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(57) ABSTRACT 

System architecture and methods for enabling (a) freelance 
game developers gather intelligence data such as to offer 
daZZling electronic games to the regulated casino gaming 
marketplace and receive compensation based on the success 
of their games, and (b) game operators gather intelligence 
data to enables them to tailor their regulated game offerings. 
Intelligence data for both the freelance game developers and 
the game operators are based on demand/popularity of iden 
tical trial games available to the public over a predetermined 
computer site, the trial games using simulated money only. In 
addition, players are provided With the location of the casinos 
offering their favorite game(s) for playing With real money, 
together With the promotions offered if any. Operators are 
provided With the contacts of the players and their list of 
favorite games such as to offer incentives to attract them to 
their casino. 
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REGULATED GAMING EXCHANGE 

[0001] This application is a Continuation of application 
Ser. No. 11/533,295, ?led Sep. 19, 2006, Which application is 
hereby incorporated herein by reference in its entirety and 
from Which priority is hereby claimed under 35 USC §120. 

BACKGROUND OF THE INVENTION 

Copyright Notice/Permission 

[0002] A portion of the disclosure of this patent document 
contains material Which is subject to copyright protection. 
The copyright oWner has no objection to the facsimile repro 
duction by anyone of the patent document or the patent dis 
closure as it appears in the Patent and Trademark O?ice patent 
?le or records, but otherWise reserves all copyright rights 
Whatsoever. The folloWing notice applies to the software and 
data as described beloW and in the draWings referred to 
herein: Copyright 201 1, Mudalla Technology, Inc.,All Rights 
Reserved. 

CROSS-REFERENCE TO RELATED CASES 

[0003] The subject matter of the present application is 
related to the subject matter of commonly assigned and co 
pending patent application entitled “Regulated Gamingi 
Compartmented Freelance Code,” Atty. Docket No. 
CYBS6004A, Ser. No. 11/533,281 ?led on Sep. 19, 2006 and 
is also related to the subject matter of commonly assigned and 
co-pending patent application entitled “Regulated Virtual 
Display,” Atty. Docket No. CYBS6004B, Ser. No. 11/533, 
287 ?led on Sep. 19, 2006. 

FIELD OF THE INVENTION 

[0004] This invention relates generally to the ?eld of regu 
lated pay computer-controlled games, either games of skills 
or games of chance and more particularly to the ?eld of 
integrating, certifying and doWnloading games developed by 
multi-parties and of building relationships betWeen players 
and game operators to promote the games. 

DESCRIPTION OF THE PRIOR ART AND 
RELATED INFORMATION 

[0005] Presently game regulation essentially considers a 
slot machine as a standalone piece of equipment supplied 
entirely by a single vendor (e.g. IGT, WMS, Bally). Although 
standards noW alloW for some vendor interoperability 
betWeen peripheral devices (eg hopper, bill accepter, ticket 
printer) and a central accounting system (eg IGT/GSA SAS 
Standard Accounting System protocol), a slot machine as 
delivered comprises essentially proprietary components 
developed and manufactured by a single supplier. In particu 
lar, game regulators have made no attempt to adapt their 
standards to enable the suppliers to leverage on the extraor 
dinary multimedia capabilities of the PC platform and the 
advances in distributed netWork security. Consequently, the 
operating system and game softWare controlling a slot 
machine are proprietary and almost entirely developed by the 
supplier’s softWare programmers, such as to meet regulatory 
requirements that are out of sync With main stream comput 
ing. It is Worrying to see that current gaming regulation leaves 
no choice to the suppliers but to modify the source code of 
their operating system (eg Linux). This prevents them from 
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continually bene?ting from security peer revieW and from 
associated security upgrades developed by operating system 
experts. Consequently, the operating system of such gaming 
machines is considerably Weakened and fractured, exposing 
the suppliers and game operators to stealth and focused hack 
ing attacks. 
[0006] It is reasonable to believe that sooner or later the 
standards formulated by the Trusted Computer Group (TCG) 
to secure distributed computer netWork Will be adopted by 
game regulators. Therefore, Well architectured and security 
hardened commercial multimedia operating systems may be 
used by slot machine vendors, Without needing to hack the 
kernel source code. 

