt e(f w 3181%1 ROM and

witeabl e conp dr'sc, card form
paper mnedi a;ansmgmamshqnumﬁfwdadi@rad@n@nd:r p‘amhlcompuper-usable nre:dxaamqimdes wave

si gnal recei rou Wi.re | ncl udi ng

radi o-fr eq Oir@lﬁ‘é 9 lgﬁ%le l%fnleg‘?eséic}’s?s quy S%ﬁeé‘g’rl& Yadabl e nedi um

can be 1on-diskaRei-toofeyl tapedédiiidddiapd) g¢hdodte:. tafdbSChRIE DhadI @dﬁlsﬁhlalN‘QEi\rr | ON Gane
Architectu

r . s of the invention. can be ap to a variety
of ganes, plg(r)M %I“ﬁ??%bﬁés&ﬁmpﬁ‘é d&aﬁggng@(ﬂpﬂg{g “N?Hzﬁf%.glsﬁﬁapé)?g gg‘?‘? game
ar chi t ect urgpdiQfeddl istichlk Buicdbd @rds2ad Wt dg& FRREFeOwAR sfohéd redeived At
t he hi ghest Fevel architecture 100 includes clients 102 and servers 104

connect ed viEpugh pBEWEK WIRIESsIGBTPTh 8T pden). ipciding radipyiiegpaney 318921539 | ncl ude
| apt op conpfgkd sitRda, SWs Shh ARG Ik 8fedivhP@ be non-transitory and/or

15  tangible.

DESCRIPTION OF THE INVENTION

Game Architecture

Aspects of the invention can be applied to a variety of games, particularly
online games such as MMOGs. An exemplary game architecture 100 suitable for an
20  MMOG is depicted in FIG. 1.
At the highest level, architecture 100 includes clients 102 and servers 104
connected via a network 106 such as the Internet.
Clients 102 can include laptop computers 102a, desktop computers 102b,
handheld devices 102c (e.g., a tablet computer, personal digital assistant, cellular
25  telephone, smart phone), and the like now known and later developed. Clients 102
can include display(s) appreciated by those of ordinary skill in the pertinent art. The
displays can include any of a number of devices known to those skilled in the art for
displaying images responsive to outputs signals from the clients 102. Such devices
include, but are not limited to, cathode ray tubes (CRTs), liquid crystal displays
30  (LCDs), plasma screens and the like. Although a simplified diagram is illustrated in
FIG. 1, such illustration shall not be construed as limiting the present invention to the
illustrated embodiment. It should be recognized that the signals output from the

clients 104 can originate from any of a number of devices including PCI or AGP
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handhel d devi ces 102c (e.g., a tablet conputer, personal digital assistant,
cellular 25 tel ephone, smart phone), and the |Iike now known and | ater
devel opedvO@ilenB®6102 can incl ude di splay(s) appreci at @dThis2al00ss30f
ordinary skill in the pertinent art. The displays can include any of a
nunber of devices known to those skilled in the art for displaying inmages
responsive to outputs signals fromthe clients 102. Such devices incl ude,

but are notyihdoBchRY of QurdsGASUNRAGNHAY tht UERSna(FPIEienth 1 GtUingk £6¢ ?%&@hy di spl ays
30(LCDs), plasna screens and the like. At hou?h a sinplified diagramis

i |1 ust rat ed*oMplegjaghe micrapreqesiory apetheadismitys §181°F- not be construed as liniting
the present inveptdRhediRddiéus, kl'iéﬁ%tloéfi&%cﬁ%ﬁé)?ﬂ ﬂ&@%ideb%alﬁ@%ﬂs&esb?

»
recogni zed that the signals output fromthe clients 104 can originate from

any of a numbeknonm cdéairclescloned! berihrgnsodiis carr inAlGre Vihgrme! oo denneet e ar ds
mount ed g thj.a, iélﬁviﬁ‘ﬁé@bt 9 08" vi&éb%ug}}u't Essfo%c?'ﬁaliﬂ?gtin@%&sogﬂ%gﬁ% y coupled to

the m croprocessors an e displ ays ere odi nent s,
clients 102evivesutiers etdevasiommpet daviensughpecagmnsialiesChowr dipicdmidee | at er
devel oped. C nsol.es.can i nclu Et her net rt, to conn to S5server
Toa vi b net o IR GR T SEMEEPTLOF P Sl B b RUBPRISEL O 255 opl ay
devi ce suchreasvaanpelfeu ©noollers apybalelsi desnslecdt sasabdovitkactandi sc (CD) or

digital video disc V i ad nes, | ocal no to save data,
ond i nput | pomede bR Vb RS R RS NESBI e, *Exanpl es. of
sui t abl 8 vi dgeri@dn® of REGRORIS Wakkihgicke thdsONY RAITENDARANIDET ansat € avai | abl e
from Ni ntendo._qof 10 rica_lnc. of Rednond, shington; the SONY@
PLAYSTATI o@@%@%%%%?fé%gs‘éﬁhﬁ%ﬁﬁﬁh? P et %Os aw By, Corporation of
Tokyo, JapamiCROSOM CREZKD E@nBIA@ @RS VAV dfﬁmasorﬁm@mfhdeaﬁl@&pf t

