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ASSIGNMERNT
WHEREAS, GOOGLE INC,, a corporation organized under the faws of the State
of Delaware, having a place of business at 1600 Amphitheatre Parkway, Mountain View,
CA 94043 (“ASSIGNOR”), 1s the owner of the entire right, title and interest in and to the
patents and/or patent applications listed in the attached Exhibit A ("PATENTS AND
PATENT APPLICATIONS”).

WHEREAS, Niantic, Inc., a corporation organized under the laws of the State of
Delaware, having a place of business at 2 Bryant Street, Suite 220, San Francisco, CA
94105 ("ASSIGNEE"), desires to obtain the entire right, title and interest in and to the
PATENTS AND PATENT APPLICATIONS.

NOW, THEREFORE, in consideration of the good and valuable consideration
received by ASSIGNOR from ASSIGNEE, the receipt and sufficiency of which is hereby
acknowledged, ASSIGNOR hereby assigns and transters to ASSIGNEE the entire right,
title and interest in and to the PATENTS AND PATENT APPLICATIONS, and all rights
of enforcement thereto, including all rights to sue or recover for the past infringement
thereof, and further including the right to file and prosecute in its own name, wherever 50
permitted by law, patent applications, including corresponding applications, based on any
of the PATENTS AND PATENT APPLICATIONS, and to claim priority to any of the
PATENTS AND PATENT APPLICATIONS pursuant to the International Convention
for the Protection of Industrial Property, the Patent Cooperation Treaty, the European
Patent Convention, and all other treaties of like purposes. ASSIGNEE may apply for and
receive patents in its own name wherever so permitted by law and ASSIGNOR shall,
when requested by ASSIGNEE, execute or cause to be executed all rightful caths,
assignments, and powers of attorney to ASSIGNEE or to agents and legal representatives
of ASSIGNEE, and all other papers necessary and proper to carry out the intent and
purpose of this Assignment, and ASSIGNOR further agrees:

a. to execute all papers necessary in connection with the PATENTS AND
PATENT APPLICATIONS, and any continuing, divisional, reissue, reexamination or
other corresponding application thereof and to execute any separate Assigniment in

connection with such application as ASSIGNEE may deem necessary or expedient; and
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b. to perform all affirmative acts which may be necessary lo obtain a grant of
a vahid patent to ASSIGNEE on any of the PATENTS AND PATENT APPLICATIONS
and on any continuation, division, reissue or reexamination of any of the PATENTS
AND PATENT APPLICATIONS.

{Signature pages follow]
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IN WITNESS WHEREOF, ASSIGNOR has caused this Assignment to be executed by iis
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dly authotized representative on this (VG (&, g8 4

Google Ine,
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) :}
SEx

By: (Lo ¥ Afﬁﬁggw
Allenio

Title: Assistant Secrefary & Deputy
General Counnsel

& fcrary publis or otter offiner completing
Mate e fernte this carificate verifies onfy the identity of
State of California the individust who aigne:d the document (o
which this certificate s allached, and nal

County of Santa Clara e iruthiuiness, aocuracy, or vahdity of
that document.

3 , before we personally appeared
\ Lot , whe proved to me on the basis of satisfactory
@‘dd@‘i‘;&,ﬁ m be *:he persmz whose name is subscribed to the within instrument and

PR

scknowledged to me that hefshe excouted the same in hisfher authorized capacity, and
ihat by hig/her signature on the instrument the person, or the entity upon behalf of which

the person acied, executed the instrument.

{ certify under PENALTY OF PERJURY under the laws of the State of California

that the foregoing paragraph is teue and correct.
WITNESS my hand and official seal.

{Beal)
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e mmﬁ 2&33@4’* g Motary Public
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ASSIGNEE hereby accepts receipt of the entire vight, title and interest in and to the
PATENTS AND PATENT APPLICATIONS.

By
[INSERT]
Title:
Date:
State of California
County of Santa Clara
On , before me personally appeared

, who proved to me on the basis of satisfactory
evidence to be the person whose name is subscribed to the within instrument and
acknowledged to me that he/she executed the same in his/her authorized capacily, and
that by his/her signature on the instrument the person, or the entity upon behalf of which
the person acted, executed the instrument,

§certify under PENALTY OF PERJURY under the laws of the State of California
that the foregoing paragraph is truc and correct.

