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IN THE UNITED STATES DISTRICT C

T
FOR THE NORTHERN DISTRICT OF ILL%I} L E D

EASTERN DIVISION
DEC18 2002

MICHAEL W. DOBBINS

DAVID H. SITRICK, CLERK, U.S. DISTRICT COURT

Plaintiff,
Civil Action No. 02 C 8403
V.
Hon. David H. Coar
DREAMWORKS LLC; NEW LINE
PRODUCTIONS, INC.; NEW LINE HOME
ENTERTAINMENT, INC.; WARNER
MUSIC GROUP INC.; WARNER BROS.
RECORDS INC.; WARNER-ELEKTRA-
ATLANTIC CORPORATION:; and
WARNER HOME VIDEO, d/b/a WARNER
REPRISE VIDEO,

Hon. Arlander Keys
Jury Trial Demanded

ettt

L . - L W e A L U It e S )

ueb

Defendants.

FIRST AMENDED COMPLAINT

Plaintiff, David H. Sitrick, brings this first amended
complaint against defendants, DreamWoiks LLC; New Line
Productions, Inc.; New Line Home Entertainment, Inc.; Warner
Music Group Inc.; Warner Bros. Records Inc.; Warner-Elektra-
Atlantic Corporation; and Warner Home Video, d/b/a Warner
Reprise Video, seeking damages{ injunctive relief and other

relief for patent infringement.
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THE PARTIES

DAVID H. SITRICK

1. David H. Sitrick (“Sitrick”), an individual, is a
resident of the State of Illinois, residing at 820 Burchell

Avenue, Highland Park, Illinois 60035.

2. Sitrick has degrees in electrical engineering and
computer science; is an attorney-at-law admitted to practice
before this Court; and is an inventor of electronic and
computer-related devices ana systems, and methods of using

electronic and computer-related devices and systems.

DREAMWORKS LLC

3. Upon information and belief, defendant DreamWorks
LLC (“DreamWorks”) is a limited liability company organized and
existing under the laws of the State of Delaware and has a
principal place of business at 100 Universal City Plaza,

Bungalow 477, Universal City, California 91608,

4. Upon information and belief, DreamWorks is

engaged in the business of producing and making commercial films
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and distributing, selling and/or licensing copies of such films
to movie theaters for exhibition both in and outside of the
United States. Upon further information and belief, DreamWorks
is alsc engaged in the business of distributing and selling
copies of its movies on DVD and video tape in the home
entertainment market throughout the world for the private
exhibition of its movies on, for example, televisions and

personal computers.

5. DreamWorks conducts continuous and systematic
business in the State of Illinois and in this Judicial District
by distributing, selling and/or licensing its films to movie
theaters located within the State of Illincis and this Judicial
District; by distributing, offering for sale and selling DVD and
video tape copies of DreamWorks’ films in the State of Illinois
and this Judicial District; and by promoting and advertising its
commercially exhibited films and the DVD and video tape versions
of its films within the State of Illinois and this Judicial

District.

6. To promote and increase the distribution and sale
of the DVD wversions of its films, DreamWorks includes content
other than the film itself on such DVD’s. For example,

DreamWorks includes such additiocnal content as actor and
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director interviews and interactive games on DVD versions of its
films to create additional interest in and sales of the DVD

versions of its movies.

7. Recently, in connection with the DVD version of
the DreamWorks movie “Shrek”, DreamWorks has included a feature
that allows a user, using a personal computer equipped with a
DVD ROM, to record his or her voice, to integrate the recorded
voice into preexisting audiovisual scenes from the “Shrek” movie
in place of a character’s lines in such preexisting scenes, and
to present the modified audiovisual scenes containing the user
recorded voice on the personal computer (hereafter the “audio
image integration feature”)}. Upon information and belief, the
audio imége integration feature on the DVD version of “Shrek”
was included by DreamWorks to create additional interest among
the purchasing public in the DVD version of "“Shrek” and to

increase sales of the DVD version of the movie,

8. On November 19, 2002, DreamWorks also introduced
the DVD version of its movie “Spirit: Stallion of the Cimarron.”
The “Spirit” DVD includes the audio image integration feature
found on the “Shrek” DVD. In addition, the “Spirit” DVD
includes a feature that allows (1) visual images selected by a

user, such as photographs, to be integrated into pre-existing
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audiovisual scenes of the “Spirit” movie, and (2} the modified
audiovisual scenes containing the user selected visual images to
be presented on a personal computer (hereafter the “visual image
integration feature”). Upon information and belief, the visual
image integration feature on the DVD version of “Spirit” was
included by DreamWorks to create additional interest among the
purchasing public in the DVD version of “Spirit” and to increase

sales of the DVD version of the movie.

NEW LINE PRODUCTIQONS, INC., and
NEW LINE HOME ENTERTAINMENT, INC.

9. Defendant New Line Productions, Inc. is, upon
information and belief, a corporation organized and existing
under the laws of the State of California, having a principal

place of business at 888 7th Avenue, New York, New York 10106.

10. Defendant New Line Home Entertainment, Inc. is,
upon information and belief, a corporation organized and
existing under the laws of the State of New York, having a
principal place of business at 111 Eighth Avenue, New York, New

York 10011.
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11. Hereafter, New Line Productions, Inc. and New
Line Home Entertainment, Inc. are sometimes collectively

referred to as “New Line.”

12. Upon information and belief, New Line is engaged
in the business of producing and making theatrical motion
pictures and in distributing, selling and/or licensing copies of
such films for exhibition in movie theaters both in and outside =
of the United States. Upon further information and belief, New
Line is also engaged in the business of distributing and selling
copies of its movies on DVD and video tape in the home
entertainment market throughout the world for the private
exhibition of its movies on, for example, televisions and

personal computers.

13. New Line conducts continuous and systematic
business in the State of Illinois and in this Judicial District
by distributing, selling and/or ;icensing its motion pictures to
movie theaters located within the State of Illinois and this
Judicial District; by distributing, offering for sale and
selling DVD and video tape copies of New Line’s films in the
State of Illinois and this Judicial District; and by promoting

and advertising its commercially exhibited films and the DVD and
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video tape versions of its films within the State of Illinois

and this Judicial District.

14. To promote and increase the distribution and sale
of the DVD versions of its films, New Line includes content
other than the film itself on such DVD’'s. For example, New Line
includes such additional content as actor and director
interviews, deleted and alternative scenes and interactive
content on DVD versions of its films to create additional
interest in and sales of the DVD versions of its motion

pictures.

15. On December 2, 2002, New Line released the motion
picture “Austin Powers in Goldmember” (“Goldmember”) on DVD. New
Line has included the audio image integration feature that
allows a user to record his or her voice, to integrate the
recorded voice into preexisting audiovisual scenes from the
“Goldmember” motion picture in place of a character’s lines in
such preexisting scenes, and to present the modified audiovisual
scenes containing the user recorded voice‘on a personal
computer. Upon information and belief, the audic image
integration feature on the DVD vgrsioh of “Goldmember” was

included by New Line to create additional interest among the
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purchasing public in the DVD version of “Goldmember” and to

increase sales of the DVD version of the movie.

WARNER MUSIC GROUP INC., WARNER BROS. RECORDS INC.,
WARNER~-ELEKTRA-ATLANTIC CORPORATION
and WARNER HOME VIDEO, d/b/a WARNER REPRISE VIDEO

16. Defendant Warner Music Group Inc. is, upon
information and belief, a corporation ocrganized and existing
under the laws of the State of Delaware, having a principal
place of business at 75 Rockefeller Plaza, New York,

New York 10019.

17. Defendant Warner Bros. Records Inc. is, upon
informaticon and belief, a corporation organized and existing
under the laws of the State of Delaware, having principal places
of business at 75 Rockefeller Plaza, New York, New York 10019

and at 2200 Warner Boulevard, Burbank, California 91505.

18, Defendant Warner-Elektra-Atlantic Corporation is,
upon information and belief, a corporation organized and
existing under the laws of the State of New York, having
principal places of business‘at 111 Eighth Avenue, New York, New
York 10011 and 111 North Hollywood Way, Burbank, California

91505.
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19. Defendant Warner Home Video is, upon information
and belief, a corporation organized and existing under the laws
of the State of Delaware, having a principal place of business
at 4000 Warner Boulevard, Burbank, California 91522. Upon
further‘information and belief, Warner Home Video also does

business as Warner Reprise Video.

20. Hereafter, Warner Music Group Inc., Warner Bros.
Records Inc., Warner-Elektra-Atlantic Corporation and Warner
Home Video are sometimes collectively referred to as “Warner

Music.”

21. Warner Music is engaged in the business of
discovering musical artists, signing those artists to recording
contracts with record labels, such as Reprise Records, which are
owned and controlled by Warner Music, and replicating musical
works performed by such artists, principally on compact disc
{(“"CDb"”) storage media. The CD’s containing audio performances of
the artists’ musical works are then distributed and sold to the
consuming public through music stores such as Sam Goodys and
Tower Records, mass merchants such as Best Buy and Target

stores, and through Internet retailers such as amazon.com.
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22. Over the past several years, in order to create
additional interest in musical artists and stimulate additional
sales of recorded musical works, the recording industry,
including Warner Music, have begun marketing, distributing and
selliqg audiovisual presentations of musical artists performing
their musical works. These audiovisual presentations, popularly
known as “music videos,” are sold through the same merchandising
chainé as are audio CD’s; musical artists and musical works are
also popularized by broadcasting music videos on cable

television channels such as MTV and VH-1.

23. Originally, music videos distributed and sold to
the consuming public were in the form of video tape cassettes,
which would allow consumers to view and hear the audiovisual
performances on music videos via video tape decks connected to
television sets.' More recently, music videos have begun to be
distributed in DVD format, allowing the audiovisual
presentations to be displayed on computer systems equipped with
DVD ROM drives as well as DVD players connected to television

sets,
24, Warner Music conducts continuous and systematic

business in the State of Illinois and in this Judicial District

by distributing, offering for sale and selling CD’s and DVD’s
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containing audio presentations and audiovisual presentations,
respectively, of musical artists under contract with Warner
Music in the State of Illinois and this Judicial District; and
by promoting and advertising such CD’s and DVD’s within the

State of Illinois and this Judicial District,

25, On November 5, 2002, Warner Music released a DVD

entitled “Barelaked Nadies,” containing audiovisual

presentations of musical works performed by the musical group
Barenaked Ladies. In addition to the preexisting audiovisual
presentations of Barenaked Ladles performing its musical works

on the “Barelaked Nadies” DVD, Warner Music has included the

audio image integration feature that allows a user to record his

or her voice, to integrate the recorded voice into preexisting
audiovisual presentation of the song entitied “One Week” on the
“Barelaked Nadies” DVD in place of certain of the audio content
in the preexisting “One Week” audiovisual presentation, and to

present the modified “One Week” audiovisual presentation

containing the user recorded voice on a perscnal computer. Upon

information and belief, the audio image integration feature on
the “Barelaked Nadies” DVD was included by Warner Music to
create additional interest among the purchasing public in the
“Barelaked Nadies” DVD and to increase sales of the “Barelaked

Nadies” DVD.
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JURISDICTION AND VENUE

26. This Court has jurisdiction over Sitrick’s patent

infringement claims under 28 U.S.C. §§ 1331 and 1338(a).

27. This Court has personal jurisdiction over
DreamWorks because it has transacted and conducted and is

transacting and cenducting business in this Judicial District,
both generally and regarding the allegations in this Complaint,
and because DreamWorks has committed tortious acts within this

Judicial District.

28. This Court has personal jurisdiction over New
Line Productions, Inc. and New Line Home Entertainment, Inc.
because each of those entities has transacted and conducted and
is transacting and conducting business in this Judicial
District, both generally and regarding the allegations in this
Complaint, and because New Line Productions, Inc. and New Line
Home Entertainment, Inc. each has committed torticus acts within

this Judicial District.

29, This Court has personal jurisdiction over Warner

Music Group Inc., Warner Bros. Records Inc., Warner-Elektra-
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Atlantic Corporation and Warner Home Video because each of those
entities has transacted and conducted and is transacting and
conducting business in this Judicial District, both generally
and regarding the allegations in this Complaint, and because
Warner Music Group Inc., Warner Bros. Records Inc., Warner-
Elektra-Atlantic Corporation and Warner Home Video each has

committed tortious acts within this Judicial District.

30. Venue properly lies in this Court under 28 U.S.C.
§§ 1391(b) and (c) and § 1400(b) because DreamWorks; New Line
Productions, Inc.; New Line Home Entertainment, Inc.; Warner
Music Group Inc.; Warner Bros. Records Inc.; Warner-Elektra-
Atlantic Corporation; and Warner Home Video each is subject to
the exercise of personal jurisdiction over it by this Court and
each has committed acts of patent infringement in this Judicial

District.

COUNT 1
Infringement of U.S. Patent No. 5,553,864

31. 8Sitrick realleges and incorporates by reference
the allegations in Paragraphs 1 through 30 of this Complaint as

if fully set forth again.
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32. On September 10, 1996, United States Letters
Patent No. 5,553,864 (“the '864 Patent”) was duly and legally
issued to Sitrick by the United States Patent and Trademark
Qffice for an invention entitled “User Image Integration Into
Audiovisual Presentation System And Methodology.” A true and

correct copy of the ‘864 Patent is attached as Exhibit A hereto.

33, Sitrick owns all right, title and interest in and

to the ‘864 Patent, including the right to bring suit thereon.

34. The audio image integration feature included as a
part of the “Shrek” and “Spirit” DVD’s by DreamWorks infringes
the claims of the ‘864 Patent in violation of 35 U.,S.C.

§ 271{a).

35. The visual image integration feature included as
a part of the “Spirit” DVD by DreamWorks infringes the claims of

the ‘864 Patent in viclation of 35 U.S.C. § 271(a).

36. The audio image integration feature included as a
part of the “Goldmember” and “Barelaked Nadies” DVD's by New
Line and Warner Music, respectively, infringes the claims of the

‘864 Patent in violation of 35 U.S.C. § 271(a).
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37. The use by a third party of the audio image
integration features included as a part of DreamWorks’ “Shrek”
DVD, New Line’s “Goldmember” DVD and Warner Music’s “Barelaked
Nadies” DVD and the display of preexisting audiovisual scenes or
presentations modified to include user recorded audio content
that is integrated into sqch preexisting scenes or presentations
directly infringe the claims of the ‘864 Patent in violation of

35 U,8.C. § 271(a).

38. The use by a third party of the visual image
integration features found on DreamWorks’ “Spirit” DVD and the
display of preexisting audiovisual scenes or presentations
modified to include user selected visual images that are
integrated into such preexisting scenes or presentations
directly infringe the claims of the ‘864 Patent in violation of

35 U.5.C. § 271(a;.

39. By including the audio image integration feature
in the “Shrek,” DVD and the audio and visual image integration
features in its “Spirit” DVD, advertising and promoting those
integration features, and including instructions for the use of

those integration features by third parties as described above,
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DreamWorks actively induces the infringement of the ‘864 Patent

in viclation of 35 U.S.C. § 271(h).

40. By including the audio image integration feature
in the “Goldmember” DVD, advertising and promoting the audio
integration feature, and including instructions for the use of
that integration feature by third parties as described above,

New Line actively induces the infringement of the ‘864 Patent in

violation of 35 U.S.C. § 271(b}.

41. By including the audio image integration feature
in the “Barelaked Nadies” DVD, advertising and promoting the
audic integration feature, and including instructions for the
use of that integration feature by third parties as described
above, Warner Music actively induces the infringement of the

‘864 Patent in violation of 35 U.S.C. § 271(b).

42. The audio image integration feature included by
DreamWorks in the “Shrek” and “Spirit” DVD'’s, by New Line on the
“Goldmember” DVD and by Warner Music¢ on the “Barelaked Nadies”
DVD each constitutes a material part or component of the
invention disclosed and claimed in the ‘864 Patent and is not a
staple article of commerce capable of or suitable for

substantial noninfringing use.
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43, The visual image integration feature included by
DreamWorks in the “Spirit” DVD constitutes a material part or
component of the invention disclosed and claimed in the ‘864
Patent and is not a staple article of commerce capable of or

suitable for substantial noninfringing use.

44. DreamWorks, New Line and Warner Music each
included the software enabling the audio and/or visual image
integration features in its respective DVD’s knowing that such
software was especially made or especially adapted for uses that
infringe the ‘864 Patent, and thus DreamWorks, New Line and
Warner Music each is liable for contributory infringement of the

‘864 Patent pursuant to 35 U.S.C. § 271 (c).

45. The wrongful acts of DreamWorks, New Line and

Warner Music alleged herein were undertaken by each of those

parties without authority and without license from Sitrick.

46. Because DreamWorks, New Line and Warner Music
undertock the acts complained of herein without the authority of
or license from Sitrick, and because, upon information and
belief, DreamWorks, New Line and Warnexr Music each has notice of

the ‘864 Patent, the infringement alleged herein has been
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deliberate, willful, wanton, and with full knowledge of the ‘864

Patent.

47. The wrongful acts of DreamWorks, New Line and
Warner Music as alleged herein have occurred, and upon
information and belief will continue to occur, in this Judicial

District and throughout the United States.

48. The wrongful conduct of DreamWorks, New Line and
Warner Music alleged herein has caused Sitrick to suffer and,
unless and until enjoined by the Court, will cause Sitrick to
continue to suffer irreparable damage for which he has no

adequate remedy at law.

COUNT II
Infringement of U.,S. Patent No. 6,425,825

49. Sitrick realleges and incorporates by reference
the allegations in Paragraphs 1 through 30 of this Complaint as

if fully set forth again.

50. On July 30, 2002, United States Letters Patent

No. 6,425,825 (“the ‘825 Patent”} was duly and legally issued to

Sitrick by the United States Patent and Trademark Office for an
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invention entitled “User Image Integration And Tracking For An
Audiovisual Presentation System And Methodology.” A true and

correct copy of the '825 Patent is attached as Exhibit B hereto.

51. Sitrick owns all right, title and interest in and

to the ‘825 Patent, including the right to bring suit thereon.

52. The audioc image integration feature included as a
part of the “Shrek” and “Spirit” DVD’'s by DreamWorks infringes
the claims of the '825 Patent in violation of 35 U.S.C.

§ 271(a).