Cor porati on_of Rednond, Washington; and the |ike. ients 102 can access

server 104 YRR ﬁ%@?ilﬁ-ary or comercially- 15avail able software. For

exanmpl e, client gb02 102PanUcdst Z8vedN0d R A BlopRE@NSR LotuMeREAGSS a Hypert ext
Transfer Protocol (HTTP) interface provi §ed by server 104. Suitable

| nt er netS brynddissalereudier evweapinTiERNED2 EXPUERERTGINTBUSErVsav/aiareb e from
M crosoft %%@J{t‘l@ﬁhsfgr PREGPASF TPIGRERI LR ded B? se@rﬁﬁ@@iﬁﬁl@v"ser

avail able fromthe Mzilla Foundation of untain ew, California; the
OPERA@ br ovsesrnep progivers inghide the ANAERPEN £ 2X8BARIE @ bagsgfavaidbly, frador way; or t he

CHROMETm brlﬁ%&?@s@ﬁ@éﬁéo&ﬁ%? RERRGORAEn i ﬂﬁqismﬁ’ﬁﬁk%)llgg&%%r g@ﬁi‘aﬁl or ni a.

Al ternative can i nteract®w’t ystem
speci al | y- piragttervredlsidfundaioe of Molnas \aaw apgiforomt the OPERSEabroweeron cl i ent s

T e
25avai | abl eavhilanie Ralo oy $ice nBMEic CafoCaifetiofAlSantddgelietal 0 @nni a.
interact with system 104 via specially-programmed software such as an application
installed on clients 102. In still another embodiment, the client 102 and server 104
can communicate through a multimedia platform such as ADOBE® FLLASH®,
25  available from Adobe Systems Incorporated of San Jose, California.
In order to enable scaling and reduce lag, MMOGs often utilize multiple
servers 104 as depicted in FIG. 1. Each server 104 can implement one or more
instances of the MMOG, which are known as “shards.” Thus, a first client 102a and a
second client 102b can both play on the same shard implemented on a first
30 server 104a. Clients 102a and 102b can interact with each other, but will have
limited, if any, interaction with a third client 102c playing on another shard

implemented on the second server 104b. Advantageously, first server 104a does not

need to be concerned with the activities of the third client 104b.



In order to enable scaling and reduce |lag, MMOGs often utilize multiple
servers 104 as depicted in FIG 1. Each server 104 can inplenent one or
nor e i nstwoees/sIzbhe MMOG whi ch are known as "shar ds. PCTH$2010a48184 st
client 102a and a second client 102b can both play on the sanme shard

i npl emented on a first 30server 104a. Cients 102a and 102b can interact
with each other, but will have limted, if any, interaction with a third
client 102c pl ay,femano 2A00HRGHe S1ad Balidie! GORML B O Rk BEEQRESEr ver 104b.
Advant ageous] y, glrst server 104a does not need to be concerned with the
activities Jeneha2 g seryers) [0dnd ariguischemes can be usgdsasapg fropisg gnthpsecfude a | oad
bat ancer mogyl & A0 ti9r Lo Wikdh hif cRALROI.GH GOLR 1B30and servers 104.
Vari ous schenes can be use as are liar to those of skill in the art.
For exanpl ebalappesrOf esn difecediient 10820 ae@elwpwéwmrlloec untip ghe sbbralider 108 can
di rect | er 104c
5reacheg§c§%%§%$§m&%g #ﬁ %oﬁﬁ?ﬂg ﬂ§@£%§$§%%§?aﬁgg%gg% ﬁﬁgﬁg traffic to
yet anot herseser Wk Rﬂwﬁﬁmﬁﬁmm@sumgﬁhonsHthnbmgmcwneﬂm§61620édmtﬁe routed to
t he server th 102 previously accessed. Al traffic need
not f|0m1tﬁ%%u ?ﬁmﬂnggﬁgﬁgéb 108. For exanple, traffic can flow directly
bet ween cl i ent s AlD2affic decglewvies tht@rhh (vdddahetenddk Hdd 6 anprieeratfividanal 10

tact de. bet neen cl 4 di.ated by the | oad
bl ancer 108 et PEERy TG0 52 AR BRRURTLT RS ub I B oFBBYE 120 1 i ougn

a dat abase omfmage Mo b&ysdnemie{tDBMS)nd kdZers AODBMBedldi@d bysthe ijaesed upon t he
data in data ase O to forma logical and structured organi zation of the
data. A DBM@‘TT@ 1ies between the physical storage of data and the users

and handl es the JeRlefI@Cdah @mbahiae with Alatavie 1 EX@iRLES dakbdBMSes i ncl ude
DB2(r) and | NFORM X(r) DBMsSes both avail able from | BM Cor of Arnonk, New

York; M m@@ﬂ@@@rm@%{?ﬁwm@s@ﬂ%_ 1%5?9&19@@61)@93@8@@3% h avail abl e

from the M(Pa’ié%é%fltlo@foﬂﬁra Ogl@dm af stB@ﬂfE‘afbg%an}éﬁt%H ST, MYBRMY 110DBVS
avai l abl e fromthe Ltd. ckhol m Sweden; ORACLE(r) DBMs

avai | abl® flﬁeérl?ﬁt@ealﬂhé phmcal si@ggqrichiaradissdererdhandiss ibe gemegionand SYBASE( r )
DBVE avai | afhgechiiifvey Pa38pled HDBAKeHALdHBIBLAT NIBVIX® DBMSA SOME

ganes, a plurality of users each control one or nore entities, which may
vary dependiatiyaedatlhogdBMeCeab. affemgakeNewRborkeMERDOFT ﬂxETCﬁencEVO\lY( ry 25

