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RETROACTIVE COMPATIBILITY 
INTERACTIVE SYSTEM AND METHOD 

THEREOF 

CROSS REFERENCE TO RELATED 
APPLICATION 

[0001] This application claims priority under 35 U.S.C. 
§l 19(e) to US. Provisional Patent Application No. 61/097, 
086, ?led on Sep. 15, 2008, by Seth A. Claussen, the entire 
disclosure of which is hereby incorporated herein by refer 
ence. 

FIELD OF THE INVENTION 

[0002] The present invention generally relates to a retroac 
tive compatibility interactive system and method thereof, and 
more particularly, a video game system having a retroactive 
capability device and method thereof. 

BACKGROUND OF THE INVENTION 

[0003] Generally, gaming and entertainment consoles pro 
vide platforms for delivering content, such as movies, televi 
sion programming, or interactive games. Typically, gaming 
and entertainment consoles have an inability to signi?cantly 
expand beyond an initial con?guration after design and 
manufacture thereof. Thus, any technological advances in 
graphics, sound, or other processing hardware cannot be 
added to the gaming and entertainment console after the 
consoles are initially designed, manufactured, and sold. Once 
the console is made, the console is generally not subject to any 
signi?cant changes or updates, and a user of such a console 
typically has to buy a new console in order to take advantage 
of new technologies. 

SUMMARY OF THE INVENTION 

[0004] According to one aspect of the present invention, a 
controller in communicative connection with a receiver con 
?gured to receive data only as a function of at least one legacy 
input device includes at least one non-legacy input device. 
The controller further includes a retroactive compatibility 
device con?gured to translate data received as a function of 
the at least one non-legacy input device, such that the trans 
lated data is con?gured to be received by a receiver con?g 
ured to receive data as a function of the at least one legacy 
input device. 
[0005] According to another aspect of the present inven 
tion, a video game system includes a video game controller in 
communicative connection with a video game console con 
?gured to receive data only as a function of at least one legacy 
input device. The video game system includes at least one 
input device, and a retroactive compatibility device that trans 
lates data received as a function of the at least one input 
device, such that the translated data is con?gured to be 
received by the video game console that is con?gured to 
execute at least one software routine intended to function with 
data other than the data received as a function of the at least 
one input device. 
[0006] According to yet another aspect of the present 
invention, a method of retroactive compatibility, such that a 
receiver receives data as a function of at least one non-legacy 
input device, wherein the receiver is con?gured to receive 
data only as a function of at least one legacy input device, 
includes the steps of receiving data from the at least one 
non-legacy input device of a controller, translating data 
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received from the at least one non-legacy input device to be 
retroactively compatible, and outputting the translated data 
from the controller to the receiver. 
[0007] These and other features, advantages and objects of 
the present invention will be further understood and appreci 
ated by those skilled in the art by reference to the following 
speci?cation, claims and appended drawings. 

DETAILED DESCRIPTION OF THE DRAWINGS 

[0008] The present invention will now be described, by way 
of example, with reference to the accompanying drawings, in 
which: 
[0009] FIG. 1 is a top and back perspective view of a video 
game controller, in accordance with one embodiment of the 
present invention; 
[0010] FIG. 2 is a top plan view of a video game controller, 
in accordance with one embodiment of the present invention; 
[0011] FIG. 3 is a bottom plan view of a video game con 
troller, in accordance with one embodiment of the present 
invention; 
[0012] FIG. 4 is a front plan view of a video game control 
ler, in accordance with one embodiment of the present inven 
tion; 
[0013] FIG. 5 is a block diagram of a video game controller 
including a retroactive compatibility device, in accordance 
with one embodiment of the present invention; 
[0014] FIG. 6 is a ?owchart illustrating data communica 
tion in a retroactive compatibility interactive system that 
includes a retroactive compatibility device, in accordance 
with one embodiment of the present invention; 
[0015] FIG. 7 is a ?owchart illustrating data ?ow in a ret 
roactive compatibility interactive system that includes having 
a retroactive compatibility device, in accordance with one 
another embodiment of the present invention; 
[0016] FIG. 8 is a ?owchart illustrating data ?ow in a ret 
roactive compatibility interactive system that includes a ret 
roactive compatibility device, in accordance with one 
embodiment of the present invention; and 
[0017] FIG. 9 is a ?owchart illustrating data ?ow in a ret 
roactive compatibility interactive system that includes having 
a retroactive compatibility device, in accordance with one 
embodiment of the present invention. 