53. The visual image integration feature included as
a part of the “Spirit” DVD by DreamWorks infringes the claims of

the ‘825 Patent in violation of 35 U.S.C. § 271(a).

54. The audio image integration feature included as a
part of the “Goldmember” and “Barelaked Nadies” DVD’s by New
Line and Warner Music, respectively, infringes the claims of the

‘825 Patent in violation of 35 U.S.C. § 271(a).
55. The use by a third party of the audio image

integration features included as a part of DreamWorks’ “Shrek”

DVD, New Line’s “Goldmember” DVD and Warner Music’s “Barelaked
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Nadies” DVD and the display of preexisting audiovisual scenes or
presentations modified to include user recorded audio content
that is integrated into such preexisting scenes or presentations
directly infringe the claims of the ‘825 Patent in violation of

35 U.s.C. § 271(a).

56. The use by a third party of the visual image

integration features found on DreamWorks’ “Spirit” DVD and the
display of preexisting audiovisual scenes or presentations
modified to include user selected visual images that are
integrated into such preexisting scenes or presentations
directly infringe the claims of the ‘825 Patent in violation of

35 U.S5.C. § 271(a).

57. By including the audio image integration feature
in the “Shrek,” DVD and the audio and visual image integration
features in its “Spirit” DVD, advertising and promoting those
integration features, and including instructions for the use of
those integration features by third parties as described above,
DreamWorks actively induces the infringement of the ‘825 Patent

in violation of 35 U.S.C. § 271 (b).

58. By including the audic image integration feature

in the “Goldmember” DVD, advertising and promoting the audio
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integration feature, and including instructions for the use of
that integration feature by third parties as described above,
New Line actively induces the infringement of the ‘825 Patent in

violation of 35 U.S.C. § 271(b).

59. By including the audio image integration feature
in the “Barelaked Nadies” DVD, advertising and promoting the
audio integration feature, and including instructions for the
use of that integration feature by third parties as described
above, Warner Music actively induces the infringement of the

‘825 Patent in viclation of 35 U.S.C. § 271 (b}.

60. The audic image integration feature included by
DreamWorks in the “Shrek” and “Spirit” DVD’s, by New Line on the
“Goldmember” DVD and by Warner Music on the “Barelaked Nadies”
DVD each constitutes a material part or component of the
invention disclosed and claimed in the ‘864 Patent and is not a
staple article of commerce capable of or suitable for

substantial noninfringing use.
61. The visual image integration feature included by

DreamWorks in the “Spirit” DVD constitutes a material part or

component of the invention disclosed and claimed in the ‘864
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Patent and is not a staple article of commerce capable of or

suitable for substantial noninfringing use.

62. DreamWorks, New Line and Warner Music each
included the software enabling the audio and/or visual image
integration features in its respective DVD’s knowing that such
software was especially made or especially adapted for uses that
infringe the ‘864 Patent, and thus DreamWorks, New Line and
Warner Music each i1s liable for contributory infringement of the

‘825 Patent pursuant to 35 U.S.C. § 271(c).

63. The wrongful acts of DreamWorks, New Line and
Warner Music alleged herein were undertaken by each of those

parties without authority and without license from Sitrick,

64. Because DreamWorks, New Line and Warner Music
undertook the acts complained of herein without the authority of
or license from Sitrick, and because, upon information and
belief, DreamWorks, New Line and Warner Music each has notice of
the '825 Patent, the infringement alleged herein has been
deliberate, willful, wanton, and with full knowledge of the ‘825

Patent.
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65. The wrongful acts of DreamWorks, New Line and
Warner Music as alleged herein have occurred, and upon
information and belief will continue to occur, in this Judicial

District and throughout the United States.

66. The wrongful conduct of DreamWorks, New Line and
Warner Music alleged herein has caused Sitrick to suffer and,
unless and until enjoined by the Court, will cause Sitrick to

continue to suffer irreparable damage for which he has no

adequate remedy at law.

RELIEF REQUESTED

WHEREFORE, Sitrick requests that the Court enter a
judgment in Sitrick’s favor and against DreamWorks and provide

Sitrick the following relief:

A, Ordering, adjudging and decreeing that the

‘864 Patent is good and valid in law;

B. Ordering, adjudging and decreeing that the
audio image integration feature provided by DreamWorks on
its “Shrek” and “Spirit” DVD’s, by New Line on its

“Goldmember” DVD, and by Warner Music on its “Barelaked
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Nadies” DVD directly infringes the ‘864 Patent in violation

of 35 U.5.C. § 271 (a);

C. Ordering, adjudging and decreeing that the
use of the.audio image integration feature provided by
DreamWorks on its “Shrek” and “Spirit” DVD’s, by New Line
on its “Goldmember” DVD, and by Warner Music on its
“Barelaked Nadies” DVD directly infringes the ‘864 Patent

in vieclation of 35 U.3.C. § 271(a);

D. Ordering, adjudging and decreeing that the
use of the visual image integration feature provided by
DreamWorks on its “Spirit” DVD directly infringes the ‘864

Patent in violation of 35 U.S§.C. § 271(a);

E. Ordering, adjudging and decreeing that
DreamWorks, New Line and Warner Music each has induced the
infringement of the ‘864 Patent in vioclation of 35 U.S.C.

§ 271(b);

F. Ordering, adjudging and decreeing that
DreamWorks, New Line and Warner Music each is guilty of
contributory infringement of the ‘864 Patent in violation

of 35 U.S8.C. § 271(c);
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G. Ordering, adjudging and decreeing that the
acts of inducing infringement and contributory infringement
of the ‘864 Patent committed by DreamWorks, New Line and

Warner Music were committed willfully and knowingly;

H. Ordering, adjudging and decreeing that the

‘825 Patent is good and valid in law;

I. Ordering, adjudging and decreeing that the

audio image integration feature provided by DreamWorks on

its “Shrek” and “Spirit” DVD’'s, by New Line on its
“Goldmember” DVD, and by Warner Music on its “Barelaked
Nadies” DVD directly infringes the '825 Patent in violation

of 35 U.S.C. § 271(a):

J. Ordering, adjudging and decreeing that the
use of the audio image integration feature provided by
DreamWorks on its “Shrek” and “Spirit” DVD’s, by New Line
on its “Goldmember” DVD, and by Warner Music on its
“Barelaked Nadies” DVD directly infringes the ‘825 Patent

l in violation of 35 U.5.C. § 271(a);
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K, Ordering, adjudging and decreeing that the
use of the visual image integration feature provided by
DreamWorks on its “Spirit” DVD directly infringes the ‘825

Patent in violation of 35 U.S8.C. § 271({a);

L. Ordering, adjudging and decreeing that
DreamWorks, New Line and Warner Music each has induced the
infringement of the '825 Patent in vioclation of 35 U.S.C.

§271(b}:

M. Ordering, adjudging and decreeing that
DreamWorks, New Line and Warner Music each is gquilty of
contributory infringement of the ‘825 Patent in violation

of 35 U.S.C. § 271(c):

N. Ordering, adjudging and decreeing that the
acts of inducing infringement and contributory infringement
of the '825 Patent committed by DreamWorks, New Line and

Warner Music were committed willfully and knowingly;

0. Ordering, adjudging and decreeing that the
acts of infringement by DreamWorks, New Line and Warner
Music as herein alleged warrant a finding that this case is

exceptional under 35 U,S.C. § 285;
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P. Enjoining, both preliminarily and
permanently, DreamWorks, New Line and Warner Music, and
their respective parents, subsidiaries, principals,
officers, agents, affiliates, servants, attorneys,

employees and all others in privity with it from:
(1} infringing the ‘864 Patent; and
{2) infringing the ‘825 Patent;
Q. Awarding to Sitrick damages for infringement
of the ‘864 and ‘825 Patents, together with prejudgment

interest on the amount awarded;

R. Awarding to Sitrick three times his damages

to compensate Sitrick under 35 U.S.C. § 284;

S. Awarding to Sitrick his reasonable

attorneys’ fees under 35 U.S.C. § 285;

T. Awarding to Sitrick his costs incurred in

the prosecution of this action; and

486268/D/1  XQRSO1_ - 27 -




Case: 1:02-cv-08403 Document #: 3 Filed: 12/13/02 Page 28 of 125 PagelD #:145

Awarding to Sitrick such other and further

relief as the Court may deem just and proper.

action so triable.

Dated this 13th day of December 2002,

486268/D/1

JURY DEMAND

Sitrick demands trial by jury of all issues in this

XORS01_

Respectfully submitted,

DAVID H. SITRICK

eV,

THOMAS C.

KEITH V. RD. No.02360624)
1
MAURICE E. TEI'™¥IRA (1.D. No. 6270712)

Bell, Boyd & Lloyd LLC

70 West Madison Street
Suite 3300

Chicago, Illinois 60602
Telephone: (312) 372-1121
Facsimile: (312) 372-2098

Attorneys For Plaintiff

- 28 -
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USER IMAGE INTEGRATION INTO
AUDIQOVISUAL PRESENTATION SYSTEM
AND METHODOLOGY

‘This inveption relates to video games, and move parden-
larly to a video game playcr chamacter image development
system and methodology for smooth integration of user
cyeated video graphics into s predefined video game system,
and to an adapter intesface sysiem which provides for the
utilization of & uscr visual image as a preselectod character
segment, such that the user virmal image is Incorporated into
the audiovisual presentation of the video game to which the
adapter interface sysiem is coupled.

Heretofore, Yideo games have been self contained, and
have nat provided the ability for the user to inteprate In &
uscr-defined of -provided visual or sudio image. Subsequent
10 the inventdon of U.S, Pat. No. 4,521,014, video games
bave been created which utilized predefined digitized
images in the video game which supplement the otherwise
caroon-like characier and imagery of the game. Addition-
ally, digial and analog video data have been merged with
video games t0 get broadcast quality video for cersin
aspects of the video display for the video game, particulasly
in arcade games, but mom mcently in homs video games
with sttachcd CD-ROM player, However, herctofore, theve
has beea no yystem which has provided for the ulilizstion of
user provided of crealed visual images in the video game.

It is therefore an object of the present mvention o
provide a system which wtilizes an image generated by m
external source {(of video and/or audio and/or computer
generated), and integrales the image into and a3 part of &
pre-cxisting audiovisual wark (such as from s video game
sysiem Or & movie or animation) which viilizes the user’s
image in the video game play or as & synthetic participating
user image in the sudiovisus! presentation, such thas the user
image is incorporated into the sudiovisual presentation of
the user interactive video game,

It is further an object of the prescot invention 10 opti-
mally benefit from the user video and audio image in video
games and 1o develop & methodology for creating video
games compatible with user image integration concepts.

It 1s an additional object 1o provide a system and meth-
odology for orderly wansfer and intcgration of the user
created visual image, or images, into the video game.

It is a further object of the present invention o provide
varions means for users of video game apparaius to czptum
and/or provide for placement and storage of the user's visval
image onlo a medium which caa be coupled elther vis an
adspter or direatly to one or move game sysicms and/or game
cartridges which connect to the game sysicms.

SUMMARY OF THE INVENTION

In accordance with the present invention, s nscr image in
video game ar other sudiovisual presentation system design
metbodology and architectural sructuring, in combination
with & user image devclopment system, provides an envi-
ronmenl wheseby 8 user can creale a video or othery image

uijlizing any one of a plurality of input device means,) and -

whereby the user created imape is provided in & format and
through a medium by which the user creaied image can be
tation, and game play of 8 video game. The video gamw
design complements this, and game intcpration mcans afe
provided for mapping user created image data inio the video
jgame system structure such that the user image Is integrated
into the video game play and pecsentation. ‘

2 N

A game image and logic strocturing is provided such that
user crealed image dais can be easily integrated into the
game structure for integral operation in a monolithle and
hamogensous fashion. A class of games is made possible,
which are playable under whaiever rules are set forth by the
game cresior, wherein all of these pames integrate with the
various ones of the user created visual images through a
common format and methodology. Means for user image
crealion allows Lhe user to input the user's player represen-
tative characeers. This input can be by sny one of a mmber
of means such 18 by original creation by the user by any
means (from andio malysis to & graphics devclopment
system, by user asscmbly of predefined objects or segments,
by digitization scan of mn external object such as of a person
by video camera or & photograph or document (by a scanner,
eic.]). The user image creation sysiem creates a mappable
{absolute or virwal) Enk of the vaer defined images for
integration into other graphics and game software packages,
such as whese the user defincd or created visual imagey are
utilized in the video presentaion of the video game as 3
software function such a3 onc or more of the presclected
character imagery segment(s) associaled with the user’s play
of the game or a3 & payticular charscter or other video game
sofiware fonction im the game (¢.g., hero, villain, culprit,
etc.) and/or a panticulsr portion and/or perspective view of
a panticular charactes, such that one or more of the user
visugl images and/or sounds is incorporated into the audio-
visual presentation and play of the resuliing video game.

A user image linker system and methodology provide for

_user lmage wo application software mapping and linking of

user Image and integration dain (e.g.. such as io games
packages, graphics and other applications software, soond
synthesizers, high level language development software,
eic.), and further provides mapping and Linking of user
image and intcgration data 1o operating systems such as for
sundand personal computers (e.g., the Macintosh, MS-DOS,
WINDOWS, 0872, Apple ,CP/M, MSX, UNIX, Amiga,
¢ic.) and for video game operating systems (such as the Sega
Genesis, Nintendo NES, or Super NES, ew. Linkage ©
operating syslems can be structured in any conventional
manner such sz 5 callable subrouting, of an operating sysicm
function call (indcpendent of any spplication soflware).

In accordance with another aspect of the present inves-
ton, an adsprer interface sysiem couples into the video pama
spparatus, and provides mcans for the user W create ooe or
more user images, means for storage of formatied user
image daia onlo 8 siorage medium, and means for interfac-
ing with a video game sysicm to utilize the uscr image from
the storage medium.

In accordance with one embodiment of the present ioves-
tiom, there is provided s video game interface adapier
sysiem, compeised of a video interface for utilization of
video from s extemal video source (e.g. camen, VCR,
eic.) for digitizing, (ormatling and storing the external video
source image a3 user tmage dafa and sioring the formaited
video image dais onto the stonage medium, which can
thereafier be independenily utilized 1o couple the user’s
formmied video image (o the video gams sysicm for incor-
poration thercin. A user image medinm interface connector
and sobsysicm, couples user vingl) image data from previ-
ously programmed user image cards for integration of the
user visual images into the vidco gamc pliy and presentation
of the video game to which the video pame
adapuer inexface system is coupled.

In accordance with another sapect of the present invea-
tiom, & home video game intercept adapter interface system
is provided, which couplcs Lo & video game sysicm and to the
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user image stomge medium, and which couples to non-vser
image based video gume software (cspecially valuable for
ust with preexisting game software), such that the intercept
adapter intcrface sysicm intercepts requests for respective
predefined character image dats which are associsicd with
the mser images, and substituies the respective Image data for
the user images in place of the intercepted images o
appropriate, in 4 manner transparcal 1o the existing software,
The intercept adapter sysiem ls coupled to the game con.
nector of & host ¥idoo game sysiem (“VGS™) whick provides
lhoﬂmhogmd:splly and an associated pame card/
cartridge containing the game softwae which provides
game data signals. The intercept adapter sysiem is com-
prised of an interface for coupling the game signals from the
game connccior 10 the adapter system. As intesiace couples
signals 1o and from the extemal game carkipe which
containg nies and instructions for an associated video game,
1o the adapter systern. An analyais system snalyzes the
signals associsied with the predefined characler imagery
segrocnts associaled with the useq images and sclectively
modifies cortain oncs of the game data signals 10 substitute
therefor the data signals for user images associaled with
presclected character imagery segments, and aclectively
oulputs the substituted ccrtain ones of the game data signals
in place of the initial respective oncs of the game dala
signals 10 the hosl video game for wilization therein,
whechy the ser image is associated with the presclected
character imagery segmenl 30 thal the user image is incor-
porated into the sudiovisual presentation of the video game.

In accordance with another aspect of 1he present inven-
tion, & sclf scrvice beoth can be utilized i vagious locations
supporting the sales of the user image in vidco gamesy, both
home and coin operated gamies. The booth provides a means
for permitting the user to creste and save the user informa-
tion on a slorage medium, which can then be more simply
coupled to an imerface connector on the home video game
sysicm or 10 an arcade game. The booth can also provide
atiract mode video game display presentations of various
different video game display presentations where the user
imagehinle;medinmthenmmmodovidwmdisphy
presentation, Alternatively, or additionally, a service buresy
mbeuh]mdmwov:d:mvicuvhmﬂ-hwwalkln

operations,

BRIEF DESCRIFTION OF THE DRAWINGS

These and other aspects of the present invention can be
better understood by reference to the detiled description of
the accompanying drawings, wherein,

FIG. 1A illustraies an embodiment of a nser image adapter
imterface systcm used in conjunction with a video game
apparatug, 3 user image swrage card, and a video game
software or firmware card, in accordance with the present

) invention;

F1G. 1B ilhnlmaﬂnnumuge adapter interface sys-
tem of FIG. 1A which additionally includes mesns for user
input of user visual images and siorage onio a user visual
image siorage medjum in accardance with the present inven-
tion;

FIQ. 1C illustrates the sysiem of FIG. 1A, except that the
storage card is coupled o an input/oulput port of the video
game apparatus instead of 10 the game canridge connecior,
in accordance with the present invention;

FIG. 1D illustrates & user image sdapicr interface system
providing for the coupling of the user images, a8 conpled via
a commuazications medium from either an image source or

4
from another video game system io accordance with another
sspect of the present invention;

FIQ. 1E illustraics sn embodiment of a uscrimage adapicr
interface systiem combined within a game card, used in
conjunction with a video game apparatos and in sccordanoe:
with the present invention;

FIG. IF fllustrates an expander sysicm for permitting
multiple storage cards (o be coupled o a single video game
system, in accordance with the present invention.

FiQ. 1G llustrates & general purpose adspter intesface
systcm for use with any sudiovisual source, in accondance

* with the present invention,

&8

FIG. 2A illustraies the adapter interface system of F10.
1A in greaier delail;

FIQ. 2B illusiraies the sdapter intcrface sysient of FIO.
1B ip greater detail, illusiraling ihe adapter interface sysem
with & video interface, an interface 10 the storage card for
user image gorage, and serial computer interface, adaped
for coupling o the video game apparaius, to the image
storage card and fo the game firmwarc/sofiware card or
cartridge, in accordance with the present invention;

FIG. 3 illustrates a presentation display mepping w logi-
cal and physical memory mapping diagmm in accordance
with the present invention.