cities. o naR OO A LB S AR o BB ol s, Vi 1 ages,
and t he | i k@orpiggerrsofdmdmund, W asbingloei ¥ YSQH (& DBNIStayaippbiednae theddghifdlces such as
curr enciy() VPtg.dCo. %?E%lckhoﬁn({osdv&’/edgrﬂchACLE® DBMS available from Oracle Int’] Corp
of Redwood City, California; and SYBASE® DBMS available from Sybase, Inc. of
Dublin, California.
In some games, a plurality of users each control one or more entities, which
may vary depending on the genre of the game. For example, in the EVONY®
25  MMOG, available from Evony, LLI.C of Wilmington, Delaware, users control cities.
Other exemplary entities include nations, tribes, towns, villages, and the like. Users
can utilize their entities to produce resources such as currency, wood, metal, food, and
the like. Users can also interact with other entities to wage war and peace. For
example, entities can marshal armies and obtain weapons that are used in virtual

30  Dbattles.

Method for Implementing a Colonial Relationship

Referring now to FIGS. 2A-2E, a method 200 of implementing a colonial
relationship is provided. The method 200 can be applied to a variety of games

including multiplayer online games and massively multiplayer online games.

I



the like. Users can also interact with other entities to wage war and
peace. For exanple, entities can marshal arm es and obtain weapons that are
used i n wotoalo93Rbatt|l es. Met hod for | nplenmenting a ColomitskoiRelsaB4 onship
Referring now to FIGS. 2A-2E, a nethod 200 of inplenenting a col oni al
relationship is provided. The nethod 200 can be applied to a variety of
ganes including nultiplayer online ganes and nmassively nultiplayer online
garmes. | Nn £ B2B2RBicHaRh PIEAAl Borleh G4 2leiv&8hMREHHRrohLLRis €S
instructions froma first entltg to attack a second entity. Such

i nstruct i or@UEHA PckrsaeradientEd Spgh IBstpgHNs cyn b rapsmiiisd &0 2 Eoettanpl e, the
user cont r ahbhAg, FOfekh gﬁ%t Ok bbb filshyify &B%theca‘;% fudefterface to
desi gnate the second decl are war. 5I'n step S server 104

det er mi nes mﬁ@@%@@d@%@wﬁﬂh@$w@mhmﬂyfméd@ﬂmgM@te to ellglble to enter a
colonialzsrel ati F ~ ol I equired to
hol d a defined g?g%%ﬁ%%%ﬁﬁ?%ﬁggﬁ&gm?%$ﬁg§&$ﬁ&%§§%%&¥yﬁ%ﬂ?QEté col oni a

rel ati onshi qhglbb@j@lemeommlbmalaﬁlammla’pnﬁoﬂ axellnyl,e thirErst ey carteiregpiredn be
limted to fi u . of C I, a .11 anot her
erbod nent, OfHa 4 LF B URRRGy e an P b0 PbbEh S P ISR BN thRafliby 2ol oni al
reIationshi@&hﬁmﬁhgoﬂﬂwﬁmﬁeﬂyhmqﬁmenmghmgbmhmnaimm«hﬁmahnmﬂmnmﬁe in a
truce, or th S206 erve ternlne t her the
et enti i Efiignaine (Bodl FRSF anpest it dbe BRC e GiEaPePERI S ot o, For
exanpl e10 t heors eﬁtemig edllériyl rdafonkigp [f&ﬁhJﬁIﬁt&dmtst hetdnr,dafvacueidn aloagent i al
(e.g., atitle gﬁﬁ&f to enter a colonial 15relationship. In another
embodi ment , M@k C%éE &ntity can be prohibited fromentering a col onial
rel ationship if thb@pB2065ber@dtiDl Hetbifes MAGIBN@E firsPBniARRLiEGR thodel , an al ly
of the first entity, a historic entity, or the like, MNbreover, a colonlal
rel ati onshi %lgé%wﬁéteb? sHPHRlTelationshiph Sorgxampleethie pacondsitity 478 becond entity

are comonl ¥qauaesholll A astiRR cRAORial 88 alued HbrdiSidumesiophet her the first
entity's attack i s 20successful. This deternination can be made in

accor dahte Wiatipnshipe Ip gnoser gmbehimentcihe sgcorshentisy, cande pebiigd Eomt he

det er m nat i Q. 4@0 cbRhiafelaibiMRipSt e Mo lantlt?l?s' d beolr@Sp, oRRGARS HHRDLLTY Of
troops deployed by the first entity to attack and/or the strength,

abilities, dldfdr fgsiantiyt yhigpri¢ ensiopor the pikoy¥drdoyernt heoleudgelaianstipt y t o
defend. Ad Al f! 'b8 Bgolh bzted ﬁﬂh@ﬁﬁﬁ%{?ﬁ% @{] tﬁ%@&lgx GEN PEIRGERY §dhdgnt o the

decision (e.g cero ran
In step S208, server 104 determines whether the first entity’s attack is

20  successful. This determination can be made in accordance with the rules of particular
games. For example, the determination can reflect the strength, abilities, and/or
quantity of troops deployed by the first entity to attack and/or the strength, abilities,
and/or quantity of troops deployed by the second entity to defend. Additionally, an
element of chance can be factored into the decision (e.g., by dice roll or other random

25  number).