DETAILED DESCRIPTION 

[0018] Before describing in detail embodiments that are in 
accordance with the present invention, it should be observed 
that the embodiments include combinations of method steps 
and apparatus components related to a retroactive compatibil 
ity interactive system and method thereof. Accordingly, the 
apparatus components and method steps have been repre 
sented, where appropriate, by conventional symbols in the 
drawings, showing only those speci?c details that are perti 
nent to understanding the embodiments of the present inven 
tion so as not to obscure the disclosure with details that will be 
readily apparent to those of ordinary skill in the art having the 
bene?t of the description herein. Further, like reference char 
acters in the description and drawings represent like ele 
ments. 

[0019] In this document, relational terms, such as ?rst and 
second, top and bottom, and the like, may be used to distin 
guish one entity or action from another entity or action, with 
out necessarily requiring or implying any actual such rela 
tionship or order between such entities or actions. The terms 



US 2010/0069154 A1 

“comprises, comprising,” or any other variation thereof, are 
intended to cover a non-exclusive inclusion, such that a pro 
cess, method, article, or apparatus that comprises a list of 
elements does not include only those elements but may 
include other elements not expressly listed or inherent to such 
process, method, article, or apparatus. An element proceeded 
by “comprises . . . a” does not, Without more constraints, 
preclude the existence of additional identical elements in the 
process, method, article, or apparatus that comprises the ele 
ment. 

[0020] In regards to FIGS. 1-5, a controller having at least 
one non-legacy input device in communicative connection 
With a receiver con?gured to receive data as a function of at 
least one legacy input device is generally shoWn at reference 
identi?er 10. Typically, the controller 10 is a video game 
controller, as described herein; hoWever, it should be appre 
ciated by those skilled in the art that the controller 10 can be 
used in other suitable systems. According to one embodi 
ment, the receiver is con?gured to receive data only as a 
function of at least one legacy input device. 
[0021] The video game controller 10 can be con?gured to 
function With a receiver, such as, but not limited to, a video 
game console, generally indicated at 12. The video game 
controller 10 can include a plurality of input devices that have 
various affects With an image displayed on an image device or 
display 14 (e.g., a television screen, a computer screen, or the 
like) as a function of the video game console 12, the audio 
being emitted by an audio device 16 as a function of the video 
game console 12, or a combination thereof, according to one 
embodiment. Thus, the video game controller 10 and video 
game console 12 can be included in a retroactive compatibil 
ity interactive system, such as, but not limited to, a video 
game or entertainment system. The video game controller 10 
can also include the plurality of input devices (e.g., ?rst input 
device, second input device, . . . Nth input device), Which can 
be used With any game being played in the video game con 
sole 12, such that the video game controller 10 includes a 
retroactive compatibility device, generally indicated at 18, 
that communicates as described in greater detail herein. 

[0022] According to one embodiment the plurality of input 
devices (e.g., legacy input devices and non-legacy input 
devices) of the video game controller 10 can include a D-pad 
20, a joystick 22, a trackball 24, an A-Button 26, a B-Button 
28, a X-Button 30, a Y-Button 32, a selection Wheel 34, a 
bumper 36, a trigger 38, the like, or combination thereof. For 
purposes of explanation and not limitation, the at least one 
non-legacy input device can include a joystick 22, a trackball 
24, or a combination thereof. The video game controller 10 
can also include one or more rotary Wheels 40 that control a 
sensitivity of the joystick 22 and/or the trackball 24, one or 
more light emitting diodes and/or image display devices 42, 
Which can indicate the status of operating conditions of the 
video game controller 10, one or more retroactive compat 
ibility selection devices 44, a menu selection button 46, the 
like, or a combination thereof. Exemplary designs of the 
controller 10 are illustrated in Us. Design patent application 
Ser. No. 29/323,654 entitled “VIDEO GAME CONTROL 
LER,” and Us. Design patent application Ser. No. 29/342, 
439 entitled “VIDEO GAME CONTROLLER,” the entire 
disclosures of Which are hereby incorporated herein by ref 
erence. 