FIQ. 4A illustrates the block diagram and dala logic flow
diagram of an Adapter Interface System such as in FIGS. 2A.
and 1B, with the additon of s Intercept Controller system,
in sccordance with the preseat invention;

FIG. 4B is a detailed block diagram of the adapter
interface system of FIQ, 3A;

FIG. 4C is a flow diagram of the i function of the
adapicr interface sysiem 110E of FIG. 4A;
FI0. 4D illustrates a fiow diagram of the i func-

tion of the adaptor interface 1108 of FIG. 4A;

FIGS. 5A-B illustrate various embodiments of an appa-
ratus by which users can input, store, and oblain a removable
storage card medium containing user images, in accordance
wilh the present invention;

FIG. 6 illustrates a process by which an oulside service
burcau can be utilized to create and provide the storage cand
medium conisining the user images, which storage cand can
be used with sy of the sysicms of FIGS. 1A-C and FIGS.
ZA-D, in sccordance with the presend invention;

FIG. TA illustraies a game cartridge for use with the
sysicm Hlustrated in FIQ. 1A;

FIQ. 7B illustrates » game cantridge compatible with the
system flustrated in FIG. 1B, and which optiooally may be
used with sysiem of FIG. IC where the siorage card is
coupled 10 an input/outpul pont instead of 10 the game
carridge, In accordance with the present invention;

FIQ. 8 illusiraies a personal computer based system for
one or both of user image development/storage and nser
image video game play employing the prescnt invealion;

F1Q. ’lﬂummhﬁcmfuﬂnmw
defloed video game; and

FlG.l.mummd:mmdimufndthpm
development system logic to the video game logic structure.

There are many complex subject arcas cooperatively
intertwined in the preseat isvention, and discossed in the
description hesein.

Ample texiual material documents cack of the subject
arcas. Therefore, in the interest of conciseness and to xid in
mose clearly understanding the present inveation, the fol-
lowing references are disclosed and incorporated herein by
reference.
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U.S. Pat. No. 4,521,014 eatitled, “Video Game Including
User Visoal Image.”

U.S. PaL No. 4,710,873, entitled *Video Game Incorpo-
rating Digitized Images of Being Into Game.”

There are a number of texts providing detailed informa-
tion on computer graphics, digitization sod formatting of
digitized video information, and interactive computer graph-
fcs, including data structures, algorithms and languages,
Five of the better books on the subject include, Principles of
Interactive Computer Graphics, by William M. Newman
and Robert F. Sproull, publizhed by McGraw Hill, copyright
1973, 1979; Fundamentals of Interactive Computer Graph-
ics, by J. D. Folcy and A. Vun Dam, published by Addicon
West Publizshing Co., copyright 1982; (second edition, copy-
right 1991); Procedural Elements For Compuler Graphics,
by David Rogers; Graphics Gems, edited by Andrew Glass-
ner; Digital Image Warping, by George Wolberg: Graphics
Gems I, edited by James Arvo; Interactive Computer Gra.
phis, by Wollgang K. Gilol, published by Premtice-Hall,
copyright 1978; Computer Vision, by Dana H. Ballard and
Chuistopher M. Brown, published by Prentice-Hall, copy-
right 1982; Digital Processing of Speech Signals, by L. R
Rabiner and R. W, Schafer, published by Prentice-Hall,
copyright 1978 by Bcll Laboratories, 1nc.; Tutorial: Com-
piter Graphics, Second Edition, by John C. Bealty and
Kellogg S. Booth, published by the Computer Society Press
of the Computer Socicty, Institute of Electrical and
Electronics Engincens, Inc., copyright 1982; Tworiol of
Selected Readings.and Ineractive Computer Graphics, by
Herbent Freernan, published by the IEEE Computer Society,
copyright 1980 and later puhlished documents by the IEEE;
SIGRAPH proccedings, 1981 w0 1991: Courss Malerials
from those proceedings. Additionally, there are numerous
epplication reports and data sheets and magarine anicles
regarding utilization of new iechnology, and existing tech-
nologies in such zreas as digiwl signal processing. video
image signal capturc, digitization, farmalting, starage, com-
pression, cic. There we also numerous reference materials
and off-the-shelf products available for audio capture, digi-
Uzation, formatting, compression and storage.

It is to be understood that the specifics of partculsr
lcchniques such a3 video and audiosignal capture, digitiza-
tion, storage, compression and formarting are not liodtations
on the present invention, as any of & number of available
techniques and technologies can be wtilized, including off
the shelf available producis ranging from stand-alone ays-
tems, chip sets, BUS-STANDARD plug-in board sysiems
(such as NU-BUS, IEEE-488, Mukibus I and II, $-100 Bus,
Standard Bus, PC-AT bug, Micro Channel Bus, esc.). Avail-
able stand-alone systerus, Subsets of technology of the kind
developed and used ja 2 1990 model of an Eastman Xodak
Company's “Hybrid Imaging System™ performed 6 megs-
pixel/second image scans, initially storing approximatcly 18
megabytes (3,078 8 bit deep samples) of daia for & 35 mm
film image (each sccond), image and dats compression of
3:1, compressed in real-time. The Kodak Photo CD System
takes images from 35 mm film, digitizes, compresses and
formats the image data for storage on disk to be replayed on
computer or television moniiors. The commercially svail-
able Canon 5til] Video Camera records images as single
Grames of video on foppy disk and with & Canon Digitizer

ataclonent; permits interface for storage s an ordinary

graphice file on a pcrsonal computer (e.g, Apple Macin-
twsh). In addition, the techniques and technologies being
brought to “virtual reality™ lend themselves to application of
the wser visual image in & video game invention md to the
teachings of the present invention :

3

b1

[

13

. are then used by the system to

6

Audio signals may be equivalently processed and wtilized.
These represent additional extensfons of the present inven-
tion. Audio signals go beyoud simple spoken words and
phrases, or explosions or other sounds. Audio xignals can be
analyzed and processed W generate voice parameters which
synthetically generate a voice
corresponding 0 and sounding like the sudio signals fram
which the volce parameters were modeled {e.g., the actual

user’s voice, tonal quality, pitch, etc.).

DETAILED DESCRIPTION OF THE DRAWINGS

Refering w FIG. 1A, a user image adspter interface
aysicm 110 is coupled to & video game apparatus 140. -
Coupling of clectrical signals between the video game
apparatus 148 and adapter interface system 110, incloding
address, dais, powcr, and control signals. The video game
appanstus 140 is compcised of & video game compuling
system including & microprocessor, ROM, RAM, a video -
interface (which may include its own video processor aod
video RAM or may utilize and share the fmction via the
microprocessos), which video iocrface couples through
mating connectors 143V G for coupling 10 a mating connec-
tor 142D on a display monitor 145. The video game appe-
ratus 149 also includes inputoutput (1/0™) which provides
for coupling of signals befween the video game computing
system vis connector 141VG and a user controlier 147 vis
counecior 141CN, where ons of more controllers 347 may
be coupled to a specific /O port, or where they may
alternatively be multiple /O ports for coupling of multiple
jnputs independent of one anotber. Examples of video game
apparate 144 include those manufactured by Sega, such as
the Segs of America, Incorporuicd's Genesis Video Game:
System which utilizes the Motorols 68000 microprocessor,
haz ROM, RAM, 2 video display processor, video memory,
8 soutd processor, 10 processing capabiliity, eie.; Nintendo
video game sysicms for the home including the Nintendo
Entertainment Systemn (NES) and the Super NES Sysiema
respeciively utilize eight and sixtecn bt processors. Many

" other dedicated videa game apparatus exist sach & from

Sega, Niniendo, Auri, NEC, Sony and others. The presem
invention 2130 exiends 1o include personal computers which
are operated a3 video game apparatns, whereby the adapter
interface system can be utilized as a plug-in board coupled
10 & computer elecironic signal interface bua (such ag in the
Apple 11, Apple Macintosh, IBM PC and compatibles,
Amiga, Next, Sun, Hewlctt Packand, eic.) or coupled 1o a
serial or parallel port therein The wer controllers can
provide multiple input means including, but not limited 10,
switches, joystick, keyboand, microphooe, and other meams
for usér input of stimulus 10 the sysicm.

The game caruridge 120A is comprised of a storage
mcdium (such as ROM or EPROM ar disketie, etc.) which
which in conjunction with the video game apparatus 148
provide a video game display presentation and video game
play with user responsive inpyL The adaptey interface sys-
tem is incloded within the storage cand 138 which is coupled
via outing connector 1315C to mating connector 131GC 10
the game cuntridge 120A for direcl coupling 1o the game
connector bus. This configuration works especially well
with games which wene created Lo look for user images ina
defined and/or scpanste address space and to sclectively
provide for the suhatitution of selected ceruln ones of
predefined game character imagery segments with respec-
tive uscr visual images. This provides & low cost adapter
interface sysiem, but requires thal some other exwernal
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means be utilized 10 s1ore user visual image daia onto the
slorage card as i described herein, This is a preforred
embodiment where the goal is low cost mass merchandising
and whete other means are provided for users to pet user
visual images stored as user visuad image data onto the
Swrage Card {e.5., soch as the systems of FIGS. 1B, SA-B,
and/or coordinated service-bureau processing for Swrage
Cards w give users vaer image data siorage.

In xcxordance with one aspect of the presemt invention,
the adapter interface system 110 provides image integration,
controlled via software (cither sclf-contained within the
adapter interface 118 or provided by & Game Card 128 or
stornge card 138) which links image data packets to game
software fonctions and which can then be incorporated into
the overall video game audiovisual presentation in combl-
nation with a predefined set of complimentary audiovisual
imagery scgments according 10 a predefined st of game
rules. Game software functions sre compesed of, for
examgle (1) facial views: front, side, smile, frown, happy,
sad, mad, and mean facial photographa, or a subset or a super
set or 8 different sex of these facial photograph views can be
used; (2} the user can create his or her own spacecrafl, race
cxr, hero, villain, weapon, monsics, or otber preselected
character functions (e.g., icons, sub-image identifter seg-
ments), eic.; andor (3) third party supplied user visual
images (e.g., clip art, vendor supplied substitule alternate
game character images, eic. Image integration can efther be
provided for via a universal software package for linking
nacy visusl image daia w0 all games of 1be user created
varicly (e.g. for muliple coss-platform compatibility), or
can be provided Iin numerous custom tailored sofiware
packages for cach game or group of games to permil aer
image data packels to be linked and integrated inio the
purchased game sofiware (e.g., for vendor-proprictary sys-
tcms),

Game display functions can optionally include Sub-lmage
Functions. Sub-Image Functions are any scparable portion

- of the prescutation (an element [e.g., arm, 1030, fa0e, ear,

hand, eic.} of & predefined charscicr image, ciel

User lmage data can repyesem video, audio, control and
other information (such as (1) signal parameter data (for a
multiude of purposes such as modeling and rendering, or far
alteration of Image data, for texture wrapping of a User
Video Image onlo a predefined character fmage so at o
effectively wrup the user image over the predefined charac-
ter image); (2) behaviocal profile rule data 1o adjust parwn-
cters for behavioral performance of a displayed character
imege; (3) macyo commands for uscr or adapier interface
system control of user image participation In the presents-
tion, ‘

Rcfaring to FIG, 1A and Table 1, a non-volatile storage
medium 130 (for example a Storage Card [EEFROM or/and
RAML, » floppy disk, optical, eic.) stores image daia packet
(i.e, JDF) files, and imnge intcgration sofiware Links the
DP files from the slorage medium 130 for combinational
mapping inio the spplication sofiware purchased video
game. Thereafter, one or both of real-timo play with the
resultant combinational mapping and/or storage of JDP files
onto a pon-volatile memory subsysiem pant of (or acparate
from, but attached) 10 the gome cartridge, o a8 o create an
integral acli-contained video game. Alternatively, the sepa-

8

rate nog-volatils TDP files can be utiized as part of the gane
initialization procedure, and .JDP files can be stored
read-wrie memory (le. or EEROM/RAM) 50 m to be
variable from game to game, or can be stored onto Smart
Cards, Game Card writable memory, floppy disk, etc., and
integrated Into the appropriste image files of the game, and
either (1) real-time be mapped into game pley or (2) auto- -
matically be intcgretcd st start up as a pest of the pame
initialization procedure whercafter those IDP files remain
pari of the game stnucture unless and unti] changed during &
future initialization procedure, Alternatively, or additionally,
the integration of User Images into the video game can be
changed in the-middle of a game play, such as by hitting a
swilch, or = & game sward,

TABLE 1
MEMORY MAP
Memory
Addrens
— oy
Yideo Gama Internal ROM (ypicaly
S KB » | MB)

Video Game Inttzual Wark RAM (iypicaly
HMEBwl+ME)

Video Game Internall Video RAM (ypicaTly
HIBwl+MB)

Gurme: Curtridgs ROM (typlcadly 256 KB
4.+ MB)

Siorage Cand (rypically 64 KB a0 | 4 MR)

Memory Address Space is detcrmined by the choice of
Video Oame Apparatus ("VGA™) 148, and usually by the
choice of microprocessors and operating software therein.
For example, & 32 bit physical address yiclds 4 Gigzbyte
(GB) of Address Space. However, the VGA aysiem 148 with

. stiached game cartridge and Storage Cand would typically

vse only from a few hundred kilobyles (KB) to a few
megabytes (MB), as shown in the Memaory Map ilustrated

. in Table L

Image data packets consist of image daty snd headers
witich identify what type of data they contain, dats regarding
the height and width of the image, data regarding the amount
of dats associated with each pixel, dais regarding whether
the pixel colors are desermined by a color look-up table (and,
if sa, cither a poinicy to or listing of the color look-up tablc),
dats regarding whether the data is compressed (and, if so,
pecessary information such as the type of compression
nceded to decompresa it), dels regarding scaling factor

i 10 sound data, and other duta normally associaied
with image data files such as the IFP paniad; etc.

A detailed discussion and DMustration of the JDP file
format and methodology is provided in the discussion of
Tables 1T and III hereafter.
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ADDRESS 00:  PACKET HEADFR

UTY SZB IN BYTES,

UEY SIZE IN PIXELS
ASSOC. PCI DATA

28

-l s

ADDER «<X1> USER DJAGE DATA

SIE INBYTES
3IZE IN PIXELS

 ADDRESSES ON GAME CARD FOR IC1
(hegine a8 Address U sd continues antil &
delimiter o Adddote XN

XI TD XN

For multiple User fmages, and/or & selection of multipls
Predefined Characier Images, bit flags are set in memory
locations in the Packet Header of the .JDP &le stored on the

. Storage Card. A predefined memory locations serves as &
Poinies Register and is loaded with the starting address for
the Table mmmm&%muwm
Table HL

TABLE I

MEMORY ADDRESS MEMORY CONTENTS

ADDR PR | 2z ]
ADDRZZ | SOF UT'e, # of PCYs |
ADDRZZ+1 | ADDR 00 for UT 51 ]
242 | ADDR 00 FOR U1 #2 |
Zen | ADDR 00 POR 18 0N l
Z+0 I ADDR 01 FOR PCI 91 |
Zsr | ADDR 05 FOR FCI 11 I
ZZ+E | ADDR 05 FOR M #N |

For new Game Card designas, the PCI data is read from the
Game Card {c.g., by the VGN or AIS) and is stored in &
writable storage area (of the Sworage Card or in the AIS
1100).

Many types of image input means can be provided, such

photml.wbomndenupeplqc.mpm
disk, still camers, microphooe, etc. Photoscannens can pro-
ndcmrﬂufumd:mmlphmop’apﬂcknmd

"

images. Video cameras can provide input of either Hve or
prerecorded images for convervion and storage as IDP files.
Uters can comect the equipment they already have at their
home to an adapler interface sysicin which connects to their
home video game system and game cartridge, as discussed
hereinafter. Special Booths (e.g., scc FIGS. SA-B) having
all pecessary equipment scll-contained could be placed in
stores which acll the video game apparams and game
canridge software, and a fee could be charged. Altematively
aSethmmnmp(eg..auFlG.S)mmwdﬁotuc

mail-in of photographs, VHS 1apes, diskettes, ec. wherein a
retumn Storage Card diskette, etc. with the IDP files on it is
sent by mail from one or move centralized mail-in sources.
For example, facisl views: froot, side, smile, Gown, happy,
sad, mad, and rucan facia) or a subset (& super

" set or a different set) of these act of facial photographs views

can be used, and & universsl structure can be created for
facia related games for each one of the vendos's or for all
vendor's by acceptance of a comowon JDP standard.

There aye mumerous video data fonnatting, compression/
expansion, encoding/decoding alternatives that exist, from
the well-known and published to the propriciary ones avail-
able for purchaseflicense such as fom board manufacturers
and game manufaciurers. Eastiman Kodak has s “PhotoCD"™
service which permits usens o have reguler camcra film
developed and up to 100 photos provided on & compact disk
which plays io a regular audio compact disk player, which
can be Interfaced into a computing system.

In the Mustraied embodiment, the structure standardizes
on relative offset and localion of IDP files, from the
beginning of the ADP files, such that individual IDP immages
can be uniformly sclecied for the appropriate emotion for
intcgration into the class of “facial” video games, or the
appropriate function for integration of the user visual image
into 8 UVI-game. Of course, the present invention extends
|&Jfbeymﬂfacnlmlohnd|,fdlbody.huﬂ;u
pictures or images of anything.

Addﬂwnany. in an altemate embodiment, wscr woice
signals (or voice modeling parameters therefor) are cap-
tured, digitized, formarted and stored, A user voice interface
system is provided, as a subsystem of the user image system,
providing for the input, captare, digitization, starage, and
famnin;oﬂb:uu'lvohimapulmbuldhm

Amhmed;chpt:mddb"lnohu'pwpleam
video games, (figuratively and literally) 8 rejuvenation from
the slump of the 1980°s where a threshold was reached with
games liks Pong, Space Invaders, Pac Man, and Zaxzon
Utilizing the preseat invertion, the human ego is brougit to
play in the garoe. Since (he user creates player representative
characicrs as well as other functional images for use im the
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play and/or display of the video game, the game presentation
is in fact pastially the creation of the user.