In step S210, if the first entity’s attack is successful and both the first and the
second entities are eligible to enter a colonial relationship, a colonial relationship is
established between the second entity and the first entity such that a portion of
production of the second entity is transferred to the first entity in step $212. In such a

30  colonial relationship, the occupying party receiving tributes can be referred to as the
master or the suzerain and the occupied party paying the tribute can be referred to as
the slave or protectorate.

Otherwise, the method can be terminated in step S214.



25 nunber). In step S210, if the first entity's attack is successfu
and both the first and the second entities are eligible to enter a col oni al
rel at i onswopp11z09eboni al rel ati onship i s established beregans2tle4second
entity and the first entity such that a portion of production of the second
entity is transferred to the first entity in step S212. In such a 30
coloni al relationship, the occupying party receiving tributes can be

referred to as thgulBside Pé-ddihiBd SYERIAIR oM HeRA WaELURkEeG RArty paying the
tribute can be referred to as the slave or protectorate. O herw se, the

met hod can béufescag bgnedimarigpigporsan he assessed on ey Rasgis geah, GY8NYpr e- def i ned
by the gang,gf .cahndg SEl AY, egg%;geﬁ,sd}hd%g;kgy. Tributes can be one-tine

tributes or can be assessed on a regular basis (e.g., every turn, every
hour, every day,Codanet] yelyteaihipsegad be medificlt &) variond watisab disedssgdibgloshi ps can be

nmodi fied in vari . i . ef&r.r.i nowto FIG 2B, in
step 82%%, t he éggggﬁ?%%ﬁéﬁgﬁ'?%gggggs?ﬁ£?$ﬁg§$3ﬁgc é%%%ﬂ: e second entity

t o institutiestartiopriic g second gittieptoSastidyte atheprsmgy &r stdiO¥ 1dether m nes i f t he
Uprising 1 S..RUEE6S (iseftelil‘rln‘ne;rlr}lélie d?itsﬁr Erslsﬂg‘(t‘[elss?lﬂ S8R dQ%rm' gtleonlcgn fr)] fagffife or
simlar manner as 1n step 08. P'There can be several - Teasons y an
upri si ng i sthesmmeagsinilar emerer ahmuglp S2he 10first entity's attack was recently
successful. In ne Si uatiops t he first.enti&¥ ngg sus aiqvﬁignificant

| osses during t HECEPRAE VTR GERBE VBY PLEHTBISLS SPHESTH] FEF NOHET BS " may

Wi t hdr aw t rifepsitifyr Omatiheasecand sertdsfuy. Rfsbae sinhd@otpthe Mirdlndtghali onship is
establ i shed. Furthernore, cond e&%hégEcan.c03&%€$e devel op resources

the s
necessary fUFaR siEpHicandesses (pre Seddady HEawgp St Ponshi p.

Addi ti onal | yithdrkie trbsts @fonilie aeRd &tifgafek tRCkBnANR1UPAshS) i eSatdigieddi ffer in
significant_ways. For exanple, ordinary citizens of the second entity can,

in some enbGHiRBMIS hoEcadantiyEPRemEPuU&RCIPRTEMTESIPEIHEY [Bdt may not be
avai | abl e fs%ceféﬁﬁ%ﬁgn%gﬁﬁ@&he o1 tr@gkonshib. ARG SR ShOFdsS unsuccessful,
the colonial relationship is nmaintained and tributeS continue to be

t r ansf ebY ed*oPpBANE AECkeririgings qag diftr trhegmifiqagt wasiit Fescxmplst ep 20S212 as
di scussed Hﬁ&ﬁh&-citlzfenstJ%ghzegs%drﬁ'eﬁ&y'c%,§M§ﬁl?eséﬁ%htm&ﬂ?bé3ﬁlaﬁ£ﬂ1@1*or L&l ationship

is termnated I1n step
in an uprising, but may not be available for defense against an attack.

If the uprising is unsuccessful, the colonial relationship is maintained and

tributes continue to be transferred from the second entity to the first entity in step
20  S212 as discussed herein. If the uprising is successful, the colonial relationship is
terminated in step S220.

Still referring to FIG. 2B, server 104 can receive instructions from the first
entity in terminate the colonial relationship in step $222 and terminate the colonial
relationship in step S220. The first entity can desire to terminate the colonial

25  relationship for a variety of reasons. For example, the first entity may have entered
the maximum number of colonial relationships allowed and may seek to cull colonial
relationships with lower performing entities in order to pursue colonial relationships
with higher performing entities.

Referring now to FIG. 2C, server 104 can receive instructions from a third

30 entity to attack the second entity in step $224. Server 104 determines in step S226
whether the attack is successful in the same or similar manner as discussed herein. In
some embodiments, troops of the first entity stationed in the second entity can be used
to defend the second entity. If the attack is successful, a colonial relationship is

established between the third entity and the second entity in step S228 and the
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Still referring to FIG 2B, server 104 can receive instructions fromthe
first entity intermnate the colonial relationship in step S222 and

t er m nat ewohe110wBeni al rel ationship in step S220. The fiPCTtUSeIWI0E813€£an
desire to termnate the colonial 25 relationship for a variety of reasons.
For exanple, the first entity may have entered the maxi num nunber of
colonial relationships allowed and may seek to cull colonial relationships

with | ovwer RESQrRAsBRbdlvE@Shé PrsPEMie) add@hdeESHiRNEQ! iR Ahak @At | onshi ps