WITNESS my hand and official seal.

{Seal)

Notary Public
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Exhibit A
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61/677,513 ystem and Method for Game

Validation
13/955,077 Garne Dats Validation 07/31/2013 Pending crifying and/or Acompute
tion-based modifying game dats for a location-based
slity game, are game, the method comprising:
he location-based recaiving, at a computing device, mini
zame ¢ata indicative of player actiohsfor a
Ng ONe or mere mi elurality of players in a mini-game associated
olayed within the location based game. with the lacation based game, the mini-game
Players can be encouraged to play the mini- i-game objective requiring plaver
game by providing 2 rewsrd, such as a virtual {actions useful for modifying or verifying game
reward that can be used in the iocation-hasad jdata for the iocation-hasad game;
garoe or by providing another suitable aggregating with the coroputing device the
reward. Miri-game data received from & mini-gar s for
ralivy of players of the mini-gamecan be  jthe plurslity of players in the mini-game; anc
aggregated and used to updste game data fo aodjusting game oata stared in a game
the location-basad game. in this manner, abase associated with the location-based
zame elements, game objectives, and/; E i atleastin psrtonthea
il players in the lacation-b iimini-garne data.
game {even players that do not play i
inini-game) can be adjusted based on
ageregated responses 1o the mir
61/677,522 System and Method far Linking Real Worki | Provisianal (07/31/2012 Expived N/A N/A
Activities with & Paraile] Reality Game
13/655,080 Linking Real World Activities with a Paralielititility {claiming priority to {07/31/2013 Perging Systems anc metheds for fin Acomputer-implemented method of

Reality Garme provisicnat) activity, stich as real world commen
activity or real worle dats

peoviding 2 parailel reality garoe, ¢
hosting, at a game server, a paral

ame, the parsliel reality game havil
world with & geagraphy that parailels atleast a

ollection s

aralle) reality
in particular, a game server ha:
a paraliel reality game can modity, update, or {portion of the gesgraphy of the real world such
add to game data stored in & game datsha ste the virtualw by
2ted with the parallel reality game ta {moving to ¢ focations inthe
incivde certain game features in.the parallel  jeeal warld;

reality game linked with real world activity in nodifying game data to include 2 game

e rea) world. The game features can be feature in the parailel reality game, the game
inked with activities in the real warld such festure being finked with 2 real world activity in

that 3 ¢!

assoc)

Rrent gengrag

th
‘
¢

that player actions associated with the game  jthe real world;

features in the virtual world can lead to or receiving data associated
encoiirage activity in the real world, such as  {interaction with the game festure; and
coromear

i activity andfoc data collection modifying one ar moere game elements
he real world. ciated with the virtual world based on the
yer interaction.

activity in

&

S and Methads for Verifving Flaver iProvisienal 07/31/2012 Expired N/A N/A

Froximity Within.a Location-Based Geme

Systems snd Methoos for verifying Player i Y 07/31/2013 Pending Systems snd m ds for verifying player 1. Acomputer-implemented imethod
Proximity Within 2 Location-RBssed Game  Iprovisional) eroximity within a focation-based game are  jverifying player proximity within a lacation

disciosad. In one aspedt, 2 methad for based game, the methad camprising:

hverifying player proxi iputing devices, 2
raceiving 2 request associated with verifying  |request associated with verifying the proximity
the proximity of a ayer of the location- {of a first player of the lecstion-based game
based game relative to a second player of the {relative to 2 second player of the lo
iscation-based game and transmitt ol
indicator to 5 first client of the first player, transmitting, by the one or move computing
wherein the visual indicator is associated with fdevices, a visual indicator to 2 i
within a st player, 1
he d with 2 data record configurad to
g a copy ofthe  jexp ithin a predetermined time period;
a sacond client of & caceiving, by tha one or e camputing.

ity may inciude receiving, By one or maore col

2 2 visual {b

T

@ Vi

a data record configured to expi alindicator being

determined time perio:
method may inciude reee
sisval tndicatar fral
second player and determining whethier the  [devices, a copy of the visual indicator friom a
copy of the visualindicator was recaived prior {second client of the second plaver, the copy of
to the expiration of the data record. the visual in
the second client of the visual indicator
transmitted to the first client and displayed on
a screen of the first cliant; and
varifying, by the one ar rogre compiiting

he proximity of the first player to the
yer whan the copy of the visual
indicator is recaived from the second client
orior to the expiration of the dat.
N/A N/A

k=

ator being an ireage capturad by

61/677,82

Systems and Methods for Fiitering 07/31/2012
Communication Within 5 Locstion-Based