The usex’s image creation sysiern provides player repre-
sentative characier image puckets having u predefined file
structure, and can be used 1o determine the functional and
structural mapping of the nser visual imsge to the video
game md its software functions. In the illustrated example,
image dua packet files (“.JDI") are crealed for storage in
memory and on floppy disk. .ADP files represemt & method-
ology and structure which when uniformly followed allows
smooth integration of user cremed video images into & broad
range of differemt video games, commonly structured to
inlegrate with the IDP files. For stand-alone B
many methodology/structures can be selected from to opti-
mize a particular application.

In a preferred embodiment, user visual image data wtili-
zation is expanded beyond assoclative replacement pre-
dcfincd characicr images and cxisting game” display func-
tions. New game: displsy function can be created specifically
o ulllize user viswal images. For example, vser visual
images and/or associaled sounds can appear as & “news-
caster,” a “cameo guest, or a “synthetic actor™ with prede.
termined actions (cither functional or superfivous) during a
v‘ﬂwzmwhuﬂhucmcitlnnm:.mumyolhu
user visual images utilized in associstion with predefined
game character and game display functions. In the general-
ized non-video game andiovisual prescatation, icons of nacr
visual and sound images are intcgrated into predetermined
stored audiovisual presentarion.

In the preferred embodiment, each video game card 120
includes data stored” within itt storage mernory of the
address map table of displayable graphics functions, for use
with a character select program which explaing and allows
substilution of the availsble player character functions for
association with sclected image packeis,

These image packets can be created via many forms of
user image enlry, such as by direct user image input by input
stimulus devices such as a mouse, Bght pen, keyboard,
Joystick, or via a video or s1il] camesa, document scanner
meany, eic. Additionally, eniry can be provided by dealer or
factory support meant as discussed above, or via 8 commu-
nications link such as & modem.

Image dala packets can be converted from graphics ini-
tially created with any standard graphic, drawing or other
creation program (such as “MacPaint,” “PC-Draw,” “Coral-
Doaw," Adobe Nlusirator Phiotoshop, modeling programs,
CADI(CAM programs, custom or off-the-shell soltware
including Chartmaster, WordStar, ¢1c.), or can be created vis
image caplure (c.g., video camern originated input, which
can be digliized, compressed and encoded).

A convenion utdity (sofiware or hardware) can be used to
convent from standard graphics formats to the IDP format
and structure.

Game initialization and linkage 10 image dais packels can
be accomplished either {1} automatically during startup or
real-time during game play, or (2) by exccution of the
charucter select program which allows the prospective
player 1o display and eselect which player character o
associate with which game character function. As discossed
above, this can be provided sutomatically ss a pat of the
game Initializaton, or can be provided s & soltwars ulility
to ipitially rus beforc playing the game.

For sutomati¢ initialized character selection, the character
sefect program makes & copy and assigns a file name and
created a link table cntry, in the master game databasc, for
each association of the vser created video image with the
game function.

12

The Storage Card can also provide storage for saving user
game scores, parameters of specific games so the user can
continoe from where the user left off, ctc. Also, the Storage
Card can provide for system security dats storage.

FIG. 1B illustraies the user visual image adapter interface
system of FIG. 1A which additonally includes means for
user input of user visual images and storage onlo & user
visual image siorage medium in secordance with the present
invention.

Refewing 10 the user visval image adapler interface sys-
tzm 1108 in FIG. 1B, nwhiple addidonal subsystems are
present therein beyond that illustrated in the embodiment of
FIG. 1A. The adapler interface 110B is coupled via respec.
tive conneciors 121A1G, 131AL and 121AIV 10 the Game
Card 128, Storage Card 130, and Video Game Apparatns 140
via respeciive connecton 121GC, 13ISC, and 121VG.
These include a video imterface wubsystern 210 which
couples 10 8 video conncctor 113 adapted for coupling w an
external source of analog and/or digital video signal input,
such as a vidoo camcorder, video tape player, laser disc
player, cte, Additionzlly, a scrial interface subsystem 20 is
provided whick couples to serial connector 116 which is
adapted for coupling o an external scrial interface 30 28 W
allow for the transfer of image data from an cxtcrmal
computer or data storage medium in digital format directly

‘10 the adapter imcrface system 110B for formatting and

storage thereby, Game card intorface 261, storage card
interface 264, video game interface 263 and controller 262
comprise a common base system 260 of the adapier interface
1108, although controlley 262 also can be varied for FIGS.
1A versus 1B.

The adapier interface system 110D is adapted for coupling
10 & video game cartridge 120 and 10 the video game
cartridge connector 121VG of & host video game which
Includes a display 145. The adapier interface sysiem 110B is
comprised of =n interface 210 for coupling video source

- signals from an cxternal video source 1o the adapler system,

a storage medium 138 for selectively storing and selectively
oulputting user visual image data, a video processing system .
for converting analog video source signals received from the
exiemal video source to & digitized and formatied video
information dats signal responsive w the rules and instruc-
tion daia contained in control program storage memary
within or associated with the adapier sysiem, where the
display of the host video game is responsive to the video
information signsl W provide an audiovisual prescaiation
represeniative of a combination .of \he predefined video
imagery segments of the bost video game and the extemal
vidco source bascd video information signals. Audio input,
conversion and inicgration can additionally be b

The adapier imerface sysiem 110B is coupled 0 m
exiemal storage mediurm, such a3 & Storage Cord (e... Smart.
Card or floppy disk), which permits the coupling via exiernal
comnectors 131SC and 131AJ] which mate between the
adapler interface system 110B and the external storage
medium 138, t» permit the storage of formatied and mappod
image dais from the adapier intexrface system 3108 and for
storing & table of information regarding the mapping of the
image data, as well 33 identification of which types of image
daia are present, and where are they mapped into the storage
memory of the external storage card 130.

m:dapumlafm:ymmllonmﬂmnnlhem
creslion of user visual images, and the downloading of
graphic information for wtilization via formatting and analy-
sis to permil the transformation of user image information
(received hrough the video interface subyystem coupled o
comnecior 113 and the serial interface subsysiem coupled w0
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serial cormector 116) to be processed for proper slzing,
cropping, and identification (e.g., of poses) such as throegh
interactive communication with the user with sound and
visuals using the exiwcrmal monftor and speaker 14 and
otilizring the nser coatroller 147 and/or an additional input
mechanism to allow user interaction. Alermatively, the
edapter interface system provides for sulomatic processing
%0 23 lo ultimately provide formatted dats for stocage on the
external storage card 138 which com thes later be utllizod in
conjunction with the video game apparats 140 and the
same cartridge 128 to provide » video game wherein the
visual image fs imegrated into and becomes & pant of the
game presentation n place of a predefined game charcicr.

Referring to F1Q. 1C, an aiemate embodiment of FIG. 1A
Is illustrated, where & sworage card interface system 132 Is
coupled w an 1A port 140 vis IO comnectors 141VGS and
141SC, which storape card interface 132 couples to the
storage card 138 via mating conneciors 131SCI and 131SC.
This embodiment has cost advantages reladve to the system
of FIG. LA, but has slowcer relative throughput and daty rate,
This cam be partly compensated for by downloading 0 RAM
in the game cartridge 120C, or in the video game apparatus
140, The sdvamage of the sysicm of FIG. 1A is tha it
permits direct coupling to the computer system bus via the
game connector 30 that the storage card 130 can be directly
coupled into the memory space of the video game apparatus’
140 CPU mnd can be utilized within the addréss space of the
video processing system in & manner so 23 19 substinute the
user visual images for predefined game character images as
appropriate in accordance with the rules and instractions of
the game and the protocol and methodology of wdlization of
user visual Im

An alternative to FIG. 1C, utilizes an existing interface for
compact disk (“CD™) (or other exisling storage interface),
such as via an 1O Fort, 20 18 10 couple User Images from s
User Image CD for storage in memory of the Video Game
Systcm for use therein, Writable CD wechnology is adapiable
10 both a home adapter and a service burean approach,

Refemring to FIG. 1D, an alticmative sysiem of F1G. 1C ia
provided, where instead of providing an caternal storage
cand 130 for coupling to the video game appararus (via the
IO port or via the game connector bus (cither via an
interface adaptor system or via a Storage Card), the adapter
Inierface systzm of FIG. 1D provides a ielecommunications
link 150 which coupics via mating connectar 151 16 an
approprisie commumications bus or pateway 152, (such asa
phone line, modem connection or higher speed protocol) and
data is loadcd from a remote dats source via the telecom link
151 to the video game apparatus 148 for storags in memory
either in the video game apparatms 148 or oo the game
cantridge 128, which mcmory is read write RAM or
EEFROM which permits the user images w0 be used during
ths play and display of the video game. Nonvolatile read
wrlc memory pormits longer term storage of those user
visual images in the game card 3o Lhat they don™( need 4o be
reloaded fn the future unless changed. The telecom link 150
can be coupled to 1O port comecter 141VG via connector
1417C, or can altermatively be coupled to a connector on the
game cartridge 129 (a in FIQ. 1A in place of the siorage
card 130), or can be coupled to stomge card connector
L31AI of the adapter interface system 118 of FIQ. 1B, The
telecom link 150 can be used with the sysiems of FIGS.
lA—C.umaddedfnnm.Aoomplndistphyermd
interface or other local storage can altcrnatively be coupled
to the adapter interface system of FIG. 1D, in place of the

telecom link 150 which couples 10 a remote data stovage

SOUrce,

14

In & preferred embodiment as illustrated in FIG. 1B, for
new user image game designs, the game card 120A containg
logic 125 1o ausomatically map user visual images into the
memory space of the game card 120A. When the Storage
Card 130 is connected via conneceors 131SC and 131GC 10
tbe game card 120, the uscr images daia sets (IDP files)
contained o the Storage Card are mapped into the appro-
priste memory space of the game cartridge, o as o override
the selecied or default predefined cheracter images. The
gaune catridge 120 will play cither with or without the
Stornge Card 138 attached therelo. This is prefaably done in
& manoer transparcnt to (he microprocessor of the video
game apparatus, using decode Jogic in the Storage Card 138
or game cartridge 120A.

Referring to FIQ. 1F, expander rystem 131EX permils
multiple veers 1o cach and all sirultaneously couple their
individual storage cards 138 to the video game sysiem 140,
80 83 to permi each user to have a respective user image
associated with a respective different predefined characler
image or game display function or sudiovisual b
con. The storage card connecior 131SC is adapied to couple
1o the storags connecior for coupling the storage card into
the video game system (e g, 1IIGC of FIG. 1A, 131AI of
FIG. 1B). Interface and buffer circvitry 138 buffer and
expand the connector interface from one W foor, and simul-
taneously couples the storage cards into the video game
system. Interface subsysicra 138 also provides additional
address seloction 20 as to permit the video game sysiem Lo
scparately identify and utilize each of the multiple starage
cards and the nsers images stored thereon,

Multiple norage carde, cach with user visval images for
adiffcrent user, can be coupled to the video game system for
user therein For games where multiple users will be pro-
viding storage cards with uses visual images, the connector
131 provides multiple connectors ellowing multiple siorage
cards to be inlerconnected thereta. The video game system
detects those games allowing muldiple user visual images
therein, for mulliple players, md additional detccts when
multiple oser visual image storage cards sre present, and scts
a flag in memory indicating multiple user visual image cards
are present, thereby enabling multiple sets of tables of
pointers for game display function and image data starting
address, one set each for each player having a eser visual
image siorage card,

Referring 0 FIG. 1G, andiovisoal image source 178
provides za audiovisual presentation oulput such as video
(video casseite record, cable or broadcest tclcvision, laser
disk, andiovisual, digital video tape, formatied image data
[e.g, PICT]), audio tape or disk, which output is coupled w0
a display 199. Adapier interface gystem 130 analyres the
output of the jmage source 178 and identifies and i
sclected predefined characler images of ithe audiovisual
presentation, substituting & user image from the storage card
138 coupled via storage card conoector 131SC from the
storage card 130 1o connector 131AIS o the adaprer [utes-
face system 180, or otherwise modifying the associated
preacntation, and provides and andiovisual outpast o drive 8
prescntation display/speaker 190, The adapler inerface sys-
tem 180 s funther comprised of video processor 132 which
provides digitization, formatting and other processing as
DecessMy to permit analysis of the audiovisoal image source

In a prefercd embodimenl, the adapler interface 130
couples black box syle o onc or moze storage cards and 10
a video monitor and a video source. The adapter imerface
sysiemn 188 can be stand-along or an aitachment coupled 1o
a video game sysiem or & computer system, This permits
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user fmage integration into any sourco of sudiovisual pre-
sentation,

Referring to F1O. 2A, there is illustrated an internal block
diagram of an adapter interface system 110 for uac with FIG,
1B where video interface 210 and serinad interface 228 are not
utilized, but otherwise comesponding functionally to FIG.
1A. The game conneclor 121VG from the video pame
apparaias 149 is coupled via connectar 121AIV 1o the main
control sysiem 250 which provides storage card interface,
game cand interface and video game apparaig Interface
responsive to control Jogic 250 which responsive 1o signals
from the game comnector bus 121, and from the game
cartridge 120 and game apparatus 140, In sccordance with
the rules and instructions contained in & read only memory
238 and utilizing & read-write memory 248, for a processar-
based logic 250 the control system 268 controly all aspects
of user image programming and interface, both during an
initialization mode and ongoing throughoot the game, coar-
dinating the addressing of the game catridge and storage
card and coordinaing the wilization of user visual image
data a3 appropriate o provide a video game system having
an audiovisual prescnisiion comaining the user Image.

Referring to FIQ. 2B, an sdapter interface system 110C
comrcsponding to the sdapler interface system 110B of FIGS.
1B and 1C is illustrated, wherein the coniral circuit 260 of
FIG. 2A is wmill present providing functional equivalence,
cxcept that additionally the control and coordination of

and formsiting of user visual image data is per-
formed by the adapler interface sysiem 1108 of FIG. 2B.
The interface adapter system 110C includes & video sub-
system 210 coupled 16 the video connector 113 for receiving
snalog video input from an exiernal video source. The video
subsysicra 218 provides for video signal interface, capture,
digitization, and formatting &5 user visual jmage data
responsive to the controller 260, for storage on an external
storage medium via the storage card conoector 131, The
outpit from the video subsystcm 210 is & digitized video
data outpul convened from the analog video input received
from the exiermal video source. Interface connecior 213 is
provided 1o allow direct input of digital viden input from an
cxiemal source, whereby the video xignal interface capture
and digitizasion of snalog signals section of video sbsystem
219 Is no longer required. Analog video in and/or dipital
video jn can be coupled 10 the video subsystem 210,
depending on 1he desired application. However, for cost
ciliciency and compatibility with most home users, an
analog video input is probably adequate, sd most cont-
effective. The inerface system 110 iy also comprised of a
serial intesface subsystem 220 which couples to the serial
connector 116 for coupling to external serial interface such
a8 R5231, RS2, cic. Serlal interface 220 provides for
UART, clocking, bufesing, and simple control logic, to
provide a digitized video daa ootput 221 from the serinl
intexface 220, which is coupled 10 the controller 260 for
appropriate formalting and storage on ss external storage
medium of user visual imaps data,

The controller ciuiry 268 is coupled o the game
cariridge connectors 121 for coupling 1o the video game
apparatus 148 and sepanaiely coupling to the game cartridge
128. Additiomlly, the controller circuit 260 s coupled o the
Storage Card connector and/or optionally the 1O port con-
nector where the storage card is coupled via an intexface
‘adapted for coupling via the 10 port connector, Certain
signals, such a3 power signals can be directly counpled from
one game conncctor 121 to the otz game connector 121, so
4 1o couple cenain signals like power directly from the
video game apparatus game connectot o the game cantridge

16
game comnector. These signals are also coupled 1o the
contro} circuit 260, for sclective coupling 10 the Slorage
Card 138 vin the storage card connector 131 coupled to the
comroller circuit 260. Allernatively, where the storage card
is coupled via the 1A0 port, coupling of signals is via the VO
pont connectos. The remaining signals from the video game
apparatus are coupled via the game comnector 121 to the
controller circuit 260 and wre selectively interfaced 0 and
[rom cither the storage card 130 vis connectors 131SC and
13MAI 20 the external siorage medivm 130 or via Whe
cutridge conncctors 121A1G and 121GC 1o the game car-
nation of access to the stornge card 130 for utilization of user
visual image data in sccordance with the present invention.

The controller 268, in the intercept embodiment, fn sddi-
ton (o those elements as described ahove with references w
FIGS. 2A snd 2B, al30 provides, intarcept logic functioning,
3 discussed elsewbere herein, such that the adapter interface
systern 1100 additionally provides the intercept function,
whereby non-user-image designed games can be otilized
with user visual image dats, whereby the adapter inerface
system 1101 selectively substnutes for certain game sofiware
characier fmage data with user visual image data for pro-
defined characier image data s0 a8 #o provide a video game
including the user visual image in the video presentation
thereof. As discussed in greater detall hereinafter, the inter-
cept function analyzes the signals to determine when it's
spproprisie 1o make snbstitutions of user visua] imsge data
for predefined geme characier data.