wi th higher performng entities. Referring nowto FIG 2C, server 104 can
recei ve i nsti¢nueoHdhe ek i vpriceessiBbéistcotopial ilagpadiskis ietaeddndernt ity in
step S224. @mpver 104 determnes in step S226 whether the attack is
successful in the sane or simlar manner as discussed herein. In sone
enbodi nent s, tr dispuried navhe HIGy 29, server 104 con scpigpadragtionhigos adondh entity can
be used 40 I.LYeonrd | 1.5 ful, a
coloniaf§re gbﬁg%2%?§h$§&§£@2§F%@ﬁééyﬁé¥%£§%@{%%Q?ﬁF?HF%ﬁfﬁ%g and the
second ent i whethen thetagpckS2 A cenidl inhbe wwlconsialilar mhater andiftiugpsethberamedt t he fir st
entity and CIEIQ Kt %E?sosﬂ?cegs%li tthX S ir§ rtlﬁﬁ g%%%q{[sﬁe% aicgloﬁtaFglaéZr%s%i bIeEwetepl attack is
unsuccessf ul, TRE "COT ST al M &a 'ons Ipi1s maint ai ned 10 S ep 12.

Ref erri ng niowtlh entfy &ad tREirss@tivein skPA28amd temenare thasilonid rélansmshipom a fourth
S5entity to attack the first entity in.ste ) rver. 104 determnes in
otep Sa2 WbYREIGHS Bl on e RS TRen 2P BB R S el ar rmnner as
di scussad hekedctssfdl fthd dgoradl rdatkonkisip Susasisbdin, stdpiy213er ver 104 establ i shes a
col oni al relatiggﬁyi betMﬁﬁa'%$e fourth entity and the first entity in
step S234 and t g 2 O SRV 0P SPREer g e B aH  he first entity
and the secewedgbtdstiVtahd i &I ectfbnidl telit@stap Inaedp 9236 10stamasesaé ul , the
colonial relationship is maintained in step S212. Referring now to
FIG 2E, setod epply nghi ofiee bPYRURIESf puresnrvingehsngt foep0 spldiefia et ehor

assi st ance ¢mngeniengArmOhRNhRl offefloASh? BRflich. TR St@Ranm%3fuctiRl exanpl e, the
second entity mght offer 1,000 units of currency in exchange for 50

sol di er¥ |s¥clthaponbpam engyroga pcceppr capbisyivered ipeh thgtmaptiplpetiser entiti es.
The of fer cap bepsbLUGhH G ihasSHE Rqhfitd 10R] ¥ R08.RBY fr¥viGas), Accept or can
be structured such that nmultiple entities can accept (e.g., until such tine
as the requesnted0]sewel l(fregesess gsapations gopaovthdfedlity to progidepssS2ace. server 104
recei ves instrugi r | i | e In
step S242, the gg%@g?2%%§£§§?g¢Eﬁﬁ%@ﬂ&h%¥wggk$E%%%gngﬁﬁgﬁ%gﬂgugéessfuI. | f
t he upri si nge bgrissngoe ssséssiu], thetvervselOdarandfon therrawaldrosn thheccomdventidy f r om t he
second gptity 20t.0.the.assistin ntd or entities in.step.S244 and

ormi natbs. PR RuTh RS E PR Ry B R ufMone! 5 elPri PR GR R e
second ent iteywéen tist fapt BARGIn kife stdvad @hiitgokstesS220s liohesskkis, t he col oni al

| ationship is mintained in step $212. I npl ion in Hard 4/
sof tware THe SyRrbta e shatnBnstn rafti sl msen Wit ement ed on

gener al - purpgsenddfation in Hardware and/or Software

The systems and methods herein can be implemented on general-purpose or
25  specially-programmed hardware or software. For example, the methods can be
implemented by a computer-usable medium. The computer-usable medium can be
non-transitory and/or tangible. For example, the computer-usable medium can be
volatile memory (e.g., random access memory and the like) or non-volatile memory
(e.g., read-only memory, hard disks, floppy discs, magnetic tape, optical discs, paper

30 table, punch cards, and the like).

INCORPORATION BY REFERENCE
All patents, published patent applications, and other references disclosed

herein are hereby expressly incorporated by reference in their entireties by reference.

~10-



25 speci al | y-programed hardware or software. For exanple, the nethods can
be i nplenmented by a conputer-usable nmedium The conputer-usabl e nedi um can
be non-t rnaiogbticndg92and/ or tangi bl e. For exanple, the compararszusaldies medi um
can be volatile nenory (e.g., random access nmenory and the |ike) or

non-vol atile nenory (e.g., read-only nmenory, hard di sks, floppy discs,
magneti c tape, optical discs, paper 30table, punch cards, and the |ike).