Garne
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¢ methods for{
ication within a

8

ion-based game {commuini
ect, ¢ method o mathod compri
receiving, one or more computing devices,

communication data for a plurality of plavers
ing, at a computing device, associated with the lecstion based-game, the
cammunication data for a plurality of players. Hocation based garme com
assaciated with the lscation based-game. Thefthat para a portion of the
method further includes filtering the S at the plurality of play
communication data for each plaver based on jcontinuously navigate the virtial work
ignals associated with the i
tive player. filtering, by the one or more compi
, the communication data for each

player based on one 0r more sigoals assoc
with the respective player, the communication
data comprising one of more messages
hetwean the plurality of players assogiated
with the lacation-hased game;

o
i

are disdosad. Inoneas
filterin

sing.a virttal world
i world

s at le,

cne or morg

y cohtinuously navigates the roalwmlc and

.

ated

wherein the one or more signals ociated
with the respective player comprise one or
mare of iocation data, pleyer ieval ﬂa!a, reat
world contacts data, custom tes
social graph data, potertisl ¢
ista, portal subscri
awing a player date, garoe mode data, garoe
tory data, portal knking

members

zaime actions cata, target acguisition call data,
zaroe entity message date, garoe z:h
message data, spy mode data, s
61/677,525 Placement of Virbual Elemeants in a Virtual {Provisicnal 07/31/2012 N/A NIA
‘World Associated with a Location-Based
Reality Game
13/555,085 Placement of Virual Elements in a Virtual utility {claiming priority to {07/31/2012 Pending nputer-implemented meathods and A computer-implemented methed of locating

et

‘World Associated with a Location-Based  iprovisional) systems for locating virtual elemants that can jvirtual elen
Paraliel Reality Game be used or coliected by playe
tual world that hosting, ata rofr.purmg device, the parsliel
pacaliels at ieast & partion of the realworld  jreality game, the paraliel reality game

ted w.th the virtual worid, the virtual
ography that paratlels st least

the geography of the reai world

allel reality game, the

f 2 paralle

reality game having a

are provided. In particular. the location o
irtual elements in the virtuat world
determined based on data associated with

one of more real world conditiohs. Virtual fiat.a player can navigate the virtual
alements can be focated in the virtua) world ovid by maving to different geographic
at incations carresponding to Jocations in the jiocations in the real world;

real world that eacourege safe and effec
game play. Locating virtual ef
virtual world based on data 2ssociated with
real world cond mproves the link
between the par
rea) world, enhangi
virtual world is ancther dimer .
warld thatthe player can interact with rog

through the pa

accessing a data source storing data

ssociated with one or more real world

ments in

ing a location far 2 virtis]
the virtual world based at least

in
on that the

ion of the real

0g garoe ¢ata assaciated with the
el reality game. paraliel reality game to locate the virtual

element at the location in the virtual world
determined based at least in pait on tlﬂa data
assaci

13/666,045 System and Methed for Transpaiting Utility {na priority cla 11/03/2012 Issued as Systems anc methods of ransporting virtua implemanted method of
Virtual Objects in a Parallel Reality Garme 8,968,098 chijects thraugh a virtual world sssocisted transporting virtual objects in a virtual wor
with a paralie! reality game are provided. 7t
virtual world has & geography that parallels &t Jvirtual world having a geography that parsiiet
least a porticn of the geecaraphy of the real  {at least 2 poition of the geoarsphy of the real
warld. A method tacludes accessing ot least  fworld, the
one tata source storing or providing data g, By one or more computing devices, 2

ated with & parallel reality game, the

method cormprising:

ed with the locstion of a rea) world est to transter a virtual object from 2
. The methaod further includes first player of the parallel reality game ta a
modifying game data associated with the virtual counterpart of a real world caivier;

t at least one virtual{in response to the first request, transferring, by
world, such that thejthe cre or maore ro'npurmg devices, the virtual