FIQ. 3 illustrates a presentation display to Jogical and
pliysical memory mapping diagram in accordance with the
present invention

In accordance with ons aspect of the present invention,
the user image creation sysiem ¢reairy # mappable absolnie
or virual link of the user defined images and sounds and
related paramctcry for intcgralion into other graphics and
game sofiware packages, such as where Lhe user defined or
creaied visual or audio images or parameters therefor are
utilized in the audio-video prescnistion of the video game ax
onc or more of the character imagery segment(s)
of sounds associsted with the uses*s play of the game or a8
o particular characier or other video game or softwane
function in the game (e.g., berd, villain, culprit, etc.) and/or
a particular portion and/or perspective view of a panicular
characier, such (hat one or more of the user visval images
and/or sounds is incorporated into the audiovisual presen-
tation of the resuling video game. A virualty mappable link
of ibe vser defined images is game independent 50 that i can
be mapped in a relocatable manner to fit into any address
space mapping compalible with the video game 0 which it
is being linked. In addition, the virtually meppable link
permits adaptation of the user defined image data 10 my
foematting structure for a particular game. Where a class of
games s created with & yniform farmat snd mapping, thea
an absolute mappable link of the usey defined image can be
utilized with games

Most vidoo games are designed with character-based
vidco prescolation display such as dispisy 10 on monitor
148, comprised of mulliple rows (a 0 m) of muliiple
characiens (s, to 3, to, m, to m,) each (For example, the
Sega Genesia wiilizes 28 rows of 40 characters each, where
cach character is 8>3 pixels ) A predefined characicr image
is a graphic which is comprised of one o more characters
which is associated with & vidco game display fonction

For example, & predefined character image may be com-
prised of display characters ag o &, by to b, and 4 10 ¢,
which are associsted with a game display function present in
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the audiovisual presentation 10. A Game Display Function
index 1able in memory 28 indcxes (addressed by the game
display function) o Image Data Packet Index Tahle memory
38 which contains corresponding information comprising
the proper memory starting address pointer Mapping data
can relatively define the image characters or caa define the
relative position of the predefined characier Image, Memory
20 cither within the video sysiem 11, can be distributed
physically s desired, preferably within VGA 110 or Storage
Card 130, or both.

FIG. 3 illusirates an alicrvalive comelation and mapping
of muliple Game Display Functions (“GDF"), as discussed
with reference 10 Tables 1 and IIL

When a selectzd GDF is sequesied from the Game Card
128 by the VGN140, the AIS110 imtercepts the request and
accesses the GDF Table 21M. Bach GDF number (¢.g., GD¥
#1, GDF #2) has a mcmory location serving 28 » pointey
an entry address for an associated User Image IDP iw the
IDP Pointer Table 22M (e.g., IDP#1, IDP#2), The Pointer
Tables 21M and 22M need not be physically ar lopically
contiguous, and can both be in the same physical memory 20
c_:c_anllephy:idlydimlbuwdhmphyﬂcdm
nes.

The JDP Table 22M entry address is a pointer to the
ADDR@ for the respective User Image JDP fils,

The video game soflware provides a default set of ini-
tialization valucs for the Table of Pointers by Game Function
andg in the Table of Pointers 10 Image Dats Packeta.

When & storage cand containing a user jmage is present in
the video game sysiem, then the video game system updates
the video game wables of pointers, (wherever distibmed

. physically [e.g., wilizing the game card memory, the storage

card memory, the adapter interface memory or the video
game apparatus memary]), either automatically or by user
selection process, (o identify and associale user imags duta
with a predefined game character or game display fonction,
providing s pointer to' the morage card address whers the
respective user image and/or parameter dats storage begins,
In a preferred embodiment, If the storage card is coupled to
the video game systcr at power-up of on restart, the storage
card loads ite set of initializalion values into the Tables for
Game Display Punction Poinier and Image Data Packet
Poinier.

A predefined protocod for kmage dats packets (e.g., start-
ing addreas, size of packet, thex number of bytes of image
data, pumber of bytes of mapping daia, saling facior, cic.)
permis variable size Images.

User images can be mapped (o a nnique exclusive address
space {reserved), so that the video game system addresses
selected active user visual images for the respective desired
gama display function.

Alcrnatively, selected active user Images can be mapped
w0 a coincidental address tpace W supersede (and replace)
respective image dats for respective pame display functions,
in a yanper similar 1o shadow RAM mperseding and
replacing its associated ROM address space.

The poinizr table memory can be contained within the
storage card, video game apparsius- or game cartridge. The
game cartridge’s having this memory would add s recurring
expense for every user visual image class of gome canridge,
whercas the other approaches result fa & one-time fixed cost,
making them prefemable o 1he present, Howeva, as tech-
nology cosis go down, EEPROM (and other) technology for
game cartridge memory may make il desirable 1o place the
pointer ahle memory in the game cartridge. Altermatively,
image memacy can be provided In the siorage card 139,
game card 120, or within the video game apparatus 140, This

4
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image memory is filled such a8 opon game initialization,
with ¢ither the default predefined character images or with
the nssociated user image.

Where there are multiple plancs of graphics wtilized in
constructing the video and sudiovisual prescatation, such as
spriie plunes, the vser vizual image cam be uilized in
constructing sprite plancs. Sprites arc well known and
utilized in the video game Scld, incloding in the aforemen.
tioned example of the Sega Genesis, and many other video
games and esrly homo computers. Por cxample, Texas
Instruments, Inc. has a past, TMS9918 sprite graphic chip,
and there xre mumerous prite graphic and plans layered
graphic chips availabla which could be utilized in conjunc-
tion with commercially available computing systems rang-
ing from microprocessors (0 compaters (personal o large),

In accordance with another aspect of the presemt inven-
tion, the user visual image is comsticted of signal
{nformation regarding synthesizing or modifying either oc
both of the video or sudio signal, which is then wtitized to
adapt the predefined character image or audio sound track
associated with ineractive video game display presentation
and game play, smuch that user visual image data can consist
of one or more of video image information, audio informa-
ton, or signal parameier dais rclating to either video of
andio or other control of signals or data, such that the actoal
integration of the user image into the video game can affect
or be affecied by one or ipore of backgrounds, environment,
faclal feature combination or modification of predefined and
usct visual image dota, wser voice data, special graphics and
audio data, erc.

It is w0 be undersiood that user visual tmage dats is not
restricted 1o video data alone, nor 10 user provided cala alone
in the senae that the user can obtain goaphics and image daiy
from third party suppliers, including the manufacturer of the
particular game cartridge and/or of the video game appara-
tus. However, any person or sysiem can provide Lhe siorage
card and couple the stocage card to the video game system
to clfect the user visual image in video game.

As mentioned clsewhere herein, technology from virtual
reality can be integrazed into the present Invention very well,
in many ways, For example, there aro three dimensional
input apparatus and display and modeling hardware and
sofiware whick permit user movemem, from hand move-
ment 10 facial movement, to be accuraicly tracked aod input
as coordinale parameter dats fm & multidimensional version
of a joymick. Furthermore, technologies exist to permit
scanned movement and even physiologically based input of
image data, such as by x-ray, infrared, sonse, audio, ultra-
sonic, eic. For example, & user of a video game can lotally
interact with snd control input 10 the video game via
non-invasive biological signal monitoring ranging from
meaturing & characteristic of skin impedance (e.g., resis-
tance capaciitance) to brain wave, heantbeat, body tempera-
ture, ctc, Thus, a user can wlilize biofcedback to control
pulse raie 1o keep enegy levels higher in the video game.
The higher the user’s pulse rate, the faster the user bums
energy and the faster the uscr must regain cnerpy by camning
R or finding it within the context of the video game rules.

Additionally, Inputting user voice daia (ranging from
predefined spoken wards contained on the user storage card.
0 usexr voice signnl data for use by & speech

parametes
- synthesizer) for sssociation (o user’s visual image data based

0 imerject the user’s voics into the video game. Methods of
integrating uscr audio images inlo the presentation include
simple direct feedback (e.g., when the user pushes a bution
and fires & weapon, s confirmation scport is spoken in the
nﬂ'lmmhn“p!uwnmrpedoﬁmd"w‘uusqud-
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ron launched™), a particular predefined character image
within the video game presentation can, whes speaking,
utilize the voice signal parameter data to mnde] a voice
syutbesizer in accordance with the user visual image dalm
voice sound parameter dala effect the integration of 1he
uscr's voice into the audio portion of the presentation
ayyociated with the predefined charactey image, cic. Thus,
for this example, the predefined character image speaks so
as 1o sound like the user. Instead of sounding like the user,
the voice signal parameter data can be for sy other voice,
or modification of user's or other volce or other sound or &
combination thereof, 30 a2 10 permit the utilization, of
famous (uvnder appropriste license), or other voices or
sounds in place of the predefined character defanlt voice
associaled with the vidco game sofitware contained on the
game card (s the system would operate if no storage card
were installed).

FIG. 4A illustratcs the block diagram and daa logic Aow
diagram of the Intescept Adapter [nlerface System compat-
fble for use within the Adapter Interface System of FIGS, 2A
and 2B, in sccordance with the presanl invemtion. An
intercept controller embodiment of an adapter interface

- sysiem 110B is coupled 10 & game cantridge 120, Siorege

Card (SXC) 130, and a video game apparatus 149. The video
game appasaiug is coupled to an external display momitor
148 and to user controls 147. The Intercept controller
adapter interface system 110E receives address-signaly 211
and control signals 213 from 1he video game spparatus 140
and selectively couples these signals o the game canridge
120 end Storage Card 130 via respective Game Card address
ard cootrol signals 222 and Storage Card address and
control signals 232, The Game Cartridge 120 or Storage
Card 130 responds 10 the respective address and control

signals 1o provide cither game card image data out 224 or’

Siorage Card image data owt 234 for coupling to the inter-
cept controller adapier interface system. 110E which pro-
vides a “video game data in™ oulput 214 for coupling lo the
vidco game apparatus 140,

Referring to FIG, 4B, a more detailed block dagram of
the inlercept comtroller adapter interface systcm 110 is
shown, comprising input buffers 211A, 213A, 224A and
2MA, which respeciively buffer the video game address
signals 211, video game conbol signals 213, the game
cartridge dats out signals 224, and the Storage Card data
output signals 234, for coupling of the respective signals 1o
the apalysis sysiem 260 of the intcrecpt controller adapter
interface sysiem 110E, which selectively provides address
output 222 to the Game Card 120 and address output 232 1o
the Storage Card 130 for output respeclively, to the game
castridge 128 or Storage Card 130, responsive to the analysis
systcm 269 determination and selection of proper address
output. The Swarage Card address buffers 2328 couple the
Storage Card address signals 232 to the Storage Card 130.
The Game Card address buffers 2228 couple the Game Card
address signals 222 w0 the Game Card 120, a3 seloctively
detcrmined and controlled by the analysis system 268, The
Game Card 120, a3 appropriale, responds by providing
predefined character Game Card image data ovtput 224 to
the Analysis Systcm 260. The Siorage Card 130 responds, as
appropriate, by providing User Image Storage Card duia
outp® 334 w the Analysis System 260.

The outpul buffer 214B sclectively couples data as pro-
vided by the analysis system 260 (0 the video game dalx in

_ signale 214 w0 the video game apparalug, responsive W 8
determination and analysis by the analysis system 268 a3 to

whether the Game Card data out signal 224 or the Storage
Card data out signal 234 is the proper signal for coupling to
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the video game apparatus as the data input Video Game
Image input 214 coupled o video game apparstus 148.

The analysis system 268, in conjunction with the remain-
der of the intercept coatroller adapter inferface system 110E,
provides for substitution of the uses’s image for the pre-
defined game character image in 8 manner transparent to the
original video game apparaius mnd the original game car-
uidge. Thus, existing video game hardware and game cx-
tridges can be re-utilized to cxpand the horizons of possi-
bilities of owdifications and play of tbe games. Updates can
be provided with new predefined graphics provided by the
manufacturer of the game apparatus and software via 8
Storage Card, Scis of “canned™ user visual and sudio images
can be provided by thind parties (via the Storage Card).

Thore are numercas ways to implement the analysis
system 268. For example, address and/or control and/or dats
signal snalysis, ming analysis, mate analyds, sipnsture
analysis, or other tranaform or analysis techniquet can be
utilized to identily wheo panticular predefined player graphic
character segments are being accessed and transfermed to the
video game apparstus 140 rcad-write memosy from the
game cud 120, and t the approprisie time, instead of
accessing the Sworage Card 130 and transferring dats ot 234
from the Storage Card via the intcreept controller 119 for
coupling vis the video game dats sigoals in 214 Lo the video
game apparatus 140. The substitution of user visusl images
is preferably automntic upon detection of Storage Card 130
being installed in ibe systerm, but can also be manvally
activated. For newer game cartridpes designed with a ok
feature, \he user can actually make selections and set wp
control when the Storage Card 130 is installed, via the user
controls 147, :

In n preferred embodiment, for each game, it is possible
to provide a mapped set of addreises associated with image
data for predefined character imape segmenta for thal pame,
and 10 siore those ddresses ag o table in memory, (prefer-
shly within the Swrage Card 130 or in memory in the
adapter inlerface system 110 or in the video game apparains
140. The Jook up table function can be provided utilizing
ROM, RAM, EPROM, PLA, EEPROM or through discrele
logic. The addition of a finile state machine, microcomputer,
o digihal signal processor permits the addition of many
functions, and can provide intelligent initialization and stant
up. However, in the simplest mode, where ouly decode is
needed, the processor from the video game apparatus 48 can
be utilized by the adapter ntexface system inlercept con- |
troller 118, Alternatively, a scparate Storage Card could be
provided which contsined the mapped set for one or more
particular game cartridges, and then a Sworzge Card 1IN
containing user visual images could be insenod upon
prompting via the display monitor 45, Whers & is not
possible to obtain mapped set address information from
review of the sofiware listing, or from the game detigner, it
is also poasible with analysis techmiques o detenmine a
signalure malysis technique bascd oa the control signals
and/or the video address signals cutput from the videp game
apparatus 40 and/or the game card dais out sipnals output
from the game card 120,

In conjunction with anothey aspect of the present inven-
tion, the inercept controller contains a storage table con-
‘aining the necessary rignaiures needed to pesform the
signature analysis for address snd/or data Bow analysis, state
analysis and/or timing analysis or a combination of those
and/or other techniques, which are accessed by an initial-
jzation program for the video game apparatus which either
automatically identifies or which allows the user 1o identify,
vin the user control 147 and the display monitor 145, which
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game cartridge game software package is being utilized. The
intercept conwroller 114 is then propesly initialized from hs
stored table of signatures, to approprintely intercept cortain
predefined character imagery scgment access requests by the
video game xpparalus and to cause the substingtion of the
user images from the Storage Card 138 into the video game
apparains 140 datz so that a vided game presentation dis-
played on monitor 145 by the video game 149 is responsive
to the user controls 147 md to the rules and instructions
comtained ia the Game Card 120 sofiwsre castridge and lo
the user visual images integrated in from the Siorage Card
130. Analysis means 268 rocogmizes those signatures of the
selected cevtain predefined character images, snd provides
certain signals {e.g., address and control signals) to obtalo s
user visual image. Obviously, when the Game Card 120 is
addressed and accessed, then the pame cartridge dats 224 is
coupled via the controller 118 10 the video game apparans
48 for use therein, for non-user visual images’ associated
addresses.

The method in accordance with the present invention of
utilizing user image data in the audiovisual prescntation of
the video game, is also extendible and applicable to any
diglized audiovisual The method provides for
analysis identification of a predefined image character
within the prescotation by amalyais of signals associated
therewith, and association of the predefined image with a
user image such that the user image is intcgraied into the
prescatation in place of the sclected predefined image. Thus,
the Intercept Adapler Interface System (1AIS™) of the
present invention is valuable im applications that extend
beyond computer based video games 0 include User Image
integration into any digitized or computer generated video or
animation presentadon. Examples include (1) interactive
cartoons 3 home (e.g., LAIS is coupled 10 the bome VCR
and TV); (2) interactive animations oc digitized vidoo (live
or recorded) ¢.§., such a8 visitors to Disneyland recelving a
User Image Storage Card at eniry. The Siorage Card is used
at each exhibition or attraction. As the user goes through the
cxhibil, befshe insens his/her card into & connector and
thereafter “participates™ in the display presentation; (3) a
service burean could permit “you” 10 star in your own movie
by inlegrating in “your User Image,” and mailing the inte-
grated movie back to “you.”

Referring to FIG. 4C, an istercept adapier interface 3ys-
tem 110C, baving subsystem components (113, 216, 213,
116, snd 220} is (Mustrated, wherein the controt circuit 260C
provides functional equivalence, to cootrol circuit 268 and
additionally controls and ooordinates tbe capture and for-
matting of user image daia. The imerface adapter system
110C includes a video subsysicm 218 coupled to Lhe video
connector 113 for receiving video input [rom an
external video source, The video subsysiem 210 provides for
video signal intexface, capturc, digitization, and fonmatting
a3 user visual image data responsive to the controller 260C,
for storage on an external storage mediom via the siorage
card eonnector 131. The output from the video subsysiem
210 is a digitized video data output 211 converied from the
analog video input received fiom the exiernal video source
which is coopled to multiplexer 265 which has its oulput
coupled W controller 260. Intcrface comnector 213 is
coupled w allow direct input of digital video input 212 from
an external source which s coupled to mahiplexer 265
which has its output coupled W contraller 268. Analog video
in and/or digiwl video in cam be coupled to the subsystem
110C, depending om the desired application. Howcver, for
coxt efficiency and compatibility with most home uscrs, an
analog video input is probably adcquate, snd most cost-
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effective. The interface system 110C is also comprised of 2
serlal interface subsystem 224 which couples to the serial

toning as discussed elsewhere hersin such that the adspler
interface system 110C additionally provides the imtercepl
function, wherchy the adapler interface systemn 110C selec-
tively substitules user image data for predefined character
image daia w0 m W provide an sudiovisual
which includes the image inlegrated therein. The
function analyzes the signals 10 determine whea ft's appro-
priate to make substitutions of user image data for pre-
defined game character dais.

Fchdeogmlysumlhcmllymnllhadlpuud

dsta and transformation into 8 user visual image

modified prescotation must be performed in near realtime of
realume, such that the ueer selected image is tracked and the
sssociated user image is wubstituled therefor or otherwise
utilized If suddeoly a lage displaccment occurs the display
of the entire display presentation {s scanned (0 detect the
sclected image. Small displaccments are tracked and pre-
dicted by extrapolation and history. For video graphics
signal {c.§., movies, animalion, cic.), which have been
digitized, the analysis and transformation can be performed
in leas than realtime (such as processing of an animation to
include user images in addition to or in place of preexisting
defined characters). If more user images are 1o be associa-
tively intcgraied are provided than normal predefined image
charscters which can be associsied theyewith exist, the
sysiem is capable of creating “extras” (in the acting sense)
of additional predefined characier images, associatively
Jinked to one of more pormal predefined images, to permit
large numbers of wser images 1o be incorporated inso the
display presentation of the processed video. Thus, anima-
tions, such a3 cartoons, and even movics, can be user visual
image and/or sound image imegrawed Io accordance with the
teachings of the present invention, in & manner transparent
to the original source of the video display presentstion.