| NCORPORATI ON BY REFERENCE Aldumatremss  publ i shed patent applications,
and other references disclosed herein are hereby expressly incorporated by
reference in theihe lentiprsat pegrabglementepande alermdup WADENTS (b6 ciEift | ons of
several el QiRBl fB¥iembAls A b ShORLINRnCIRAMARH Smclfirbahichedngut by fever
el ements, or a single elenent. “Simlarly, in some enbodi nents; any

funct i onal fuheipnpitelomept pey pesfomnffesvasr or defferefitfdperatipns, th@vbmatdmnbed han those
descri b%d S¥ut Esém%% 111E%a[eﬁ%nfbhélﬂl%htr ali&d f&%ﬁ?&ﬁ} aaﬁénts é' S Qnodul@ct i onal

el ements (e.g at abases nputers Ients, g&rvers fand the

li ke) shovvrrlaaaba@s Sompaters @renpmemmddfe like) showvnas dl@tmcnﬁy phgosenobr por at ed
wi t hin ot her, f on separ i fferent hardware or

di stri but edlﬁl}lsr%}ég&%%lr @e ut? a‘%gg{éh Iwétrlﬁe CF&t ?un%gmﬂel IR é)} W d(aaln‘oodl ment s
accordi ng tdffedost Hardmrftmr@instﬂrtamel 1be@mrt1d1elmmplmebmaﬂ16h he i nvention is not

limted to just descri mbodi ts. Vi h d/
ool £ cat ohs AN Be TG TR AR A TR aeRrBBH RS SR B O t hou

departing fmemveﬂtemsmcrt litnited tcSjaQ pie: défscribh@embbtﬁfﬁéﬂtﬂ NVarfdlu$ Ghany@r i ous
conbi nati ons 400 Errent S, step

feature / or aspect of the descri bed
enbodi nent <4 opecay ﬁn@g‘ﬁf)é‘%‘?fﬂf’e‘% Cé\%‘écﬂ nilthd’éIE?Eﬁ“ﬂ AR 8ns are not
expressly lf@kﬂﬂﬂiefsplﬁ@brhwpebnhe ik oS Alsb, vk diE t&sindhs brgéesmNt i ng a
colonial relationship in a nulti Bl ayer onl i ne game, the method conpri sing:

recei vi ng i P IGRETCHHEVOF BRres ¢t %fleSéWfthegﬁb%HrmS&&pOéS@éé%d entity;
det er m ni ngeophatphesa dvbgitfshérsdonittatibys ate AbleRfKssySidsHaeasshkt ; and

11 =



if the first entity's attack is successful, establishing a col onial

rel ati onship between the second entity and the first entity, wherein a
porti on oVopoudvst2bon of the second entity is transferredTius20lo@48184 st
entity. 2. The nmethod of claim1, further conprising: receiving
instructions fromthe second entity to institute an uprising; and
determ ni ng whet her the second entity's uprising is successful; and if the
uprising is successful, terminatingcthgvgolonial relationship. 3. The

met hod of claim11, further conprising:. receiving instructions from
the first ehtity mgthpdfarimplementing a@@l%awi glatipeihiy ingrignipayeanglincer i nat i ng

the col oni al,,f.e h@trﬂe%gigbﬁpmlﬁ% The method of claim1, further conprising:
receiving i nstructions froma third entity to attack the second entity;

det er mi ni ng whetrérstvingiastrugiiony f@m@flsﬁt entigt oadkcki sseendeeesf ul ;  and i f
the third enti t%eénﬁ‘ﬁl&%%elh%r &19?1%‘?@13 gls attagﬁtiﬂ%lcé BuPghp col onial
and t he t

rel ationship between e second entit Ird entity, wherein a
portion of produtte ﬁrst oftity’k ettask cosudeeesitli, ¢syablishing %a¢"11§¢le¢1rr@amn@hlp he third

entity. 5.4 d .of cI I [ iV
eenrrl%: second e{lhty é[& Jfl’r%t ehltlt%]’[vg% eu? rTgorftl ! S rodl%c% noij get er i ni ng

instructi ons ST om a four

whet her thse‘é@ldrehhtyemmrtsgensdaxmaﬁist egitsuccessful ; and if the fourth
entity's attack is successful: establishing a colonial relationship
between the fourth entity and the first entity, wherein a portion of
producti on bf t Hdemiethod of plain ¥, fpher campiserzr ed to the fourth entity; and

termnating the g&%lﬁ@ 1ﬂ§t}£uh§(l()jﬁtf W@Qk&ogﬁélﬁﬁ?t{a ihdtued Al Sibris§ H?g;%ntdy and the

second entity aim her conpri si recei ving
i nstructions fr emetthi@ingedethdr masecbyd toitd$ fysisime is swegsdfuf;@end assi st ance;

transmtting t helf t%g LSI‘I;SII%gOIS i essfruile term)(nagng &8 colomaISI’elatlonshlp

3. The method of claim 1, further comprising:
receiving instructions from the first entity to terminate the colonial
relationship; and

terminating the colonial relationship.

4. The method of claim 1, further comprising:
receiving instructions from a third entity to attack the second entity;
determining whether the third entity’s attack is successful; and
if the third entity’s attack is successful, establishing a colonial relationship
between the second entity and the third entity, wherein a portion of production of the

second entity is transferred to the third entity.

5. The method of claim 1, further comprising:
receiving instructions from a fourth entity to attack the first entity;
determining whether the fourth entity’s attack is successful; and
if the fourth entity’s attack is successful:
establishing a colonial relationship between the fourth entity and the
first entity, wherein a portion of production of the first entity is transferred to

the fourth entity; and
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receiving instructions froma fifth entity to assist the second entity in
an uprising; determ ning whether the second entity's uprising is
successf uWp 2and98926t he uprising i s successful: term natiPog/usb@ooedioni al
relationship; and transferring the reward fromthe second entity to the
fifth entity. 7. The nethod of claim 1, further conprising: determning
whet her the first entity is eligible to enter a colonial relationship. 8.