[0023] In regards to FIG. 5, the video game controller 10 
can include the retroactive compatibility device 18 and the 
retroactive compatibility selection device 44. According to 
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one embodiment, the retroactive compatibility device 18 is a 
device that is con?gured to alloW the video game controller 10 
to function With a game that is being played, via the video 
game console 12, Wherein the game Was not designed (e.g., 
executable softWare utiliZed to play the game) to function 
With one or more of the plurality of input devices contained in 
the video game controller 10. By Way of explanation and not 
limitation, the video game controller 10 can include legacy 
input devices, such that these devices are recogniZed by the 
video game system 10, and the commands received therefrom 
can pass-through the retroactive compatibility device 18, 
Whereas non-legacy input devices can be devices that are not 
recogniZed by the video game console 12 and be ?ltered by 
the retroactive compatibility device 18. 
[0024] The retroactive compatibility device 18 can include 
a controller 48 and a memory device 50 that stores one or 
more executable softWare routines 52. Typically, the execut 
able softWare routine 52 are executed by the controller 48 in 
order for the retroactive compatibility device 18 to function 
With the video game console 12, such that the softWare rou 
tines 52 of the retroactive compatibility device 18 are 
executed to analyZe and/or convert the signal received from 
one or more of the plurality of input devices in order for the 
signal to be received and function With the executable soft 
Ware of the game being played via the video game console 12. 
According to an alternate embodiment, the retroactive com 
patibility device 18 and compatibility selection device 44 can 
be integrated With the video game console 12, an adapter in 
communication betWeen the controller 1 0 and the video game 
console 12, or a combination thereof. 

[0025] In regards to FIGS. 1-6, a method of collecting data 
is generally shoWn in FIG. 6 at reference identi?er 100, 
according to one embodiment. Generally, the method 100 is a 
translation matrix for data, such that cursory devices (e. g., a 
mouse, the trackball 24, the joystick 22, other non-standard or 
non-legacy input devices, or a combination thereof) can be 
employed While utiliZing current softWare that is not speci? 
cally designed for them. Typically, the method 100 can be 
implemented by the one or more executable softWare routines 
52. The method 100 starts at step 102, Wherein data is inputted 
from at least one of the plurality of input devices (e.g., an 
external source, such as a user), such as, but not limited to, the 
D-pad 20, the joystick 22, the trackball 24, the A-Button 26, 
the B-Button 28, the X-Button 30, theY-Button 32, the selec 
tion Wheel 34, the bumper 36, the trigger 38, the rotary Wheel 
40, the like, or combination thereof. The input data can 
include a form of travel data, such as, but not limited to, 
map-input coordinates or separate x and y variable data. 
According to one embodiment, travel data can be map-input 
data that may be conditioned With x and y standing alone 
rather than in an array variable coordinate system (e.g., a 
one-by-tWo {x,y} matrix). 
[0026] At decision step 104, it is determined Which trans 
lation method has been selected. According to one embodi 
ment, at step 104, the travel data may be conditioned (e.g., 
convert binary to hexadecimal, a ?oating-point decimal to an 
integer, or the like, Wherein an overall value does not change) 
for softWare routine purposes. 
[0027] If it is determined at decision step 104 that a legacy 
functionality translation has been selected, then the method 
100 proceeds to step 106, Wherein the data inputted from the 
input device is morphed to mimic legacy devices or is nulli 
?ed for retroactive compatibility. According to one embodi 
ment, the legacy functionality translation step 106 is executed 
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so that the data being received from the video game controller 
10 by the video game console 12 from a standard controller 
(e.g., legacy device). By Way of explanation and not limita 
tion, for cursory devices (e.g., legacy device) this is an x:n 
translation, While additional input devices may be nulli?ed 
entirely. 
[0028] HoWever, if it is determined at decision step 104 that 
a compatibility and overdrive method has been selected, the 
method 100 proceeds to step 108, Wherein data that is a 
function of the movement or depression of the input devices 
is converted to be similar to data that is a function of a 
standard controller (e. g., legacy device), but operates measur 
ably outside legacy standards. In such an embodiment, the 
data appears to the video game console 12 to be similar to that 
of a standard input, but may extend beyond the typical bound 
aries of standard input. For purposes of explanation and not 
limitation, for cursory devices, (e. g., legacy device) this trans 
lation method performs an x/n calculation and converts the 
data to a more meaningful state for video game consoles 12. 
For other input devices (e.g., a non-legacy input device) the 
input data can be reassigned a value from What standard 
control already alloWs, rather than being nulli?ed entirely, 
according to one embodiment. 