[0007] As an immediate result of adopting industry security 
standards, the vendors may allocate more resources to 
develop more attractive games and enable their doWnload 
from a central system. HoWever, present game regulation is 
such that the entire game softWare may only be developed by 
the slot supplier himself, thus signi?cantly impeding suppli 
ers from offering games inspired or derived from the best-of 
breed and phenomenally popular game titles available on 
Xbox and PlayStation, or other games developed by freelance 
game developers. It is unlikely that the culture inside a slot 
manufacturer’s game softWare engineering department 
Would ever attract creative minds to create games on par With 
What is and Will be available in the main stream gaming arena. 
[0008] The path for freelance game development compa 
nies that Would be looking at introducing their games and 
game technologies into the highly regulated casino market 
place has traditionally been a narroW and tortuous one. His 
torically, such companies have held only three real options: 
(a) to partner With an established casino game manufacturer 
such as IGT, Bally or WMS, (b) to sell their designs to an 
established game manufacturer, or (c) to attempt to create 
their oWn casino game manufacturing company. All of these 
paths are dif?cult to tread. For example, large legacy gaming 
companies have their oWn game creation studio, fully staffed 
With trained artists and trained softWare developers. As such, 
they are generally reluctant to introduce truly visionary game 
designs into their gaming libraries, as they have achieved a 
longstanding history of pro?tability With more conservative 
games revolving essentially around boring fruit-machine-like 
games, poker games and secondary games such as Wheel of 
Fortune and Mystery Jackpot. 
[0009] A further limitation of the existing casino gaming 
marketplace is that game developers looking to start their oWn 
casino game manufacturing companies face several key 
obstacles, the most important of Which being the lengthy and 
prohibitively expensive regulatory process that must be navi 
gated to gain even a precarious foothold in the casino gaming 
market. 

[0010] Most of all and sadly enough, there is no dialog 
betWeen the game regulators and innovative gaming compa 
nies that Would otherWise enter the regulated gaming market. 
This is because such innovative gaming companies most 
often do not have the coveted game license, Which is required 
in every state. Therefore, promising freelance game develop 
ment companies (such as those developing daZZling games 
for console-type platforms such as the Xbox and PlayStation 
for example or those developing PC-based games) that Would 
be looking at introducing variants of their games into the 
highly regulated casino marketplace are, in effect, completely 
shut out. Indeed, the daZZling graphics rendered in such 
games rely upon constantly evolving PC and game console 
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hardware and software technologies, including operating sys 
tems such as Microsoft Windows XP and forthcoming Vista. 
To their defense, the attitude of gaming regulators is under 
standable, as these game technologies are not Well adapted for 
the highly regulated gaming environment, mainly because of 
security issues. 
[0011] The Gaming Standard Association (GSA) is not 
helping the situation as it is formed by members that are in 
majority representatives of the in?uential established casino 
game manufacturers that have little interest in changing What 
soever. The gaming certi?cation labs that are subcontracted 
by equipment suppliers to test and certify that their equipment 
meets applicable game regulation do indeed set gaming stan 
dards. These gaming certi?cation labs also do not attempt to 
assume a leadership role to adapt their standards to lay the 
foundations on Which neW computer technologies could meet 
the security standards for the regulated gaming market. For 
these reasons, the progress that has been achieved in general 
computer security has gone largely unnoticed and innovative 
gaming companies are still barred from offering innovative 
gaming technologies. The legacy game manufacturers’ 
stranglehold on casino gaming has excluded visionary game 
designers from fully participating in this market and has 
prevented game operators from offering the public the best 
possible games. 