The method of claim ?qrmmgirﬁ%eéh@c&lbﬁaﬂ@ﬁa%ﬂaili@ibegvesﬂ %@fiird?@htﬂ?ﬁl'@d @ssessing
whet her the first entity holds a required credential. 9. The nethod of

claim7, wherei fetHderEuired credential is a title. 10. The method of
claim?7, wherein the determ ning step includes cal cul ati ng whether the
nunber of col oni al rah%tionships hel d q¥ the first entity equals or exceeds

a defined thresndegrethod pf chm Liurthes Qorgpristi%ai m 7, wherein the deterni ni ng

step includes ass@ssigigsiesiiaront ie sdcohidéni@iolditér i fevard@@hiR@hce; ON vacation
node, or in a truce. 12. The nmethod of claim 1, further conprising:

det er mi ni ng whetHemifting el ety feni@iesyi bl e to enter a col oni al

rel ationship. }&eivﬁé@nﬂﬁkﬁ&g R £1ifth Bitlio Ahard s@c&ﬂﬁ%n%tﬁﬁﬂﬁ ning step
i ncl udes assessing whether the second entity is a beginnér, on vacation
node, an alYysyg; the first entity, or a historic entity. WO

2011/ 093926PCT/ %%M{ng%g@kthééeco;w ti@iﬁg Gﬁﬁil&fis ﬁlc@écfgﬂtuf% ’anci urt her

conprising: determnin er the first entity an e second entity are
commonl y- owned.if thd Bprisitigas petésoldl:of claim 1, wherein the first entity can

desi gnate the porti0Rx&ﬂm&&ﬂﬂHS&BBQhﬁﬁﬁﬁﬁﬂﬁf&ﬁd fromthe second entity.

transferring the reward from the second entity to the fifth entity.

7. The method of claim 1, further comprising:

determining whether the first entity is eligible to enter a colonial relationship.

8. The method of claim 7, wherein the determining step includes assessing

whether the first entity holds a required credential.
9, The method of claim 7, wherein the required credential is a title.

10. The method of claim 7, wherein the determining step includes calculating
whether the number of colonial relationships held by the first entity equals or exceeds

a defined threshold.

11. The method of claim 7, wherein the determining step includes assessing

whether the first entity is a beginner, on vacation mode, or in a truce.

12. The method of claim 1, further comprising:
determining whether the second entity is eligible to enter a colonial

relationship.

13. The method of claim 12, wherein the determining step includes assessing
whether the second entity is a beginner, on vacation mode, an ally of the first entity,

or a historic entity.
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16. The method of claim1l, wherein the nmethod is a conputer-inplenented
met hod. 17. A conputer program product conprising conputer-usable nedi um
havi ng comoroil/deesc stored therein for causing a conpuPem/useotompdiesrent a
met hod for inplenenting a colonial relationship in a nmultiplayer online
gane, the control |ogic conprising: first conputer-readabl e program
code for causing the conputer to receive instructions froma first entity
to attack ajsecomnd n@Mddloy claim 1, fuSIRE eHdp &R Ut er - r eadabl e program code for
causing the conmputer to determ ne whether the first entity's attack is
successful ; and determiningiwhgtherihp fifse putite arbibe eecpibytinnre eeameRly- causi ng t he
conputer to,ylfy the first entity's attack is successful, establish a
colonial relationship between the second entity and the first entity,
wherein a portion of production of the second entity is transferred to the
first entitys, D8e mbIRAGOBR €wHEQD MR ATy 6in @kigd@indpbdionwher ei n t he
control logic further conprises: fourth conputer-readabl e program code
for causi ngProrstighhpsteaied frgmpthewrensd §0HSE r uct i ons from the second entity to
institute an upri sing; fifth conputer-readabl e program code for

causi ng the computer t eterm ne whether the second.entity's uprising is
successful;“gngﬁﬂeHwﬂgﬁfgﬁhg%ﬂ%ﬂFﬁ?g Athodds HFguLETiY gm%%$ causi ng the
conmput er t omethdd.t he uprising is successful, term nate the col oni al

relati onship. WD 2011/093926PCT/ US2010/ 048134 19. The conputer program
product of claim 17, wherein the control logic further conprises:

sevent h conbut erA caathad ipeogoamo grodint cadgrising coopust-ngiblecheediompaitiey t o recei ve
i nstructions frqnmthe fiﬁst gptity to term nate the colﬁn' | relationship
and ei GHEN QB G AT AR A S E S SRS SR PIBIE %‘Bf%f he conputer to
term nat e tiipla@hond atolswilatlh@aship h a mdliplay&rentangumtee the bR &FPr oduct of
claim17, wherein the control logic further conprises: ni nt h

conput er - r 2488 progr am code for causing the conputer to receive

instructions fram@oiPhttrefdibictprodrom dbdedeKeaulife SBCOMPuNbid¥ive tenth
conput er -r eadabl e program code for causing the conputer to determ ne
whet her t helN$tRICHEPSFRNY ¢ {jrsendity eaklagkst seerndesdvul :  and el event h

conput er - r eadablsg.3f eGLATR GO RLE Pro _§(§d3901t&§siﬂg)tﬁ9%rﬁﬁ5utér9® if the third
entity's attack is successful, establish a colonial relationship between

the second defarining vsther te firsh PRy @ atackys supgeesiel aoda portion of production of
the second enti &)rﬁﬁh?e?—%aﬂﬁﬁlgﬁ'rogﬂn{[ Q8e T 'cﬁlgin%rﬁrlé &)anuter to, if the first

entity’s attack is successful, establish a colonial relationship between the second
entity and the first entity, wherein a portion of production of the second entity is

transferred to the first entity.