[0029] If it is determined at decision step 104 that a pass 
through translation method has been selected, the method 1 00 
proceeds to step 110, Wherein data remains unmodi?ed 
beyond any calculations performed in the data pull and prepa 
ration (e.g., signal processing). In such a step, the method 
sends the data received from a data pull and preparation 
directly to collection, so that the data is transmitted from the 
video game controller 10 to the video game console 12, 
according to one embodiment. 

[0030] According to one embodiment, the method 100 can 
include step 112, Wherein data is collected and stored for 
output until a time-to-live expires. Thus, data can be received 
from any of the chosen steps 106, 108, 110, and any modu 
lation, encoding, or other calculations (e.g., truncation, pre 
con?gured data reassignment, or the like), so that the data is 
then stored until it is time to send the data to an external source 
(i.e., video game console 12) or until the data’s time-to-live 
expires. According to one embodiment, the time-to-live is a 
predetermined time period in Which such data Will be stored, 
at Which time if the data has not been transmitted to an 
external device, such as, but not limited to, a video game 
console 12, the data Will be deleted. The data can then be 
outputted from the video game controller 10 to an external 
device, such as, but not limited to, a video game console 12 at 
step 114. 
[0031] According to an alternate embodiment, With refer 
ence to FIGS. 1-5 and 7, a method of collecting data is 
generally shoWn in FIG. 7 at reference identi?er 200. The 
method 200 starts at step 202, Wherein an outside source 
sends binary map-travel data from a device (e.g., data 
received as a function of movement of trackball 24). Typi 
cally, this data can be referred to as map-input. At step 204, a 
processor may send information through a digital logic ?lter, 
such that this information can include, but is not limited to, a 
timing modulation, map input sensitivity, map-input compat 
ibility mode, add-on compatibility mode, button/ input device 
con?guration, the like, or a combination thereof. Such infor 
mation can be transmitted from the video game controller 10, 
remitted by the video game controller 10, or a combination 
thereof. According to one embodiment, the controller 48 
executes the one or more softWare routines 52 to perform 

Mar. 18, 2010 

steps 202 and 204, Wherein the processor 48 is internal to the 
retroactive compatibility device 18. HoWever, it should be 
appreciated that the controller 48 or other controller can be 
external to the retroactive compatibility device 18. 

[0032] At step 206, operations of input may Work on a 
cyclical basis, Wherein the controller processor input (step 
204) does not provide a timing modulation to determine When 
to record readings from the map-input (step 202). A resistor 
capacitor circuit may be used to provide a base for timing 
modulation at step 208, according to one embodiment. In 
such an embodiment, at step 208, operations of input may 
Work on a cyclical basis, Wherein a timing mechanism tells an 
input processor When to record a reading from the x/y map 
device (step 202), if need-be. This modulation can also deter 
mine When to send an input signal to an interface of the video 
game console 12, and When to clear that signal (e.g., reset the 
input to an idle or Zero state), should the input be stored in 
memory for retrieval by the interface of the video game con 
sole 12. Typically, the softWare program being run on the 
video game console 12 Will query or open itself up to infor 
mation being sent by the controller 48 for input at certain 
intervals, While a ?lter process can take queue from this query 
for timing purposes, such that data can be collected as fast as 
the intervals being queried. HoWever, it should be appreciated 
by those skilled in the art that the method 200 can be imple 
mented Without a timing mechanism. 

[0033] At step 210, input is received from a map device 
(step 202) and timing indicator (step 208), Wherein this data is 
translated from raW data into data that the video game console 
12 can use. Thus, it is determined Whether to pass the data on 
directly from the map device (step 202), grab snapshot read 
ings at intervals determined by timing modulation (step 208), 
or grab a series of readings based on either of the previous 
conditions and perform an average to pass along. 