paraliel reality to transy
ohjact threugh the virtual
on of the virtval nb,'

h the virtuai coiect from the plaver to the virtual
world is base n part, on the data counterpart of th

associated with th
carcier. Gther

ation of the real world {after transferring the virtu:
st player to the virtual counterpart of the real

lementations are ciréctad
to systems, apparatus, non-transitory world carrier, accessing, by the on
computer-readable medis, devices, and user jcomputing devices, st least one dats source
interfaces for transparting virtual abjects in a {stering or providing data assaciated with the
locatica -based parabiel reality geme. tocation of the real world carrier, wherein th
real world carrier compri
vehicle;

moadifying, by the one-or more campiiting
devices, garoe data assaciated with the paraliel
ality game to transport ohject
threugh the virtual world such thatthe po:
of the victual abject in the virtual world is based!
tin part on the data-associated with the

incation of the real world carrier and such that

e o7 more

s a real world

61/677,556

Channels in Remote Procedure [Provisional 07/31/2012
eturn Information in an
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i e Channels in Remote Procedure stems and methods for exchang!
Calls to Return Information in an information in a distri
interactive Envircnment system implementing an interactive coroputing syster
application, such as a location-based parallel |application, comp
reality game, are provided. In particuiar, the receiving, at a server, 2 reguest 1o invoke a
sitbject matter of the present disclosuie service at the server;
rovides an.alternative approach.far processing the request at the server to
providing and processing return results from algenerate & réturn result for the réque
ramote proced 21} {RFC) by which remote populating a2 side channal class to
ime server and a {instantiate a side channel dats object, the side
ata object comprising one or more
forthe o e systern, at least one
he one or more updste
as in typical reracte procedure cails, responsive to the requast; and
information-about updates to the state of the wrapping the refurn resuit and the side
charinel class data object in 2 return result data
game status, can be retiirned via sice object, the return result data object comp
channels which ace handled geoedically while fthe return resvit and the side channel data
e main return result of the invoked
ctly haek 1o the caller
61/677.562 Executing Cross-Cutting Concerns for ClientiProvisional 07/31/2012 Expired N/A N/A
Server Remote Procedure Calls
13/655,255 Executing Cress-Cutting Con ing priovity to {07/31/2013 Allowed - to he implementing cross-{A computer-implemanted method of executing
Sarvec Remote Procaoure Calis ssued 3 hat cut across many remote  foross -cutting actions across o plurality of
2,128,789 orscedure calls {RPCs) in an interactive note procedure calls in-an interactive
a n, stich as location-hased paraliel cation, cempiising:
2ality garoe ace provioed. In particular, ane souece fite defining & reamate
or more decoratars can be associated in a ass specifying a plurality of
souree file, such as 3 Javs source file, with 2 Jremote procadure cali methods, the source file
remote procedure call class defining a comprising a decorator nnatation annotating
oitrality of RPC mathods focthe interactive  jthe remote procedure cell class with ane ar
application. £ach decoratorcan be asetof  fimore decsrato
instructions that gets executed before and more decorator
after an RPC methad and addresses.concerns jof remote proceduce ¢
that cut across a ¢ ity of RPC methods for fthe remote procedure cal
e interactive spp rmo
cutting act
and
exacuting the cros:
ecified in esch of the decorators in
conjunction with executing at least one of the
olurality of remote procedure call methads
cified in the remote procedure call class;
whergin the decsrators are specifiad
saurce 1 the dec
14/820,689 Utility 8/7/1 Pending Systems and me rimplementing cross-|
cutting actions that cut acrass many remote
procadure calls (RPCs) in an intecactive
ch as location-based paralie! i 35
e-are provided. In paticilar, one processing & seuree file defining s remote
or more decoraterscan be associsted in 2 procadure cati class specifying o pluality of
source file, such as-a Java souice file, with-a  {remote procedure call methods, the source file
remote procedure call class defining a comprising a.decorstor annotation shnotating
elirslity of RPC methods for the intersetive  fthe remote proceduire cali class with ene or
apolicat “ach decoratar can be & satof  fmaore decorators such that each of the cae e
instructions that gets executed before ang more decorators apglies to each of a plur
after an RPC method and addiesses concerns jof remote procedure call methods spec!
that cut across a plurality of RPC metheds for fthe remate procedure class, each of the
the interactive application. Gne or more decorators specifying a cross-
cutting actior for the interactive application
nd
Hecuting the cross cutting actians
specified in each of the cecorators in
conjunction with executing st least one of the
elurslity of raroote procedure call mathods
specified in the remaote procedure call class.
61/677,836 Mapping Real World Actions to & Virtual 1P 07/31/2012 NIA N/A
Waorld Asseciated with a Locatien-Based
Garne
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Mapping Real Waorld Actior
World Associsted with a Locat

nted methods and
systams for mapping real world actions
virtual world assectated with & parallel re