18. The computer program product of claim 17, wherein the control logic further
comprises:

fourth computer-readable program code for causing the computer to receive
instructions from the second entity to institute an uprising;

fifth computer-readable program code for causing the computer to determine
whether the second entity’s uprising is successful; and

sixth computer-readable program code for causing the computer to, if the

uprising is successful, terminate the colonial relationship.
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21. The conputer program product of claim 17, wherein the control |ogic
further conprises: twel fth conput er-readabl e program code for causing
t he conpuwerotianseeei ve instructions froma fourth enti PgTIUS2@00aRIRS t he
first entity; thirteenth conputer-readabl e program code for causing
the conputer to determ ne whether the fourth entity's attack is successful;
and fourteenth conputer-readabl e program code for causing the conputer

to, if the fourtihe@Bhplyr prodhth deddubior SMaE € SfHdkein the conrofPlofFlidgh @ col oni al
rel ati onship between the fourth entity and the first entity, wherein a

portion of PSSt i on of the first entity is transferred to the fourth

entity; and seveh%@&ﬂibﬂ{eﬁr&ﬁa%\l/%%%&fn%dé R @é&sﬂ?%}@o‘%m@ﬁ&%‘%@ceﬁ@e first
entity and the second entity. 2011/ 093926PCT7US2010/ 048134 22. The
conput er priogrughensritgude figh catitaiotemyinatgihe cefopiat iekatieeshire &1d | ogi ¢ furt her

conpri ses: eig{l/lﬁﬁ c%%{sbhtér-?e%?dfé &{p%ﬁa&%ﬁ?l@o‘r‘ cﬂ{s&grﬂ?e% ﬁ%tr fo%lpﬁg&rééi ng the

conputer to receive i nstructions omthe second entity to o a reward
f or assi st aheeglonial relagénghipent h conput er - readabl e program code for causing
the conputer to transmt the offer to a plurality of entities;

sevent eent h conput er-readabl e program code for causing the conputer to
recei ve i nst’ uctlihesempyteraragram prasduelpf claym 4’6 vehsdinsthe eppiros bgisfurteasit i ty in an
uprising; .ompr€lghteenth conputer-readabl e programcode for causing the
conputer to ggjt erm ne whet her the second entity's uprising is successful;
and ni net eewtthcgupmurtresdable augbinecqle dgreamimotecdnpuia dugiceige t he conput er

to, if the iHRMoﬁ&&grdﬁ%ﬁlﬂﬁ%ﬁét fté‘&tiagﬁ%@l&ﬂ&@n&t e colonial relationship, and

transfer the rewar mthe second entity to the fifth entity. 23. The
conput er - pr ogr aneml cohusteratadablaprogiar codh dorehusitgibe coompitr € dakgalddee nmedi um i s

non- transi tofy, and LangiRl-e, . P, A SYSE e for 1§ mplementing a col oni al
rel ati onshi \ﬁ ina multi pll ayer onlinegane, the system conprising:
eleventh computer-readable program code for causing the computer to, if the
third entity’s attack is successful, establish a colonial relationship between the second
entity and the third entity, wherein a portion of production of the second entity is

transferred to the third entity.

21. The computer program product of claim 17, wherein the control logic further
comprises:
twelfth computer-readable program code for causing the computer to receive
instructions from a fourth entity to attack the first entity;
thirteenth computer-readable program code for causing the computer to
determine whether the fourth entity’s attack is successful; and
fourteenth computer-readable program code for causing the computer to, if the
fourth entity’s attack is successful:
establish a colonial relationship between the fourth entity and the first
entity, wherein a portion of production of the first entity is transferred to the
fourth entity; and
terminate the colonial relationship between the first entity and the

second entity.

~15-



a server configured to: receive instructions froma first entity to attack
a second entity; determ ne whether the first entity's attack is successful;
and i f thwof2origm3entity' s attack is successful, establi fhirng2aooaieni al
rel ati onship between the second entity and the first entity, wherein a
portion of production of the second entity is transferred to the first
entity.

22. The computer program product of claim 17, wherein the control logic further

comprises:

fifteenth computer-readable program code for causing the computer to receive
instructions from the second entity to offer a reward for assistance;

sixteenth computer-readable program code for causing the computer to
transmit the offer to a plurality of entities;

seventeenth computer-readable program code for causing the computer to
receive instructions from a fifth entity to assist the second entity in an uprising;

eighteenth computer-readable program code for causing the computer to
determine whether the second entity’s uprising is successful; and

nineteenth computer-readable program code for causing the computer to, if the
uprising is successful:

terminate the colonial relationship; and

transfer the reward from the second entity to the fifth entity.

23. The computer-program product of claim 17, wherein the computer-usable

medium is non-transitory and tangible.

24, A system for implementing a colonial relationship in a multiplayer online
game, the system comprising:
a server configured to:
receive instructions from a first entity to attack a second entity;
determine whether the first entity’s attack is successful; and
if the first entity’s attack is successful, establishing a colonial
relationship between the second entity and the first entity, wherein a portion of

production of the second entity is transferred to the first entity.
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