[0034] At step 212, external hardWare, such as, but not 
limited to, the rotary Wheel 40 alloWs the user to manually and 
instantaneously provide a sensitivity factor to the map input 
(e.g., joystick 22, trackball 24, the like, or a combination 
thereof). At step 216, a user can control a sWitch that tells the 
digital logical ?lter (e.g., the controller 48) Which mode to 
use, and therefore, What calculations if any to perform on the 
map-input data. The method 200 then proceeds to step 218, 
Wherein the digital logic (e.g., the video game console 12) 
receives the map input, and based upon the compatibility 
mode selected by the user (step 216) or the controller 48 (step 
204), the information is sent through the proper data ?lter. 
[0035] When a compatibility mode is selected at decision 
step 218, the method 200 can perform a sensitivity calculation 
at step 219. At step 219, the map-input information passed 
along from step 210 is factoriZed based upon the sensitive 
data received at step 204, step 212, or a combination thereof. 
According to one embodiment, manual input (e.g., using the 
rotary Wheel 40) takes precedence over information sent from 
a master controller since the master controller sensitivity can 
alWays be used exclusively by setting the manual control to 
one hundred percent (100%) (x*1, Wherein x is map-input 
data), and the manual input can be adjusted Without setting 
the video game console 12 to an idle state (e.g., pausing the 
game). If x equals map data and F equals sensitivity factor, the 
manual factoriZation can include a range from ten percent 

(10%) (F:0.1) to one thousand percent (1,000%) (13:10), so 
that x*F Will be passed onto other steps of the method 200, 
according to one embodiment. 
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[0036] If the full compatibility mode ?lter is selected, then 
the method 200 proceeds to step 217, Wherein the ?lter takes 
the map -input and translates it to data that exactly duplicates 
that generated by a conditional analog stick, typically a +/— 
counter, according to one embodiment. In such a mode the 
map-input may rarely, if at all, differentiate from the map 
data provided by an aforementioned analog stick, such that 
the ?lter alloWs previous games to function, but may not see 
the control bene?ts typically provided by traditionally map 
input devices. According to one embodiment, this is a 1:1 
translation, such that data from an analog stick communicates 
data that the program translates into an integer counter in the 
x-axis in a range from —10 to 10, While the map-input sends a 
Zero-capture and motion data in the form of +356.24 dots 
from home. Typically, any value the map-input generates is 
translated to an integer that falls into the aforementioned 
range of the analog stick. For purposes of explanation and not 
limitation, any value from approximately 50 to 149.99 is 
translated to a +1 counter, While any value over approxi 
mately 950 becomes +10 (including 1001, 2,000, 10,000, 
etc.). Thus, the method 200 generally does not receive any 
value greater than What is traditionally sent by an analog stick, 
While the video game controller 10 can have universal com 
patibility With the video game console 12. In such an embodi 
ment, any value exceeding a given range-matrix (positively or 
negatively) can be assigned a maximum positive or negative 
value alloWable by a legacy device. 

[0037] When a compatibly and overdrive ?lter is selected, 
at decision step 218, the method 200 proceeds to step 221, 
Wherein the ?lter takes the map-input, and converts it to a 
data-type similar to What the traditional analog stick gener 
ates, for example, a +/31 counter is used by a traditional 
console game analog sticks. HoWever, the ?lter can generate 
counters that alloW for ?ner control and even exceed What is 
alloWed by analog sticks, Which typically results in a control 
response that more closely resembles typical mouse or track 
ball operation. According to one embodiment, this ?lter Will 
be less compatible With the video game console 12 than the 
compatible mode as described in step 217, but more so than 
the compatibility mode described in step 220. Typically, step 
221 is anA/B translation (e.g., 356.24/100:3.5624), such that 
the traditional analog stick sends a signal to the video game 
console 12 that is translated into an integer from 0-10, 
Wherein the number must be a Whole number, and due to the 
physical limitations of the analog stick, can never exceed 10. 
According to one embodiment, in this mode, the map-input 
data from the trackball 24 can be translated into data that 
looks nearly the same as that sent by the analog stick, can 
operate outside the typical boundaries, and can go beyond the 
physical limitations of the analog stick by generating 
counters that exceed ten, Wherein this range Would only be 
limited by the sensitivity and speed of motion of the trackball 
24. It should be appreciated by those skilled in the art that the 
?nal number may be rounded for speed and process of e?i 
ciency, but the overall impact of this estimation Will be neg 
ligible, such that the data can be rounded to an integer and 
generate a substantially identical data-type to the analog 
stick, but With a greater range. 