SUMMARY OF THE INVENTION 

[0012] In is an object of the present invention to enable 
freelance game developers to offer dazzling electronic games 
to the regulated casino gaming marketplace. It is another 
object of the present invention to ensure that the freelance 
game developers receive compensation that is commensurate 
With the success of their games. A still further object of the 
present invention is to provide game operators With timely 
information to enable them to tailor their regulated game 
offerings based on demand and/or popularity of identical trial 
games that use only simulated money and that are made 
available to the public over an Internet portal. It is a further 
object of the present invention to provide players With the 
location of the casinos offering their favorite game(s) for 
playing With real money, together With the promotions 
offered if any. It is yet another object of the present invention 
to provide game operators With the contact information of the 
players and their list of favorite trial games, to enable them to 
offer incentives and to attract them to their casino. Another 
object of the present invention is to offer freelance game 
developers a method for developing, integrating licensing 
tags, testing and certifying secure doWnloadable electronic 
games, such that an unprecedented generation of advanced 
electronic games may be offered to players in casinos on a 
relatively short timetable. 
[0013] It is another object of the invention to offer players, 
operators, licensed developers and freelance developers 
search means to query the regulated gaming exchange and 
obtain results structured according to the formulated query 
and related results (popularity ratings, most often requested 
queries, general promotional offers and speci?cally targeted 
promotional offers, for example). 
[0014] In is another object of the present invention to offer 
the freelance game developers a compartmented architecture 
for developing, integrating licensing tags, testing and certi 
fying secure doWnloadable electronic games such that an 
unprecedented generation of dazzling electronic games may 
be offered to players in regulated gaming places on a rela 
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tively short timetable. In is a further object of the present 
invention to ensure that the freelance game developers receive 
compensation based on the success of their games. 
[0015] Accordingly, an embodiment of the present inven 
tion is compartmented system architecture and associated 
methods for enabling freelance game developers to (a) inte 
grate their game softWare together With the gaming manufac 
turer softWare and (b) tag their softWare such as to receive 
compensation based on the success of their games. The com 
bined tagged freelance softWare and gaming manufacturer 
softWare may rapidly pass through certi?cation testing and be 
doWnloaded overnight to a large number of gaming machines 
such as to offer players in casinos an unprecedented choice of 
neW generation electronic games Within a relatively short 
timetable. 
[0016] Compartmenting for totally isolating the graphics 
rich freelance (and outcome-free) code from the slot supplier 
(and outcome-determining) code is obtained, according to an 
embodiment of the present invention, by adopting a blue 
screening paradigm Wherein the freelance code executes in a 
process sandbox and renders its entertainment outcome-free 
graphics in a totally isolated background display plane While 
the slot supplier code renders its accounting graphics and 
outcome graphics in a foreground display plane as small 
graphics gadgets over a neutral plane. The foreground and 
background display planes are mixed together using the per 
vasive blue-screening paradigm used in TV studio programs, 
and foreground moving outcome graphics gadgets are syn 
chronized in real-time With the moving outcome-free back 
ground graphics. 

Outcome-Free Graphics Background 

[0017] The entertainment “outcome-free graphics” back 
ground (A) and the synchronized moving “outcome graphics 
gadgets” foreground (B) is best understood using a horse 
racing game as an example. The horse racing animation may 
be rendered in a background plane by the freelance code 
executing in a process sandbox using pre-recorded video or 
realistic real-time 3D animation. The rendering is such that 
each horse number indicia usually printed on the horse’s 
saddle blanket is totally obfuscated or otherWise obscured. 
Consequently, it impossible When Watching the rendered 
horse race to determine Which horse is leading and Will likely 
Win the race, and What the order of the other horses Will be 
across the ?nish line. In addition, other features that may help 
in identifying the horse such as the jockey’s jacket color and 
horse skin color may also be obfuscated. Moreover, the voice 
over or sound may not give any indication of the leading 
horses. Thus, the background plane may constitute a dazzling 
entertaining scene, complete With realistic sound of hooves 
and cheering croWds, that is free from any markings (i.e. 
numbers, colors, shapes) that Would reveal or otherWise sug 
gest the outcome of the race. 
[0018] According to an embodiment of the present inven 
tion, the horse (or other race or entrant or team player) number 
indicia (Which gives an indication of the outcome of the 
game) may be rendered in a foreground plane as graphic 
gadgets by the certi?ed slot supplier code executing in a 
process sandbox isolated from the uncerti?ed freelance pro 
cess running in another sandbox. In addition, according to 
embodiments of the present invention, the motion, displace 
ment and animation of each graphic gadget is synchronized 
With the freelance background such that each graphic gadget 
is rendered over a predetermined target (in the horse race 
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example developed herein, a predetermined horse saddle 
blanket). The combined background and foreground scene 
then gives the vieWer the capability to identify the leading 
horses. Similarly, the jockey’s jacket colors, horses’ true color 
and other features may be rendered in the same synchronized 
manner. A game outcome process seeded by a random num 
ber generator may provide the graphics gadgets With the 
random numbers that Will be used to render the random indi 
cia on the horse saddle blanket. 

Motion Synchronization 

[0019] The motion synchronization of outcome gadgets 
over the associated obfuscated area in the outcome-free ani 
mation background scene may be carried out, according to 
embodiments of the present invention, via pre-computed tra 
jectory paths or frame-by-frame. The motion synchronization 
may utilize, Without limitation, one or more of the folloWing 
technologies and/or methods: a 2D trajectory path, a 3D 
trajectory path, location, scale, rotation, velocity and/or cam 
era angle, for example. The computer processing and render 
ing of the outcome-free animation background (eg an 
XBOX or other game console or a PC) may be separate from 
the slot machine controller (eg a PC) processing the game 
outcome and rendering the outcome gadgets. A dual-ported 
video-mixer may combine the outcome-free animation back 
ground and the outcome graphic gadgets, the motion synchro 
nization being carried out (a) via a suitable direct interface 
betWeen the tWo computers using remote procedure call 
(RPC), Microsoft .NET Remoting (for example) or an IP 
service, or (b) by real-time image analysis and tracking under 
the control of the slot machine supplier softWare using the 
motion capture paradigm used in cinematography, for 
example. The dual-ported video-mixer may be a custom 
ASIC. 