Technalogy exists today to do this, although the cost of
cxisting sysiems at the present is still expensive relative to
the cost of & bomc video game system, However, for
amusement parks, arcades, circuses, movie companies, etc.,
the technology is within the budget of an affordable and
profitable project. It is anticipated that in the near futuse, (he
cosl of the iechnology will be greaily reduced down 10 the
cost where a block adspier box can be hooked betweea the
television and the vidoo source, and in conjunction with a
home video game syuem or 3 personal computer, of B
adapter interface box controfler, the user can provide user
visua] image integration into any mdiovideo presentation.
Broadcast programming and prerecorded programs cas be
modifled, elther delayed for processing or processed on the
fly a3 cutpul, to provide an audiovisual presentation whercin
the user image dala is integraled and forms a pant of the
sudiovideo presentation, as, of associated with, s predefined
charscter image.

Examples of technology utilized today which §s sdaptable
and has equivalents available for application to the present
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invention include Lhe lechnology used in colodzing movies
and cartoons for the movie film industry, and the technology
of digital editing suites used by Video Production studios
and services. Examples of Video Production Studio equip-
ment include those from Grass Valley which makes switch-
a3, Uliamstte, video distribution amplifier and Video Digi-
tal Video Disk Recorder, as well as technology for Texture
Wrapping by a “Deviation”™ product by Pinnacle. Inc., in
Ilincis. Additionally, many currently available video pro-
cessing boards (including sach boards as those from the
following U.S companies: Raster Ops, Imelligent Resoorces
Integraied Systems, Ine. [IRIS], TrucVision, Nutck, Grass-
Valley, Tckironix, Hewlet Packard, IBM, cic.), can be
adapied and wilized, or thelr equivalenis, o provide the

necesgary technology to Implement this aspect of the present 1S

invention.

The integration of the user created image data Into the
video pame system architecture can be stroctured in s
mumber of ways. Referring to FIG. 4D, a flow diagram of ihe

intexcept function of whe adapier Interface system 110B of 20

FIG. 4A Is illustrated. In the preferred embodiment dus-
traled relative to FIG. 4D, the wer visual image data is
integraled im0 the video gume (Step 905:) upon initializs-
tion (c.g., restart or power-up) (Step 918:), by the video
game apparatus 149 snalyzing the video game sofiware from

Gume Card 120 whick provides a key as to ity idenity,

which is utilized by the video geme apparalus processor 10
permil the loading of a mapping table within the adapter
intcxface systern 119 (or Game Card 120 or Siorage Card
130) 30 a8 to permit direct interception and substitution of
predefined characier images with user visual image
addresses with corresponding user visual images. The game
cartridge 128 can also be provided with the capability to
desclect itself for addresses which have been enabled on the
Storage Card 130 for olher crbodiments. Alternatively, the
game image data can be stored in the video pame spparaius
140, and uscr visval image dats can simply overwrile the
cofresponding predefined game character data which it is o
replace. Once (Step 9185:) the video game begins, and (Siep
920:) the Adapter Interface Systcrn 110 analyres signals
from the VGA140 mcant (o address the game card 128, (Step
930:) A decision is made a8 10 whether the address request
10 the Game Card 120 is one of those sssociated with a
predefined character image from the Mapping Table Daia s
stored in the memory of AISLI® 50 as o require & subsd-
mticn. Siep 340: If a substitution i to be made, then the
AIS110 accesses the mapping table and outputs & substilute
address 10 the storage card LM, coordinating complete
transfet control of al) address and data transfers needed o

substitute the user image data for the predefined charcier %0

image dala.

(Step 945:) If no subsiinution is to be made, then the
address from VGAJ40 msociated with the predefined char-
acter image is coupled o the pame card 120 from the adapter
laterface system AIS110. ‘

(Stcp 95€:) After an address is output to the storage cand
138 (Sicp $40) or output to the game card 120 (Sicp 545),
the next step (Step 950) is the wakt for the next address
output from the VGA140 1o the game card 128 associaied
with & predefined character jmage from the mapping table
data as slored in the memory of AIS110.

(Stzp 260:) A decision it made by the AlS119 a3 10
whether the next address is ane thal is 2ssociated with the
predefined character image to be associated with the user
image, If 50, Indicatod yes in FIG. 4D, the process continucs
by branching back (o Stcp 928:). )f the next address is not
one associated with the predefined character image from the
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mapping wable, indicaied o, then the process continves by
branching o Sicp 950. Thua, FIG. 4D illusirates a preferred
embodiment for the methodology for performing user image
inegration into Lbe video game’s audiovisual presentation in
accordance with the present invention.

In the preferred embodiment, the bser visual image data
is mapped into & vnique physical address space than that
used by the video game sofiware from the Game Card 120
and the sysiem software from VGA140. The unique pre.
defined address space is othcrwise unosed by the video game
apparatus or the game carridge sofiware, such that user
visual imeges can be directly addressed by the sysiem.
Alternatively, specific designated or fixed address space can
be associated with a given Game Display Function or
predefined character imape. Then, as part of an initialization,
or & sclection routine, the video game apparatus 140 can
selectively access the Swrage Card 130 instead of the game
cartridge 128 by sciting up a iable in the video game
epparatup RAM which permits # to direclly address he
storage card 130 memory insicad of the pame cartridpe 128
mecmaory, ciminaling the nced to intercept at all, as to those
Game Display Functions or predefined characier imuges
represcoted [n the Table,

By knowing thc mapping of ccrtain predefined game
character image scgments for each respective video game,
and combining this with a knowledge of the mapping of the
uacr visual images on the Storage Card 130, the
controlier 110 analysis system 268 direcis the substitution of
user visual image daus for predefined game characier image
segments,

In accordance with yet another mpect of the present
invention, the video game can be made more personal and
exciting by utilizing actual vides imagery crcaled responsive
10 uper inputs al the individual game apparatus. This aspect
of the invention can be utilized in either & stand alone video
game, or can be utilized in & multi-user game, cither dis-
tributed or centrally contralled.

Audio presenistion can likewiss by associatively inte-
grated into the andiovisual presentation using actual sounds,
sound parameters and synthesis of sampiers, eic

"~ Relerring 0 F1O. SA, a video game console is shown

which can function as (1) a stand alone video game, (2) mn
individual user apparatus for coupling to 8 multi-user game
system as described elsewhere herein, and as tanghn in U.S.
Pat. No. No, 4,572,509, by the present inventor; and/or (3)
a system for the vser to create user visoal images and to
output the user visual image (UVI”) data for siorsge on 8

- removable non-volatile siorage medium, and (4) optionally

to demonsiraic sa sitract mode for UV games using the
stored images. The structure, electronically and Jogically, of
the video pame system 308 is shown In FIG. SA. The video
game 1ysiem 300 includes a processor 302, memory 303,
1/Q 304, and video output 305 sub-systems, and can be a
personal computer {¢.g., Macintosh or IBM-PC compatible)
based or video game veador hased hardware and software.
The viden game system 300 has a video image input means,
33 (e.g., video camera, VCR, scanner, etc.) which provides
the necessary hardware to input and digitize, process, for-
mat, and siore a visual image of the user or ma image
movided by the user. This mode may be selected either by
the swilch 348 or by input from the keyboard 359 and
positioning of the video image input mcans 33 can be
controfled via means of the joy stick 310 with the video
image ouiput being displayed on ihe displey screen 340 10
provide visual feedback to the user of the individusl game
apparalus of the image being digitized When the desired
image has becn digitized and fed back for display 10 the user,
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the user can provide an input stimulus, cither from the
keyboard 358 or via either of puth buttons 328 or vis volce
recognition, via spcaker/micruphone 360, ar via the switch
340, 1o canse the storage in the memaory of the zpparztus 308
of the user visual image data of the user Aliematively or
additicnally, the individual game spparatus 300 has the
necessary visual recognilion processing intelligence to auto-
matically scan the video image input source 330 (e.g., video
camera) across the nser and select a video Image for sorage.
The system cap also differrntiate the subject from the
background. Alticrnutively, ihe user can create images using
the video jinput image means 339 and/or the inputs of the
keyboard 358, joy stick 310, switch 340, eic., which cabi then
be selectively associated with one of a plurality of prede-
termined imagery ideatifier segments, 10 create an audiovi-
sual display.

The user created visual display, elther of the user or of the

. user crealed visual imagery, can then represent that nser or

any predefined character in the video gume aodiovisual
preseniation, elther for a stand-alone game, or for & muli-
user video game. Thus, for example, the user can create his
o bor own specccraft, mace car, bevo, villain, weapoa,
monster, of other presclecied character functions {e.g., sub-
image identifier segments) which can then be incorpocated
fnio the overall video game audiovisual presentation in
combination with a predefined set of complimentary audio-
visual imagery sepments according to a predefined set of
game rules.

The video image input means 330 can be comprised of
one or more of numcrous commercially available imaging
aystcms. Solid state (e.g., charge couple device video sen-
sors) or video-tube based camers imaging sysicms, or other
techoology ea applicable, can be utilized in accondance with
this aspect of the prescnt invention. Various lens and focus-
ing arangements can be utilized, including vser controtled,
or antomatically conirollcd positioning, focusing and expo-
sure systems. Zoom, crop, cic. feahwres can be provided for
use in conjunction with the present invention.

Additonally, or altematively, other means of user mage
input can be provided, such as an optional document scanner
350 into which the user feeds & document (e.g., photograph,
cic.) for scanning, digitization and siorage in the manner as
described above for the video image inpul

A Storage Card intesface 380 fs adapied for the user to
connect 1o a Storage Card 138 for norage of User Visual

. Image data (and other dala as approprine) for removal by

the vser to 1ater connect 1o a Siorape Card interface on either
a video game apparatus 300 or om an adapter interface
system 110,

Relerring w FIQ. 5B, an wlicrnate embodiment of a user
visual image siorage card creation system is Mustrated, As
illustrated in FIG. 5B, & booth 40 contging all necessary
apparatus and sysiems to provide user development and
creation and/or modification of user visnal images for stor-
age, and to provide for the storage, compreasion, formatting
elc., io provide for storage of the user visual images onto the
storage card medium. The user enters the booth 400 and can
pull the curtain 478 to close behind him or ber so that the
buoth provides a private area with controlled Jighting and
tion onto the user for capture by the video camera 439 under
control of the control console 405 which can be & custom or

. scmi~custom computerized system design, or can utilize

semi-custom programming and periphenals in conjunction
with 8 personal compulsr Of micro of minicompuler.
Examples of personal compulers would include the Amiga
compier by Commodare, tbe Apple Macinosh, eic. The

10
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system of FIG. SB prefersbly includes one or more means of
image input as described with reference to FIQ. SA.

Referving 10 FIQ. 6, & Bowchant ilustrates the process for
a service bureau creation of storage cards from user pro-
vided image data, mich a8 VHS video tapes, eight millimcter
viden tapes, still photographs, Aoppy disks from compulters
comtaining digitized images, floppy disks from still cameras,
sudio inputs, and parameter dats for computer generated
video and sudio, siored on any medium.

The use of a service bureaw can exiend beyond video
gemea. These storage cands can be used for a ot more than
games. They could also be used to incorporale users into
new or existing roovies, allow users to preview how they
would Jock in new clothes, be uscd to sce how various
transformations (aging, etc.} would affect a user, exc, This
card could plug into & variety of devices other ihan video
games, such a» teleconferencing and sccurity.

As showa in FIQ. §, (Step 1010:) the vser starts (Step
1020) by providing the images o the sexvice burcau. This
can be dooe in various ways, such as an in-store program al
stores which sell the video game cards, video game appa-
ralus, systemu or relaled materials. This can also be done via
8 mail-in or 2 walk-in service, pot a3 pant of an existing store,
or via modem link. After the user has provided the images
1o the service bureay, different processing sieps are ulilized

. depending on the form of input (e.g., analog, digital, video

siill, video motioa, and sudio, ¢c.). (Stcp 1038:) A decision
is made as to which path is taken. (Step 1040:) For sudio, the |
input is prefersbly speech which is digilized and word
phrases sclected or model paramcicrs cxtracted. (Step 1041:)
If word phrascs are selected, then (Sicp 1042;) the process
provides formatting, mapping and stworage of the word

data along with the associsled mapping

phrase
information. Alternatively, (Sicp 1042:) if model pacameter

daws is present, the model parameter data is formaned snd
mapped for utilization by & sound synthesizer to openaie in
accondance with the moded parameters. (Sicp 1055:) If the
user imzges xre still motion, then the process continocs 10
digitize them if not already Qigitized, (Step 1052:) If the nser
imagcs are molion video, thea 1hey are first freeze-framed to
creale & atll, and digitized if necessary. From there both still
and motion video are processed simiilarly, in that (Step
106&:) a decision is made to select poses. If yes, (Swep 1080:)
camed poses sre selected, mapping data and formatting is
generated, and the image data and mapping data are stored
onto the storage card medium. If mo poses are selected (Step
1079:) then the image data is formalied, mapped, and siored,
for use and assignment to particular game functions other
than poses. If model parameter data is present, it is formanad
and mapped for utilization in presentation generation.

It is 10 bs undersiood that the process itlustrated above
with reference to FIG. 6 is exemplary and that many other
options and vaistions are possible,

Referring w FIG. TA, one embodiment of an apparams by
which uscrs can inpyt and slore user image data and obtain
a removable storage card medium containing user images
théreon is itustrated. The game card (or certridge) 120 of
FIG. $A includes both the nonvolatile storage memory 123
{ruch 13 ROM or EPROM) containing the game software
and Jogic, and a writable nouvolatile memory 123, such a8
RAM or EEPROM (although volatile memary could be used
in thoae applications not requiring the memory function of
memory 123 be maintained when power is removed). The
memories 122 snd 123 are coupled to adapler intesface
controller 24, which is also coupled to the game connector
121, The game cartridgs illustrated in FIG. 7A is corpatible

“with FIGS. 1B, I1C, and 1D,
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Referring to FIG 7B, an alternaie game card including the
norage card interfyce §s iNustrated. The game catridge 120
of FIG. 7B iy iMusirated as game cartridge of 120F of F1Q,
1B The memories 122 and 123 are coupled to adapter
intesface 128, which is also coupled to the storage card
connectar 131 and to the game connector 121, The game
cartridge in FIO. 7D is usable with the systems of FIGS. 1A,
1B and 1B, )

It will be apprecisted that numerous other coaflgurations
of gamnt canridges can be provided, including different use
of memary, use of only a single nonvolatile storage memory
without a second memaory, the addition of processing power
and/or control logic, ctc., as the applicstion and cost con-
straints dictate.

The writable memory 123 of FIGS. TA atd 7B ks 2
variable/optional component of the game card. When
present, the size of the writable memory 123 can be fixed or
can vary depending upon the application or scope of appll-
cations 1o which it is expecied to function in. The memory
123 cas also provide additional processor, scratch pad and
bulfer memory srea to support additional computatonal
needs of the processor o support the analysis and intcgration
process of the present invention, Where an interface adapter
unit i3 present, it can conlsin writable memory and/or
additional special processors, and the memory 123 is not
required 1o perform scratch pad memory functions for the
processor if there is sufficient other memory present. Addi-
tionally, in new video game or other eudiovisual presents-
tion systemg, or by retrofitting old game systems, additional
memary can be provided for uscr image integration utiliza-
tioa. The writable memory 123 providés local siorage for the
downloading of user image data, cither from the storage card
via direct tink or via transmission downloading such 2 via
modam, and provides for the Joading and soring of the yser
image data into the memory 123 for retention in the game
card (hereafter without | requi of atachment of n

storage card thereto, Thus, the user image daia Is thereafier .

acccssible as a part of the game card subsystcm unicas and
unid modified.

The use of the wrilable memary 123 also permits machine
specific considerations regarding resolution and formatting
of the vser image data including video resolution and video
formauing as well a8 data structure and image mapping
considerntions. Additionally, machine specific consider-
ations regarding vicws and rendering can be provided for.

Referring 10 FIG. 8, a system embodying the present
invention fs illusirated. A ccotal computer sysiem S10
having & secondary storage means 511 such as g disc drive
or Storage Card is coupled to & keyboard 520 and a display
device 521 (such as a cathods ray tbe, LCD, LED, eic.).
Additionally, the computer sysicm 518 Is coupled to a mouse
or other inpul device 530, a light pen 540, a joystick 550, a
document reader 564, and a camera 570, Depending on the
particular needs of the user, the sysiem can comprise lews
than all of these accessories, but must have some sort of wser
input device, such as a keyboard 528, mouse 530, light pen
548, joystick with push buttos 550, documcnt reader 560,
camers 579 or some other type of computer daia input
device such as & modem providing iclephoric communics-
tion of digital dala Lo the system.