[0038] If the method 200 proceeds to step 220, full control 
method has been selected, such that no further calculations 
are performed on the map-input data. Thus, the data is passed 
directly through, Which can include signal processing for 
communicating the data, according to one embodiment. At 
step 222, the map-input data and any timing-modulation data 
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from the ?lter, Whether steps 217, 220, or 221 Were imple 
mented, is passed onto ?nal collation. At decision step 224, 
the method 200 collates data from the various processes and 
communicates or sends the data onto the controller 48. The 
travel data or map-input data may be conditioned (e. g., con 
vert binary to hexadecimal, a ?oating-point decimal to an 
integer, or the like, Wherein an overall value does not change) 
for softWare routine purposes. 
[0039] According to one embodiment, the method 200 can 
include step 226, Wherein raW data that is created by addi 
tional buttons (e.g., the A-Button 226, the B-Button 28, the 
X-Button 30, the Y-Button 32, the selection Wheel 34, the 
bumper 36, the trigger 38, the like, or combination thereof) 
can be received. Additionally, at step 228, the user can control 
a sWitch that tells the digital logic ?lter Which mode to use for 
the additional buttons and input devices. At decision step 218, 
the digital logic (e.g., controller 48) receives the input from 
the additional buttons and devices, and based upon the com 
patibility mode selected by the user (step 228) or the control 
ler 48 (step 204), the information is processed and/ or ?ltered 
accordingly. 
[0040] At step 232, a ?ltering process includes all of the 
data from the additional buttons and devices being nulli?ed, 
so that the data is not passed on to the controller processor. 
This can result in all the additional buttons losing an effect, 
Which alloWs for compatibility and traditional ?eld of legacy 
games. At step 234, according to one embodiment, the ?lter 
ing process alloWs for all the data from the additional buttons 
and devices to be reassigned to various legacy functions. 
Instead of delivering no response at all, this mode attempts to 
alloW the additional buttons to mimic legacy button function 
ality. If step 236 is implemented, the ?ltering process alloWs 
all the data from the additional buttons and devices to be 
passed directly through to alloW functionality as intended by 
the additional buttons. At step 238, the compatibility passed 
through alloWs the data from the selected ?lter (steps 232, 
234, 236) to pass onto ?nal collation at step 224. At step 240 
an output is emitted from the video game controller 10 to the 
video game console 12. It should be appreciated by those 
skilled in the art that the above circuitry and/or executable 
softWare routines can be at least partially included in the 
video game console 12 rather than the video game controller 
10. It should further be appreciated by those skilled in the art 
that the video game controller 10 and video game console 12 
can be other controller/console systems, Wherein the inputs 
are entered on the controller to connect an audio and/ or video 

output emitted by the console. 
[0041] With respect to FIG. 8, a method of data How in a 
digital logic and video game controller having a retroactive 
compatibility device is generally shoWn at reference identi?er 
850. The method 850 starts at step 852, Wherein a ?lter 
method selection is received. Typically, a user of the video 
game controller 10 inputs the ?lter or compatibility method 
selection using one or more of the compatibility selection 
device 44. At step 854, travel data can be received/calculated. 
Such travel data is typically based upon inputs by a user using 
one or more input devices on the video game controller 10. 
Thus, data is received by a user activating one or more non 
legacy output devices. 
[0042] The method 850 then proceeds to step 856, Wherein 
the selected ?lter method is performed on the travel data. 
Thus, the data received as a function of the non-legacy input 
device is translated to be retroactivity compatible. The data is 
then outputted at step 858. Typically, the method 850 returns 
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to step 852 forming a continuous loop, but it should be appre 
ciated by those skilled in the art that the method 850 can end 
after one or more cycles, such as, but not limited to, When the 
poWer to the video game controller 10 being turned off. 
[0043] In regards to FIG. 9, a method for data How in a 
digital logic in a video game controller 1 0 having a retroactive 
compatibility device 18 is generally shoWn at reference iden 
ti?er 960. The method 960 starts at step 852, Wherein a ?lter 
or compatibility method selection is received. The method 
960 then proceeds to step 962, Wherein coordinates of a 
cursory device are requested. Typically, the coordinates of the 
cursory device (e.g., the non-legacy input device) are dis 
played on a screen, Which is not necessary, but can help 
visualiZe the process, and demonstrate the coordinates sys 
tem that makes ?ltration desirable. At step 964, a variable use 
for ?ltration is declared. Typically, a sensitivity variable is 
initialiZed. The sensitivity variable initialization may be 
changed dynamically by a user. Other variables that may be 
declared are output variables that can be passed to the video 
game console 12. At step 966 variable(s) are initialiZed. Typi 
cally, the variables being initialiZed at step 966 are actual 
measurements of cursor moved over time. On the coordinate 
system, these variables are found subtracting the last knoWn 
coordinate position for the current coordinate position, and 
the difference is then multiplied by a sensitivity setting When 
one is present. This calculation provides the “x” and “y” 
travel distances that may be used both in and of themselves by 
the video game controller 10, as set forth in later steps of the 
method 960. 