Outcome Graphic Gadget Rendering 

[0020] The graphic gadget may render the horse number 
and other outcome related features using direct (a) 2D 
polyline/bezier draW and color ?ll, (b) triangles and color ?ll 
and/ or (c) texturing. Path, location, scaling, rotation, 2D pro 
jection, illumination sources and other vieWing attributes 
may be provided directly by the freelance softWare through a 
secure interface or may be derived from the freelance graph 
ics by motion capture and capture of other scene attributes. 
Other overlay rendering technique may be used. Rendering of 
an outcome onto a 2D target is called hereafter a “2D outcome 
asset.” 

[0021] An embodiment of the invention includes a 
freelance softWare that exposes through a secure interface a 
“neutral” 3D animated geometry (via a surface, NURBS 
curves or other 3D modeling technique) on Which the graphic 
gadget Would project a 3D skin. Rendering of an outcome 
onto a 3D target is hereafter called a “3D outcome asset.” For 
example, the freelance softWare may expose a neutral sphere 
located in space together With scale and rotation attributes, 
and the graphic gadget may render a skin projection repre 
senting the planet earth, the moon, mars, or any other planet 
as determined by a game outcome. A given planet, in this 
example, Would be 3D asset. Similarly, the freelance softWare 
may expose a “cavity” surface located in space together With 
scale, rotation, etc. . . . in Which the gadget may render a 3D 
fruit such as a cherry, a straWberry, a banana etc., as deter 
mined by a game outcome. A given fruit is a 3D asset. Ren 
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dering a skin over a surface is commonly practiced in 3D 
modeling for industrial design (refer to WWW.rhino3d.com), 
for example. 

Accounting Meters 

[0022] Other video assets such as the accounting meters 
may be controlled and rendered by the slot machine supplier 
softWare. Interactive video as sets having a role in the outcome 
determination such as Wager selections, line selection, chip 
selection and the bet button may also be controlled and ren 
dered by the slot machine supplier softWare. Graphic gadgets 
may be used to render the accounting meters and the interac 
tive video assets, and to activate the interactive video assets. 

Space Controller 

[0023] The rendering of all the animated outcome graphic 
gadgets may be controlled by a space controller ensuring that 
they appears at the proper location With the proper vieWing 
attributes for a seamless integration With the dazzling enter 
tainment background. 

Playback 

[0024] For each bet session, the identi?ers of all the asso 
ciated outcome assets together With their paths and vieWing 
attributes as Well as the identi?er of the background anima 
tion may be recorded such that a playback of the complete bet 
session may be replayed. This may be used for dispute reso 
lution during a player complaint. 

Regulatory 

[0025] The freelance binary code may execute in a process 
sandbox and may render its entertainment outcome-free 
graphics in a totally isolated background video plane. The 
softWare code that is responsible for producing the game 
outcome and rendering the game outcome assets is totally 
under the control of the slot supplier and may not be interfered 
With by unauthorized processes. Consequently, the freelance 
code need not be subjected to a full regulatory certi?cation 
cycle, in Which traditionally the entire source code is submit 
ted to the lab, examined, compiled and tested according to 
stringent test cases. The freelance code may be classi?ed 
similarly to a commercial operating system that is not sub 
jected to full regulatory certi?cation cycle. 

Gaming Exchange 

[0026] The present Regulated Gaming Exchange or Gam 
ing Exchange Portal enables freelance game developers to 
offer neW and dazzling electronic games to the regulated 
gaming marketplace and to receive compensation based on 
the success of their games. The games may be available as an 
unregulated trial doWnload that alloWs Wagering using only 
simulated or virtual money. Operators of regulated gaming 
machines may also doWnload regulated versions of the same 
games from the Regulated Gaming Exchange for execution 
on regulated gaming machines. Usage metrics may be col 
lected to determine the popularity of the unregulated trial 
games. The regulated gaming exchange may include a ?rst 
repository that is selectively accessible to home players over 
a computer netWork, and a second repository that is selec 
tively available over the computer netWork to operators of 
regulated gaming machines. The ?rst repository may store an 
unregulated ?rst version of a game that is con?gured for game 


