2

game are proviced. The virtual world

experiences that relste to resl worid sctions.
The method ingludes acce
associated with one or more ceal warld

ame data associated
me to generste

ing a dats source

actions; and modifyin:
viith £
experiences in the

e paraliel realit
irtual world based 5t least:

associated with the ohe or

&

in part on the dat
more real world actions.
the virtual world based on data
wordd actions improves
{virtual world and

h

o

experiances it
tad with rea
the link between the paral
he

the real world, enhahcing

assa

on that the

computer-implemented method o

real world actions

mapping

i world sssocisted
with @ parallel reality game, the victual warld
having experiences that are impacted by real

ing, by ane erimaore computing
iated with the parallet
, the game data providing a virtual
ifferent from the reat world and
parallels at least a portion of the real world,
in the parallel reali
low one or more play!
range of coordingtes defir
the victual world by navigating & range of
seographic coordinates in the real world;
sccessing, by the ane or imore computing

devices, a data sourse associated with ene or

acce

devices, game data asso

wher configurad

mare real warld actions;
madifying, by the one or mo

caality game in the virtual world based at
in part on the data associated with the ohe or
more real werld actions;

wherein the data asseciated with the ane
Pworld actions comprises data
ith & naturaily occurring event, th
fied to adjisst the virtual
world at 2 Jecation carnespondiog to the

&

om0

ated w

Zame cata baing modi

naturally occurring event.

yer Interactio
viithin a Virtual World Associsted with a
Location-Based Paraliei Reality Game

various comput:
isciosed for regulating and/or
¢ interactions within a virtual
ated with & locatian-based
reslity game.

naral

61/8558,933 Systems end Methads for Datecting and  {Provisional 07/22/2013 N/A NIA

Preventing Cheating in a Location-Based

Game

Detecting and Preventing Chasting in a utility {claiming priority to {07/21/2014 Pending Systems and methods for detecting and A game server for hosting a location-based

Location-Based Game provisional) preventing chea game, the game server comprising:
are provided. n particular, a sarver-side 3 proCessor;
statistical cheat cletection slgarithm.can be  a memery; and
implemantad upon receiving s player reguest |2 network intedface foc receiving data frama
to perform a game action. Agiven datasat client cevice over a hetwork;
des: ve times and loca £ ver is configured to
of previot. avents performed by the pearform operations, the oparstions comprising
player can be analyzed to determine & maintaining a database describing an event
probability that such game avents represent ation and an event time for ea
lagitimate gamepiay. The determinec rality of game avents;
peobability can affect whether the ployer atermining a plurality of inter-event velo:
requested gaime action is effectuated or can ed on the event loc d the
inflience a number of points awarded for es, esch desc
complation of the game aetion. A example n srge intime; and
system includes a host server and a clieat ity based on the
device in communication over a network. slurality of inter-evant velacities.

14/068,704 Regulating and Scoring Pl ons bLitility {no priority claim} 3172013 Pending cr-implemantediA computer-implementad method for

regulating player interactions wi
based paratiel reality game, the parsliel reality

zaroe having a victual warld that paraliels at
t a portion of the real workd, the methou

receiving, with coe or more computing
devices, 2
te paraliel reality gsme, the interaction
requast being sssocisted with using a virtusi
item-to interact with a virtusl alement located
within the virtual world;

identifying 2 power lavel assoc

the virtual item;

1 interaction request from a player of

%

ad with

identifying & predetermined use b
ciated with the power level, the
determined use limit corresponding fo an
iawable number of virtua hatean be
sed by the player to interact with the virtual
ciement at each pows E

determining whether the virtigl item can
be used by the player to interact with th
virtual element based on the predeterm
limit.

ems

v level; and
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