[0044] The method 960 then proceeds to decision step 968. 
At decision step 968, it is determined Which ?lter method is 
selected. If it is determined at decision step 968 that the 
truncation ?lter method is selected, then the method 960 
proceeds to step 970, Wherein the data passed to the applica 
tion emulates data that the application Would normally 
receive from non-cursory devices (e.g., legacy devices). 
Thus, if the travel data exceeds parameters of the video game 
console’s 12 normal input, the ?lter can limit the output to 
Within tolerances normally afforded by the video game con 
sole 12. According to one embodiment, the truncation ?lter is 
similar to the mode overdrive ?lter mode. 

[0045] If it is determined at decision step 968 that the divi 
sion ?lter method is selected, the method 960 proceeds to step 
972, Wherein the data is brought in line With the video game 
console’s 12 normal input, such that data is emulated as-if 
received from a legacy input device, Wherein the encoded data 
exceeds tolerances received from the legacy input devices. 
Thus, the division ?lter method may not exceed a single digit, 
Whereas, a pass-through method data can reach tWo digits or 
three digits in length. This results in the data from the division 
?lter method being more likely useable than the pass-through 
method but not as precise, While being more precise in the 
truncation method, but not as functional. Typically, the divi 
sion ?lter can be similar to the full compatibility mode. 

[0046] If it is determined at decision step 968 that the pass 
through method is selected, then the method 960 proceeds to 
step 974. At step 974, the data received passes directly 
through to step 976. According to one embodiment, the pass 
through method can be a default method if the user does not 
select another ?lter method. At step 976, data is outputted 
from the video game controller 10 to the video game console 
12. At step 978, current coordinates can be passed to a global 
variable, Wherein the global variable can be used in the next 
iteration. Thus, the current coordinates can become the “last 
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known” coordinates the next time the ?lter is initiated, such 
that these are placed after the travel data has been calculated 
for a coordinate based cursory device. The method 960 can 
then proceed to step 980 Where the thread is paused due to the 
speed of processing the above noted steps. HoWever, it should 
be appreciated by those skilled in the art that the method 960 
can be implemented Without step 980. 
[0047] Although the retroactive compatibility device 18 
and compatibility selection device 44 is illustrated and 
described as being integrated With the controller 10, it should 
be appreciated by those skilled in the art that the retroactive 
compatibility device 18 and method 100, 200, 850, and 960 
can be integrated and/or implemented by the controller 10, 
the video game console 12, an adapter in communicative 
connection betWeen the controller 10 and the video game 
console 12, or a combination thereof. By Way of explanation 
and not limitation, methods 850 and 960 may be implemented 
by the video game console 12. 
[0048] According to one aspect, a video game system can 
include at least one input device and a retroactivity compat 
ibility device that converts data received as a function of the at 
least one input device, such that the converted data is con?g 
ured to be received by a video game console that is executing 
softWare routines not intended for functioning With respect to 
the data received as a function of the at least one input device. 
[0049] According to one aspect, a method of retroactivity 
compatibility includes the steps of receiving data from an 
input device, and converting the received data to a format that 
can be utiliZed With software routines that are not intended for 
functioning With respect to the received data. 
[0050] Advantageously, the video game controller 10 can 
include a combination of at least tWo of the trackball 24, the 
D-pad 20, and the joystick 22. Additionally, the video game 
controller 10 includes the retroactive compatibility device 18 
that alloWs the user of the video game controller 10 to utiliZe 
at least one input device that the game being played on the 
video game console 12 Was not intended to be used, such that 
the video game controller 10 is retroactively compatible. It 
should be appreciated by those skilled in the art that addi 
tional advantages, alone or in combination With the above 
advantages, may be present. It should further be appreciated 
by those skilled in the art that the above described compo 
nents and method steps may be combined in alternative com 
binations. 
[0051] Modi?cations of the invention Will occur to those 
skilled in the art and to those Who make or use the invention. 
Therefore, it is understood that the embodiments shoWn in the 
draWings and described above are merely for illustrative pur 
poses and not intended to limit the scope of the invention, 
Which is de?ned by the folloWing claims as interpreted 
according to the principles of patent laW, including the doc 
trine of equivalents. 