Refemring 1o FIQ. 9, the struciure of the user defined visual
image vidco game logic is illusirated. The center of the Jogic
structuse is the game rules 600. The game rules 609 intcrface
with the predefined funclion mapping logic 618 which
interfaces with both the predeicrmined video graphic objects
660 and the user defined videographic objects 678. The

game rules utilize the predefined function mapping lo access
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the predetermined and nser defined videographic objects,
which objects are then integrated into the visual display as
is described hereafter. Game rules logic 600 also Imerfaces
mlhadnphylogicﬂlwhdimmfmbﬂnd:splay

intexface logic €48 which provides for driving the video
display. The gamne rules logic passes the video-
graphic objects to the display logic which interfaces to the
display inlerface Jogic which provides for display of the
game sudiovisval presentation. Addidonally, the game roles
logic also interfaces lo the input/output logic 628 which
intexfaces Lo the input/output interface logic 658 The exter-
pal user input/output devices for the video game, such as In
Jjoysticks, light pens, keyboards, cic. are coupled to the
sysicm via the 1O interface logic €50 which translates these
inputs to a form compatible for transfer to the input/outpul
Jogic €29 which couples appropriste input/output data to the
game rules logic 600. The game rules Jogic 608 utilizes the
data from the inputoutput logie 620, and from the video-
mapping 614, w provide for a display presentation via the
display logic 630 and display interface 649,

Refoming to FIG. 10, the logical interface of the game
development system of the present invention o the video
game structuring logic of the present invention Is illustrated,
The game rules logic §00, predefined fonction mapping
Togic 618, IO logic 626, display €38, display interface logic
€40, 10O juterface logic 650, predetermined videographic
objects 660, ond user defined videographic objects €79, of
FIG. 9 are analogous (o the correspondingly numbered items
of F1Q. 8. Further, in accordance with the present invention,
the universal video game design sysiem interfaces to the
user defined videographic objects logic of the video game
logic, providing for downloading of user defined video-
graphic objecis from the user visual image in video game
design sysicm 1o the video game Jogic. The user visual
image in video game development system logic is comprised
of a pucleus of user video object development logic 708,
which intesrfaccs with user input interface Jogic 715, which
interfaces wilk keyboard interface Jogic 320, mouse inter
faco logic 738, light pen interface logic 340, joywtick inter-
face logic 750, document reader interface Jogic 360, and
camera interface Jogic 730, which each interface to the
respective keyboard 520, mouse 538, Hght pen 540, joystick
550, documcnt reader 568, and camera 570, of FIG. L
Additionally, where other input devices are otilized, addi-
tonal interface logic will be provided. The input device thus
is coupled into the univensal video game development
sysiem via the interface logic 720, 738, 740, 759, 760 and/or
778, via the user input interface logic 718, which couples the
dala to the wser video object developer logic 700, The user
video object developer logic 700 fs also interfaced to the
universal linker logic 718 and therefrom to the lizk interface
logic 775 which couples the final user developed video
.objects to the video game system Jogic 578. This can be In
the form of Joading files onto a disketie or hard disk, or 2 run
time loading of data directly into the compuler memory peior
lo running of the game program ow the game system, The
universal linker logic 710 provides the necessary functional
mapping to properly map the user developed video objects
into the appropriate locations and file names for the user
defined videographic object logie €76, such that the video
game system will funciion properly.

Tho systicma described with reference to the figures
hercin, czm all be built from presently available technology
as s necestary 10 implement al] functions herein, including,
but ot Yimilcd to (1) the recognition and/or ideatification of
Predefined Character Images and (2) the real-time Uses
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Image capture and association to the Predefined Character
Images, and, (3) the intcgration of the User Image into the
audovianl

While there have been described above various embodi-
menls of distributed video game systems for the purpose of

the manner in which the invention can be used 1o

advantage, it will be appreciated that the invention is not
limjted 10 the disclosed embodiments. Accordingly, any
modifications, variation, or equivalent arrangement within
the scope of the accompanying claims should be considered
w0 be within tbe scope of the inventjon.

What is claimed:

- L. A method of integration of a user image inio » pre-

defined sudiovizual image source, the method comprising

the steps oft

providing a user image;

mmm-pmmwmmnumm
image source;

then selecting 8 portion of the presemation outpot a3 &
sclected portion for user image associative integration;

then analyzing the presentation output associsted with the
selected portdon;

then integrating the user image with the selected portion;
end
providing a modified presentation output whercin the user
image is associated with and incgmted into the
selecied portion in the presentarion ouipar,
2. The method as in claim 1 further characterized in that
said user image is al least one of & video image, s andio
soundirack, sound paramcters for driving & sound synihe-

- #izer, control signals, and graphics parameters for driving a

graphic synthesizer.
3, The method as in claim 1 wherein said step of providing
a weer imago is further comprised of the step of:
providing for at Jeast ono of user ariginz] creation, mod-
fication and sclection of the user image.
4. The method as in claim 1 further comprising the sep of:
scaling the user image o it within ihe selected portion,
S, The method 28 in claim 1, wherein the predefined
prescntation output is comprised of a video game display
presentation.

&. The method as in claim § further comprised of the sleps
of:

pl't;nﬁngnimagedﬂpu&ﬂmpﬁ:imthmim;e

mvidinglfamﬂyofdlﬂ'uenlvdeommhwnhll
own unique predefined video game display presenia-
lion, wherein within the family each different video
respousive 10 sald image data packet
7. The method as lo claim 6, further charcterized in that
the image data packet is comprized of the user image data
and besder data relaied thawio,
$. The method as in claim § finher comprised of means
for detecting predetermined uscr actions during active play
of the video game during selected portions of the video game
display presentation, whereln said stzp of inegrating said
user image is furthey comprised of the step of:
intcgrating said uycr fmage into said video game display
prescataiion for selective associative substitution of the
user image in place of the selected predefined image
only responsive 10 said predetermined user actions,

9. The method as in claim 5, further chasacterized in that 63
said video game system twovides default game response -

rules, ficther comprising the sieps of:

30

modifying the default game response rulcs responsive o

the monitoring.

10. The method as In claim 8, wherein the user imepe is
method further comprising the step of:

adjusting behavional of the selected pre-

defined displayed fmage in the video game responsive
to the behavioral profile rule dats.

1L The method as in clalm 1 further characterized im that
sald user image is comprised of a plurality of user Images
from which one or more uscr imeges are selectively inte-
geated Into the modified presentation cutput,

12. The method of cisim 1 whercin the user image &
forther associsted with parameter data, the method fusther
camprising the step of:

altering the user image dats for texture wrapping of the

nser image onto the selected portion so as W0 cffeciively
wrap the user image over the selected portion respon-
sive i the parameter data.

13. A method of integration of an image from a secondary
source into a predefined audiovisual image source, the

providing a presentation ouput from the mdiovisual

providing a user image from the secondary source; and

providing a presentation archilecture baving means that
integrate and utilize the user image from the secondary
source 10 participate with predefined associative
actions in the oulput as an extra actog.

14, The method as o claim L3 wherein the
architecture bas means that provide for & plurality of inde-
pendent presentations, each separate and distinet from each
other whereln each integrales the user imape from the
secondary source to participate in the preseniation as =n
extra actor,

15. The method s in claim 13 fuwtber including the step
of:

providing a plurality of sccondary sources, each second-
ary source having a scparate extrs actor scparately
participating in the presentation,

16. An audiovisnal presentation adepter interface system
for wser image intcgration into & presentation output, the
sysiem comprising:

image means for providing user image daa representative

of the user image;

presentation source means for providing said presentation

output: . :
mﬂm&ﬂekﬂu‘fmaﬂaﬁummﬁr
ing .
means for sclecting a portion of the presentation output se
a selected portion for user image associative integra.
tion;

means for analyzing the presentation cutput to identify the

" sclected portion;

means for associsting the user image with the sclected

portion;

mears {of integrating said user image datg with ﬂn

selected portion; snd

presentation means for providing a modified presentation

outpat wherein xaid user image is integrated to form a
part of the modified presentation cutpus,

17. The system as In claim 16 wherein the presentation
source means is comprised of storage mesns structured ina
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predefined architecture amanged 10 have identifiable images
indexed within the predefined architecture, said system
further comprising:

means for providing coe or more user image dats packets,

each having an associated user Image, cach with i
own index, indexed within the predefined architectore;
means for selecting a partdcular identifiable image from
the identifiable images ws the sclected portion;
means for selecting at least one of the user image data
packets ag aclecicd user image data for association with
the particular identifiable image;
meang for integrating said seiected user image data inte
said predefined architecture by substituting the index of
the selecied user image data for the index of the
particular jdentifiable image; and

wherein the prescolation means provides an integrated

presentation output as the madified

responzive (o said predefined presentation image dua
and said selected user Image data, compeising images
wherein said selected user image in associated with sald
particular identifiable image.

18. The intesface system a8 in claim 17, wherein the video
game software provides the predefined presentation image
data, the system further comprising a user inpul apparatus
responsive 10 user provided stimulus, and & video game
apparalus responsive (o the video game software and the
user input apparatus, for providing video gams play and a
video game prescrtation that has onc or move predefined
game dizplay functions selectively associated with the par-
ticular identifiable image, which inlersct in the video game
presentation, said interface system further comprising:

means for selectively associating one of the predefined

game display functions wilh the particular identifiable
image for incorporation into sald video game andiovi-
sual presentalion responsive to the user image and W
the vser actively playing a video game,

19. The intesface system as in claim 16 wherein the
interface adapter means is sdapted for coupling 1o an sudio-
visual system providing for output of a presentation inchud-
ing a predefincd character having s default behavior patiem
of displayed behavior sesponsive Lo the user;

whereio snid interface sysiem is further comprised of;

means for modifying the default behavior paticra of the

predefined character responsive (o § measured physi-
clogical response of the user during presentation
wherein the presentation output is altered in response 10
the mensured physiological response.

20. The interface system as in claim 19 wherein the
audiovisoal sysicr provides an intcractive video game.

21. The sysicm = in claiim 16 whertin the presentation
means [ntegrales and utilizes the user iniage to perticipate in
the presentation outpul as an extra sclor.

23. The system a3 in claim 1§ wherein said presentation
means is comprised of one of & video wpe player, a video
disc player, 8 video game, and a computing systom.

23. The system as in claim 16 whercin said means for
analyzing is further comprised of means for providing &

‘least one of signaturc analysis, signal analysis, tinting analy-

s, state analysis, and ransform analysis,
24. The system as in claim 16, further compeising:
means providing for selection of the user image for
inclusiom in the mndificd prescntation outpot, whercin
the user image is associsted with a unique user image
display function which iy only present in response
the selection of the user image,
25. The system a3 in claim 16 wherein the user image fs
stored onto 8 scparate and removable storags mean,

13

L

[

32

26. The sysiern s in claim 16 wherein the user image is
siored onto 8 transporiable storage means and the presenta-
tdon output integratcs and uses the vser image from the
transportable storage means, when coopled thereto, 1o par-
ticipate in the prescmistion output s an exirs actor.

27. A method of inicgrating 8 tser voice image into m
mdiovisial prescatation of 3 vidoo game, the meihod com-
prising the siepe oft

sampling & user's voice:

snalyzing the sampled user’s voice W0 provide user voice

parameter dats representative of the user voice image:
storing the user voice parameter data;

synthesizing and interjecting the user's volos into the

video game sudiovisual presenlation responsive to the
user voice data comprising the step of nss0-
clating a particular predefined character image within
the vidoo game preseniation with the user’s voice 10
that when the particular predefined characier is speak-
ing, the user voice parameter data & input as a model
to » voice synthesizer which cfects the intcgration of
the uses's voice into the audio portion of the sudiovi-
sual presentation as associated with the predefined
characicr image.

28 A video game interface systcm comprising:

interface means for coupling to an existing video game

system providing a presentation output comprising
predefined images, seid interface means being scpanate
and removahle from said video game;

user image storage means containing daia for a user image

for association with a selecied predefined image;

the interface means comprising;

memfwmﬂynngthcwqumfwwedcﬂmdumm
o identify & request for the sclecied predefined
image; and

means for imercepting the requests for the sclecied
predefined image and substituting the user image in
place of the predefined image data, wherein the nser
image is associeted with and replaces the selected
predefined image in the preseniation output.

29, The systemn a3 in claim 28, further comprising:

expander means adepled to permit simulianeouy conpling

of multiple ones of the user image storage means, 30 o8
0 permit cach of the user image siorage means 10 have
a respective user image associaled with a respective
different predefined image; and

inzerface subsysiem means providing means for the video

game sysicm to scparately identify and utilize each of
the mukiple nser image storage means and the user
images stored thereon.

30. Tho sysiem as in claim 28 wherein the user image
storage means is removable and transportable from the video
game interface system.

31 The system ag in claim 28 wherein the user visual .
image storage meang is at Jeast one of & separate removable
transporiable cartridge, solid stase memory, and a compact
disk read caly memeory.

J1 A video game sysicm comprising:

wrilahle memory,

application sofiware including defail character image

dats having an sssocialed defsult character address;
means for providing & video game presentaton of video
game play responsive to the application software com-
prising & default video game presentation comprising
defaull characier images having associated addresses,
responsive (o no selection of 3 vser image;
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a non-volalile storage meuns for storing an image data
packet (IDP) file representative of a user image;
means for linking the IDP file from the storage means for
combinational mapping into the application software
for tbe video game; and
means for integrating the JIDP fils and the user image into
the presentation of the video game play:
tho fuule:ﬂnllaidmm”odanforimlnﬂMh
prescntation;

means for selecting one of the default character images a8 10

& selected defoult character image;
means for providing kry data associsled with the user
image dsts, and
mmfwhtegrﬁingnlﬂmlmpdauimosﬂlm
game prescolation whercin the user danis
mmdnspmﬂnmﬂ:h,dm.vm
dmhuﬁlimdmlondamppimlzbhwnﬁntb
writable memory providing an index for direct ftey-
updmwmbﬂimummmmimpdmh
output In place of the selected defaoht chanacter image.
33. The system a in claim 32 further characterized in that
said usexr image is siored oo a storage card, said system
comprixing:
means for storing video game play parameters for end of
game oa the storage cand prior to ending active game
play.
means for resuming video game play from a point in game
rules and logic for said end of game responsive to the
vidco game play parameters siored on the storage cand.
3. The system as in claim 32 wherein the oser imnge dats
is mapped into an allocated predefined addresy space that is
otherwise unused by the video game system and the appli-
cation softwarc, such thet the user image is dirccily
addressed by the sysicm, and wherein an address space map
table is provided which permils direct addressing of said
user image datn by the video game system wherein the user
image is integrated into said video game display presents-
ton.

35, The sysicm as in claim 32, wherein tbe user image is
ot [eas) ope of colow, size, graphics, shape, a digitized image
of the user’s facs, & user created original image, and & user
selected one of & predetcrmined set of visoal images. -

36. The systerm a8 in claim 32 wherein the means for
integrating avtomatically integraies ag a part of a game
initialization procedure of the application software, where-
afier the TDP files remain integraied in the vidoo game unifl
changed

37. The system as in claim 32 wherein said application
software is compriscd of an address map table of displayable
graphic functions, said syster fonher compelsing:

means for selecting 8 sclecied one of the displayzble

graphics functions;

character selection means providing for association of the

user image with the sclected displayable graphic func-
tion in the mudiovisual preseotstion, responsive to the
address map table.

38. The systcm a¢ in claim 31, wherein the displayable
graphic functions sre comprised of defsult displayable
graphic fimctions and non-default displayable graphic fune-
tions crcated especially to utilize the uscr image, whereln the
video presenlation is comprised of 3 default video
tadoncompdndo(hdcfauhﬁsphyabbwhicfme—
tions, and e non-defanlt video

bmhﬂndd'mhaddnnm—ddmltdisﬂ:ﬁhpapucu

functions and provided responsive 10 the characier selection
means,

34
39. An adapter interface system for coupling 1o a. video
game sysicm compriting video game application software

pmvicﬁngfwlsdf-nmnmdndmpmhmnaw
: comprising:

means for providing s user image;
integration means for mapping the user image inip the
pmmmwmumemmmmm

ciated predefined actions uniquely associated with only the
user image.
44, The system as in claim 42 further comprising:
means for providing audiovisual presentation data for the
Koviseal i

means for identifying defined postions of the sudiovisual
presentation data for integration with the formatted
uscr-image dats;
mhmmgdwlmnzﬂdmmgdﬂamﬂl
the defined portions of the sudiovisual presentation
_data w0 provide integrated imape data;
meany for providing an integrated sudiovisual presents-
tiom responsive to the intcgrated image data
45, The systera of caim 44 wherein the sudiovisual
presentation Is sssociated with & video game system oper-
ating responsive 1o a predefined stored gamo program bhav-
ing a stucture wherein the formanied user image data is
selectively mapped to be associated with a predefined gams
function.

46. An cnicrtainmeat system comprising:

an sudiovisual sonree for providing signals to be viewed
a3 a presentation;

np:emﬂmsyumfuﬁspl:yingmedgn:hmpu-
sive to the audovisual source;

storage means [or storing a user image; and

controller means for analyzing the signals, and for sclec-
tively modifying the signals to integrate the user image

Copy provided by USPTO from the CSIR image Databass on 02-01-2000



L.
«

._C_?’;ISEZ 1:02-cv-08403 Document #: 3 Filed: 12/13/02 Page 68 of 125 PagelD #:185

5,553,364

a5
with predefined assoclutive actions into the presenta-
tion.

47. The systcm a3 in claim 46 further comprising means
for generating the user image.

48. The sysiem a9 in cleim 46 wherein the presentation
inclodes predefined characters and predefined images,
whereln the user image imeracts with (he predefined char-
mmmﬁu:mmmmmhm
grased into the

49. The system m in claim 46 wherein the means for
generating & user image comprises: °

a camers for generaling al east one image of the user, the

image being in Lbe forma of analog video signals;

an sudio transducer for generating an analog andio signat;

and

a converter for converting the video and audio

signals to digital video and sudio signals capable of
being stored on the storage means.

59. The system as in claim 46 wherein the siorage meana
s removable and separabls from the sysiem.

51. The sysiem s In claim 46 further comprising:

mfwnﬂﬂinlﬂnnuinmgebpuﬁdpauhh

presentation as an extra actor.

52. The system a8 in claim 46 wherein the storage means
is usable as 3 means for admitiance inko an catertainment
T,

53. The system 2s in claim 46 wherein there are a plurality
of independent sudiovisual sources each associated with a
respective one of a pluratity of independent ones of the
prescritation system.

54. A mcthod of intcgrating a user voice image into a
presentation oviput, the method comprising the steps of:

sampling a user's voice;

analyzing the sampled user’s voice to provide user voice

parameier data representative of the user voice image;
soring Lhe user voice parameter data;

synthesizing and interjeciing the user’s volce into the

Pprescniation output responsive 1o the uscr voice param-
eter daia comprising the step of associating a particular
predefined character image within the presentation with
the user’s voice 3o that when the panticular predefined
character is speaking, the user voice parameter data is
input as » mode] to & voice synthesizer thal effects the
integration of the user’s voice imo the presentation
oulptl a8 associated with the predefincd character

SS mmthodnhclumuﬁ:mnrchmwdudhﬂm
the plurality of sudiovisual prescntations are associated with
various anuisciment siiractions,

56, A video interface system compriving:

rocans for coupling to an existing video system compris-

ing sofiware providing requests for predefined images;
means for providing a presentation comprising the pre-
defined images;

storage mcans containing data for a user image for

association with a selected predefined image, the stor-

3

43

L}

36
age means being removable and tranzportable from the
video interface sysiem;
an intercept adapter interface system comprising:
means for analyzing the requests for predefined images to
idumfylmqnmful!nlelﬂedpm&ﬁndlmage;

mfuimpﬁuﬂzmquulheldmdm
defined image and substituting the data for the user
Image in place of the predefined image, whercin the
user image ks associated with and reploces the selected
predefined image tn the presentalion.

57, The sysiem s In claim 56 whercin the soflware is
stored in a software cartridge, the system haviog means for
coupling 1o the software cartridge, whercin the system is
coupled w (a) a bost vidco sysiem that provides the presen-
tation, (b) to the sofiware cartridge, and (c) to the storape
mems, the intercept adapier sysiem Further comprising:

means for associating the user image with a scleded

associaled predefined characies image;

analysis means foc analyzing the dats associated with the

sclected associated predefined characier image and
selectively modifying certain ones of the ¢aia 1o sub-
stitute therefor the associated user image dats; and
mweans of providing the substiluted user image daia to the
presentation for use therein, wherein the user image is
associsted with end rcplaccs the ldcculptukﬁncd
character image in the presentation.

58, A sysiem for intcgrating an image from a secondary
source into a predefined sudiovissal image source, compris-
ng:

means for providing a presentation output from the audio-

visual image source;
meany for providing a user image from the secondary
source; and .

means for providing a presentation architecture having
means that integrate and utilize the user image from the
secondery source to participate with predefined asso-
clative action in the prescntation outpt os an extra
aclor,

59, A sysicmn foc integrating a user imape into a predefined
sudiovisual image source presentation output, comprising:

means for providing a user image;

means for selecting a image portion of the presentalion

outpu! as a sclccted portion for nser image associntive
integration,

means for analyzing the prescotation output associsted
with the selected ponion;

meana for integrating the user image with the selected
image portion; and

means for providing 8 modificd prescotation oulput
wherein the user image is associsted with and inte-
grated into the selected imags poron ia the presenta-
tion outpat.
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USER IMAGE INTEGRATION AND
TRACKING FOR AN AUDIOVISUAL
PRESENTATION SYSTEM AND
METHODOLOGY

This application is a continuation of the prior parent
application Ser. No. 08/645,678, filed May 14, 1996, which
is now U.S, Pat. No. 5,830,065 which is a CIP of Ser. No.
07/887,715 filed May 22, 1992,

This invention relates 10 predefined video and audiovi-
sual presentations such as movies and video games, and
more particularly to an image development system and
process for smooth integration of user-created images into a
predefined video presentation, including, but not limited 1o,
a video game player character image development system
and methodology for smooth integration of user created
video graphics into a predefined video, movie, or game
system, and to an adapter interface system which provides
for the utilization of a user visual image as a preselected
character segment, such that the user visual image is incor-
porated into the audiovisual presentation of the movie or
video game to which the adapter interface system is coupled.

Herelofore, video games and audiovisual presentations
have been self contained, and have not provided the ability
for the user to integrate in a user-defined or -provided visual
or audjo image. Subsequent to the invention of U.S. Pat. No.
4,521,014, video games have been created which utilized
predefined digitized images in the video game which supple-
ment the otherwise cartoon-like character and imagery of the
game, Additionally, digital and analog video data have been
merged with video games to get broadcast quality video for
certain aspects of the video display for the video game,
particularly in arcade games, but more recently in home
video games with attached CD-ROM player. However,
heretofore, there has been no system which has provided for
the utilization of user provided or created visual images in
the video game.

It is therefore an object of the present invention to
provide a system which utilizes an image generated by an
external source (of video and/or audio and/or computer
generated), and integrates the image into and as part of a
pre-existing andiovisual work (such as from a video game

system or a movie or animation) which utilizes the user's’

image in the video game play or as a synthetic participating
user image in the audiovisual presentation, such that the user
image is incorporated into the audiovisual presentation of
the user interactive video game,

It is further an object of the present invention to opti-
mally benefit from the user video and audio image in video
games and 1o develop a methodology for creating video
games compatible with user image integration concepts.

It is an additional object to provide a system and meth-
odology for orderly transfer and integration of the user
created visual image, or images, into the video game.

~ It is a further object of the presemt invention to provide
various means for users of video game apparatus 10 capture
and/or provide for placement and storage of the vser's visual
image onto a medium which can be coupled either via an
adapter or directly ic one or more game systems and/or game
cartridges which connect to the game systems.

BACKGROUND OF THE INVENTION

Video disk games and cartridge video games, where the
outcome is variable based on user input, are popular forms
of entertainment. They are in use in both homes and video
arcades.

30

35

45

55

2

Video games are typically played from a stored digital
program. These programs are made up of multiple images
that interact as instructed by both the program and 2 con-
troller operated by a user. There is no provision for inte-
grating a user image into the program unless a character is
present in that location.

Some amusement parks provide video entertainment by
Playing old movie clips incorporating select audience mem-
bers. A live camera capiures the audience member in front
of a blue background. The blue color is filtered out of the
signal from the audience member camera and the signal is
combined with the video signal of the old movie clip. This
gives the impression that the audience member is acting in
the old movie clip. All of this is typically done in real-time.

A problem with this approach is that a complete set-up is
needed (a video camera, a blue-screen, a compositing com-
puter system, etc.) and, the incorporation of the audience
member is crude in that the audience member's image
overlays the movie clip and is not blended into the movie,
Using this approach, there cap be no realistic interaction
between the audience member and the cast in the movie clip.
There is a resulting need for an entertainmem system Lhat
facilitates realistically integrating a user’s image into a video
presentation or video game.

SUMMARY OF THE INVENTION

The present invention encompasses an entertainment sys-
lem capable of integrating images into a predefined audio-
visual presentation. The system comprises an image genera-
tor that generales a user image of an amusement park patron.
The image is stored on a storage medium that is transport-
able, In onc embodiment, the storage medium is usable for
admittance into each of the entertainment areas of an amuse-
ment park.

An audiovisual source provides audio and video signals
received by a controller for integration into an audiovisual
presentation. The controller analyzes the audio and video
signals and medifies the signals o integrate the user image
into the andiovisual presentation. This enables the user
image to participate in the audiovisual presentation as a
synthetic actor.

In accordance with one aspect of the present invention, a
user image in video game or other audiovisual presentation
system design methodology and architectural structuring, in
combination with a user image development system, pro-
vides an environment whereby s user can create a video or
other image utilizing any one of a plurality of input device
means, and whereby the user created image is provided in a
format and through a medium by which the user created
image can be communicated and integrated into the audio-
visual presentation, and game play of a video game. The
video game design complements this, and game integration
means are provided for mapping user created image data
into the video game system stucture such tha the user
image is integrated into the video game play and presenta-
tion.

A game image and logic structuring is provided such that
user created image data can be easily integrated into the
game structure for integral operation in a monolithic and
homogenecus fashion. A class of games is made possible,.
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which are playable under whatever rules are set forth by the
game creator, wherein all of these games integrate with the
various ones of the user created visual images through a
common format and methodology. Means for user image
creation allows the user 1o input the user's player represen-
tative characters. This input can be by any one of a number
of means such as by original creation by the user by any
means (from audio analysis to a graphics development
system, by user assembly of predefined objects or segments,
by digitization scan of an external object such as of a person
by video camera or a photograph or document [by a scanner,
etc.]). The user image creation system creates a mappable
(absolute or virtual) link of the user defined images for
integration into other graphics and game software packages,
such as where the user defined or created visual images are
utilized in the video presentation of the video game as a
software function such as one or more of the preselected
character imagery segment(s) associated with the user’s play
of the game or as a particular character or other video game
software function in the game {e.g., hero, villain, culprit,
etc.) andfor a particular portion and/or perspective view of
a particular character, such that one or more of the user
visual images and/or sounds is incorporated into the audio-
visual presentation and play of the resulting video game.

A user image linker system and methodology provide for
user image to application software mapping and linking of
user image and integration data (e.g., such as to games
packages, graphics and other applications software, sound
synthesizers, high level language development software,
etc.), and further provides mapping and linking of user
image and integration data to operating systems such as for
standard personal computers (e.g., the Macintosh, MS-DOS,
WINDOWS, 0S5/2, Apple 11, CP/M, MSX, UNIX, Amiga,
etc.) and for video game operating systems (such as the Sega
Genesis, Nintendo NES, or Super NES, etc. Linkage to
operating systems can be structured in any conventional
mannet such as a callable subroutine, or an operating system
function call (independent of any application software).

In accordance with another aspect of the present
invention, an adapter interface system couples into the video
game apparatus, and provides means for the user 10 create
one oOr TROTE user images, means for storage of formatted
user image data oato a storage medium, and means for
interfacing with a video game sysiem to utilize the user
image from the storage medium.

In accordance with one embodiment of the presem
invention, there is provided a video game interface adapter
system, comprised of a video interface for wilization of
video from an external video source (e.g., camera, VCR,
etc.) for digitizing, formatting and storing the external video
source image as user image data and storing the formatted
video image data onto the storage medium, which can
thereafter be independenily utilized 1o couple the user’s
formatied video image to the video game system for incor-
poration therein. A user image medium interface connector
and subsystem, couples user visual image data from previ-
ously programmed user image cards for integration of the
user visval images into the video game play and presentation
of the video game apparatus to which the video game
adapter interface system is coupled.

In accordance with another aspect of the present
invention, a home video game intercept adapter interface
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system js provided, which couples to a video game system
and to the user image storage medium, and which couples to
non-user image based video game software (especially valu-
able for use with pre-existing game software), such that the
intercept adapter interface sysiem intercepts requests for
respective predefined character image data which are asso-
ciated with the user images, and substitutes the respective
image data for the user images in place of the intercepted
images as appropriate, in a manner transparent to the exist-
ing software. The intercept adapter system is coupled to the
game connector of a host video game system (“VGS™)
which provides a host video game display, and an associated
game card/cartridge containing the game software which
provides game data signals. The intercept adapter system is
comprised of an interface for coupling the game signals
from the game connector to the adapter system. An interface
couples signals to and from the external game cartridge
which contains rules and instructions for an associated video
game, to the adapter system. An analysis system analyzes
the signals associated with the predefined character imagery
segments associated with the user images and selectively
modifies certain ones of the game data signals to substitute
therefor the data signals for user images associated with
preselected character imagery segments, and selectively
outputs the substituted certain ones of the game data signals
in place of the initial respective ones of the game data
signals to the host video game for wiilization therein,
whereby the user image is associated with the preselected
character imagery segment so that the user image is incor-
porated into the audiovisual presentation of the video game,

In accordance with another aspect of the present
invention, a self service booth can be utilized at various
locations supporting the sales of the user image in video
games, both home and coin operated games. The booth
provides a means for permitting the user to create and save
the user informnation on a storage medium, which can then
be more simply coupled to an interface connector on the
home video game system or to an arcade game. The booth
can also provide attract mode video game display presen-
tations of various different video game display presentations
where the user image is integrated into the arract mode
video game display presentation. Allernatively, or
additionally, a service bureau can be utilized to provide
services via mail-in or walk-in operations.

These and other aspects and artributes of the present
invention will be discussed with reference 10 the following
drawings and accompanying specification.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1A illustrates an embodiment of a user image adapter
interface system used in conjunction with a video game
apparatus, a user image storage card, and a video game
software or firmware card, in accordance with the present
invention;

FIG. 1B illustrates the user image adapier interface sys-
iem of FIG. 1A that additionally includes means for user
input of user visual images and storage onto a user visual
image storage medium in accordance with the present inven-
tion;
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FIG. 1C illustrates the system of FIG. 1A, except that the
storage card is coupled to an input/output port of the video
game apparatus instead of lo the game cartridge connector,
in accordance with the present invention;

FIG. 1D illusirates a user image adapter interface system
providing for the coupling of the user images, as coupled via
a communications medium from either an image source or
from another video game system in accordance with another
aspect of the present invention;

FIG. 1E illustrates an embodiment of a user image adapter
interface system combined within a game card, used in
conjunction with a video game apparatus and in accordance
with the present invention;

FIG. IF illustrates an expander system for permitting
multiple slorage cards to be coupled to a single video game
system, in accordance with the present invention;

FIG, 1G illustrates a general purpose adapter interface
system for use with any audiovisual source, in accordance
with the present invention;

FIG. 2A illustrates the adapter interface system of FIG.
1A in greater derait;

FIG. 2B illustrates the adapter interface system of FIG.
1B in greater detail, illustrating the adapter interface system
with a video interface, an interface to the storage card for
user image storage, and serial computer interface, adapted
for coupling to the video game apparatus, to the image
storage card and 10 the game firmware/software card or
carridge, in accordance with the present invention;

FIG. 3 illustrates a presentation display mapping 1o logi-
cal and physical memory mapping diagram in accordance
with the present invention;

FIG. 3C is a flow diagram of the intercept function of the
adapter interface system 110E of FIG. 3A;

FIG. 4A illustrates the block diagram and data logic flow
diagram of an Adapter Interface System such as in FIGS. 2A
and 2B, with the addition of an Intercept Controller system,
in accordance with the present invention:

FIG. 4B is a detailed block diagram of the adapter
interface system of FIG. 3A;

FIG. 4C illustrates an intercept adapter interface system
having subsystem components.

FIG. 4D illustrates a flow diagram of the intercept func-
tion of the adapter interface system illustrated in FIG. 4A.

FIGS. 5A-B illustrate various embodiments of an appa-.

ratus by which users can inpu, store, and obtain a removable
storage card medium containing user images, in accordance
with the presemt invention;

FIGS. 5C-H illustrate varions embodiments of the meth-
odology by which user images can be input, stored, and
utilized with a predefined presentation to create an inte-

Brated presentation outpw, in accordance with the present

invention;

FIG. 6 illustraes a process by which an outside service
bureau can be utilized to create and provide the storage card
medium containing the user images, which storage card can

be used with any of the systems of FIGS. 1A-C and FIGS. -

2A-D, in accordance with the present invention;
FIG. 7A illustrates a game cantridge for use with the
system illustrated in FIG. 1A;
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FIG. 7B illustrates a game cartridge compatible with the
system illustrated in FIG. 1B, and which optionally may be
used with system of FIG. 1C where the storage card is
coupled to an input/output port instead of to the game
cartridge, in accordance with the present invention;

FIG, 8 illustrates a personal computer based system for
one or both of user image developmentstorage and user
image video game play employing the present invention;

FIG. ¥ illustrates the logic structure for the user image
defined video game;

FIG. 10 illustrates the structure and interface of the game
development system logic 1o the video game logic structure;

FIG. 11 illustrates a block diagram of an image manipu-
lation apparatus of the present invention; and

FIG. 12 illusirates an entertainment area of the present
invention.

There are many complex subject areas cooperatively
intertwined in the present invention, and discussed in the
description herein,

Ample texiual material documents each of the subject
areas. Therefore, in the interest of conciseness and to aid in
more clearly understanding the present invention, the fol-
lowing references are disclosed and incorporated herein by
reference:

U.S. Pat. No. 4,521,014 entitled, “Video Game Including
User Visual Image.”

U.S. Pat. No. 4,710,873, entitled “Video Game Incorpo-
rating Digitized Images of Being Into Game.”

There are a number of texts (atest editions) providing
detailed information on computer graphics, digitization, and
formarting of digitized video information, and interactive
compuier graphics, including data structures, algorithms and
languages: Principles of Interactive Computer Graphics, by
William M. Newman and Robert F. Sproull, published by
McGraw Hill; Fundamentals of Interactive Computer
Graphics, by 1. D, Foley and A. Van Dam, published by
Addison West Publishing Co.; Procedural Elements For
Computer Graphics, by David Rogers; Graphics Gems,
edited by Andrew Glassner; Digital Image Warping, by
George Wolberg; Graphics Gems 11, edited by James Arvo;
Interactive Computer Graphics, by Wolfgang K. Giloi,
published by Prentice-Hall; Compuser Vision, by Dana H.
Ballard and Christopher M. Brown, published by Prentice-
Hall; Digital Processing of Speech Signals, by L. R. Rabiner
and R. W. Schafer, published by Prentice-Hall, by Bell
Laboratories, Inc.; Tutorial; Computer Graphics, Second
Edition, by John C. Beatty and Kellogg S. Booth, published
by the Computer Society Press of the IEEE Computer
Society, Institute of Electrical and Electronics Engineers,
Inc.; Tutorial of Selected Readings and Interactive Com-
puter Graphics, by Herbent Freeman, published by the [EEE
Computer Society, and later published documents by the
IEEE; SIGRAPH proceedings, 1981 to 1995: Course Mate-
rials from those proceedings. Additionally, there are numer-
ous application reports and data sheets and magazine articles
regarding utilization of new technology, and existing tech-
nologies in such areas as digital signal processing, video
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image signal capture, digitization, formatting. storage,
compression, etc. There are also numerous reference mate-
rials and off-the-shelf products available for audio capture,
digitization, formatting, compression and storage.
Specifics of particular techniques such as video and audio
signal caphure, digitization, storage, compression and for-
matting are not limitations on the present invention, as any
of a number of available technigues and technologies can be
utilized, including off the shelf available products ranging
from stand-alone systems, chip sets, BUS-STANDARD
plug-in board systems (such as NU-BUS, PCM-CIA,
IEEE488, Multibus I and 11, S-100 Bus, Standard Bus,
PC-AT bus, Micro Channel Bus, etc.). Available stand-alone
systems, Subsets of technology of the kind developed and
used in a 1990 model of an Eastman Kodak Company’s
“Hybrid Imaging System” performed 6 megapixel/second
image scans, initially storing approximately 18 megabytes
{3,078 8 bit deep samples) of data for a 35 mm film image
(each second), image and data compression of 3:1, com-

pressed in real-time. The Kodak Photo CD System takes.

images from 35 mm film, digitizes, compresses and formats
the image data for storage on disk 10 be replayed on
computer or ielevision monitors.,

The commercially available Canon (also Nikon, Apple
and other brands of) Still Video Camera records images as
single frames of video on floppy disk and, with a Canon
Digitizer artachment, permits interface for storage as an
ordinary graphics file on a personal computer (e.g., Apple
Macintosh). Other brands, such as Apple’s, siore the cap-
tured still frames in FLASH EEPROM and dump images
straight to a host CPU via a serial interface. Motion video
can be captured, digitized, and stored in computer memory
or on disk, and numerous commercially available Apple
Macintosh or DOS/Windows compatible plug-in boards
from TruVision, Radius, Intelliget Resources Integrated
Systems' