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Gaming Technology Platforms

• PC Platforms:

‐ Windows‐Based Platforms

‐ Mac‐Based Platforms

‐ Linux‐Based Platforms

• Console Platforms:

‐ Microsoft Xbox

‐ Sony PlayStation 

‐ Nintendo GameCube & Revolution 

• Home Entertainment Platforms:

‐ Set‐Top, Cable and Satellite TV boxes

‐ High Definition Televisions & LCDs
• Emerging Platforms:

‐ Handheld Platforms (Nokia N‐Gage)

‐ 3D Platforms (3D PCs, 3D Televisions, 3D 
Peripheral Devices)
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Technological Requirements

• High Speed Processors and Memories• High‐Speed Processors and Memories

• High‐End Graphics Technologies

• Fast Hard Drive TechnologiesFast Hard Drive Technologies

• High Resolution Displays

• Peripheral Devices (High‐Speed Mice, Gaming Keyboards 
and Keypads, Joy Sticks and Controllers,  Speakers and 
Headsets, 3D Glasses)

• High‐Speed Internet AccessHigh Speed Internet Access

• High‐End Content Production Systems
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Convergence

BROADBANDBROADBAND
Entertainment,Entertainment,

EE--Business, ServicesBusiness, Services

BROADCASTBROADCAST
Services,Services,

EntertainmentEntertainment

MEDIAMEDIA
PrePre--Recorded ContentRecorded Content

Personal MediaPersonal Media The Vision The Vision --Personal MediaPersonal Media

Any Content, Any Place, Any Content, Any Place, 
Any Device, Any TimeAny Device, Any Time
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*Based on Oregon Networks Limited Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Content Production

Realism (Shadow Ops: Red Mercury)

© 2010‐2012. All Rights Reserved

*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Shadow Ops: Red Mercury by Zombie Studios
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*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Production: Shadow Ops: Red Mercury

• 2 years 45 artists animators and engineers• 2 years, 45 artists animators and engineers

• Screenplay by Waugh & Mendillo
(Dreamworks)

• Orchestral score by the Seattle Symphony• Orchestral score by the Seattle Symphony

• Sound design by SOUNDELUX (Black Hawk 
Down)

• Cyberscans by Gentle Giant (The Matrix)• Cyberscans by Gentle Giant (The Matrix)

•Motion Capture w/ Green Berets and Rangers

• Digital location photography in Russia, 
Morocco Croatia Bosnia and FranceMorocco, Croatia, Bosnia and France
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*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Story Boarding

© 2010‐2012. All Rights Reserved

*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Image Capture
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*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Sound Capture
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*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Character Development
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*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Character Development
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*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Motion Capture
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*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Weapons Modeling
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*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Weapons Sound Capture
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*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Sound Production
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*Based on Zombie Studios Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Realism: Crysis 3
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Realism: ARMA III
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DIGITAL RECEIVER/SOFTWARE DEFINED RADIO
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Summary of Legal Issues

• Technology:• Technology:

‐ Patent Protection

‐ Content Control and Distribution

• Content Production:

‐ Control of IP

‐ Patent, Copyright, & Trademark

‐ Complex Licensing Issues

• Offensive Content:

‐ Banning & Legislation: Mothers Against Violence in America (MAVIA)Banning & Legislation: Mothers Against Violence in America (MAVIA) 

‐ Video Game Ratings and Other Solutions

‐ Constitutional Issues
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Protecting Gaming Technologies

• IP Protection:

‐ Games

‐ Developer Tools

‐ Rendering Tools

‐ Game Engines

Graphics Engines‐ Graphics Engines

‐ Game Scripts, Stories and Elements

• Content Control and Distribution:

‐ Digital Rights Management

‐ Licensing
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Content Production Protection

• Ownership of IP between developers and publishers is one of the biggest issues:

‐ Publishers would like to own everythingPublishers would like to own everything

‐ Developers in weak position as compared to publishers

• Historical Models:

‐ Early deals either licensed game to publisher with developer retaining all IP rights (book publishing 
model) ORmodel) OR

‐ Assigned all rights to publisher on work‐for‐hire basis (record industry model)

‐ Neither the recorded music nor book model is equitable given peculiarities of software games

• Possible IP Ownership Model:

‐ Game Code (Publishers)

‐ Source code (Developers)

‐ Object (Binary) Code (Publishers)

‐ Graphics and Audio Files (Game‐Specific: Publishers; Reusable: Developers)Graphics and Audio Files (Game Specific: Publishers; Reusable: Developers)

‐ Tools and Technology (Developers)

‐ General Purpose Routines (Developers)

*Based on Presentation by Jim Charne at CONFERENCE ON GAMER TECHNOLOGY Seattle 3/04
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*Based on Presentation by Jim Charne at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Complex Licensing

•The complexity of video game licensing today lies not in its difficulty, but 
rather in its sheer volume.  A good example of this is SCEA’s recent 
release “Downhill Domination” which involved the following:

‐ 60 In‐Game Brand Licenses (e.g., Pacific Cycle, Marzocchi, SOBE and 
i l)OGIO International)

‐ 35 Music Licenses

‐ 13 Image Releases/Talent Agreementsg / g

‐ 5 Featured Athlete Agreements

‐ 3 Footage Licenses – in game movies

‐ 1 Track License – Mountain Cross Four Man Gravity Fed Cycle 
Competition

*Based on Sony Computer Entertainment America, Inc., Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.
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Based on Sony Computer Entertainment America, Inc., Presentation at CONFERENCE ON GAMER TECHNOLOGY, Seattle 3/04.



Constitutional Issues

•Many attempts to regulate may also beMany attempts to regulate may also be 
struck down as overbroad or 
unconstitutionally vague  

• The law here is very unsettled 

• New technologies, especially sexually‐
oriented games in 3D and with tactile 
feedback, will undoubtedly bring on more 
attempts to regulate in this area p g

• – SO, STAY TUNED
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America Invents Act

Fi Fil• First to File

• False Marking

• Joinder & Consolidation• Joinder & Consolidation

• Best Mode

• Non‐Infringement OpinionsNon Infringement Opinions

• Prior User Rights

• Post‐Grant Review

• Preissuance Submissions

• Patentability Changes
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Conclusion

“The universe of video games is not just for kids in arcadesThe universe of video games is not just for kids in arcades 
anymore. From software development to use of personalities in 
games, gamer technology law requires specialized knowledge on 
the part of industry executives and the attorneys who represent 
them ”them.

“Corporate development and operations officers doing the 
yeoman’s work within their companies to develop, publish, 
finance, and protect their intellectual property need a solid 
working knowledge of the business and legal factors necessary 
when negotiating the maze of production. “

“Attorneys involved in the transactions of gamer technology 
need to hone their skills in the realm of game content accessneed to hone their skills in the realm of game content, access 
and understanding complex licensing and intellectual property 
issues.”

*From CONFERENCE ON GAMER TECHNOLOGY website (www.lawseminars.com/htmls/seminars04/04gamewa/about.htm).
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Thank you!
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