1. A controller in communicative connection With a 
receiver con?gured to receive data only as a function of at 
least one legacy input device, said controller comprising: 

at least one non-legacy input device; and 
a retroactive compatibility device con?gured to translate 

data received as a function of said at least one non-legacy 
input device, such that said translated data is con?gured 
to be received by a receiver con?gured to receive data as 
a function of the at least one legacy input device. 

2. The controller of claim 1, Wherein said at least one 
non-legacy input device comprises a joystick and a trackball. 
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3. The controller of claim 2 further comprising a selection 
Wheel con?gured to set a sensitivity of at least one of said 
joystick and said trackball. 

4. The controller of claim 1 being a video game controller, 
Wherein said receiver is a video game console. 

5. The controller of claim 1, Wherein said retroactive com 
patibility device is con?gured to translate data using one of a 
truncation ?lter, a division ?lter, and a pass-through. 

6. The controller of claim 5, Wherein saidtruncation ?lter is 
con?gured to emulate data Within tolerances received from 
the at least one legacy input device. 

7. The controller of claim 5, Wherein said division ?lter is 
con?gured to emulate data received from the legacy input 
devices, Wherein said emulated data exceeds tolerances 
received from the legacy input devices. 

8. A video game system comprising a video game control 
ler in communicative connection With a video game console 
con?gured to receive data only as a function of at least one 
legacy input device, said video game system comprising: 

at least one input device; and 
a retroactive compatibility device that translates data 

received as a function of said at least one input device, 
such that said translated data is con?gured to be received 
by the video game console that is con?gured to execute 
at least one software routine intended to function With 
data other than said data received as a function of said at 
least one input device. 

9. The controller of claim 10, Wherein said at least one 
input device is a joystick and a trackball. 

10. The controller of claim 10, Wherein said retroactive 
compatibility device is con?gured to translate data using one 
of a truncation ?lter, a division ?lter, and a pass-through. 

11. The controller of claim 10, Wherein said truncation 
?lter is con?gured to emulate data Within tolerances received 
from the legacy input device. 

12. The controller of claim 10, Wherein said division ?lter 
is con?gured to emulate data received from the legacy input 
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devices, Wherein said emulated data exceeds tolerances 
received from the legacy input devices. 

13. A method of retroactive compatibility, such that a 
receiver receives data as a function of at least one non-legacy 
input device, Wherein the receiver is con?gured to receive 
data only as a function of at least one legacy input device, said 
method comprising the steps of: 

receiving data from the at least one non-legacy input device 
of a controller; 

translating data received from the at least one non-legacy 
input device to be retroactively compatible; and 

outputting said translated data from said controller to the 
receiver. 

14. The method of claim 13 further comprising the step of 
selecting a ?lter method for translating said data received 
from the at least one non-legacy input device. 

15. The method of claim 13, Wherein said step of translat 
ing data further comprises: 

emulating data Within tolerances received from the at least 
one input device. 

16. The method of claim 13, Wherein said step of translat 
ing data further comprises: 

emulating data received from the legacy input devices, 
Wherein said emulated data exceeds tolerances received 
from the legacy input devices. 

17. The method of claim 13, Wherein said step of translat 
ing data further comprises: 

passing-through said data received from the non-legacy 
input device. 

18. The method of claim 13, Wherein said controller is a 
video game controller, and the receiver is a video game con 
sole. 

19. The method of claim 13, Wherein the at least one 
non-legacy input device comprises a joystick and a trackball. 

20. The method of claim 19 further comprising the step of 
selecting a sensitivity of at least one of said joystick and said 
trackball. 


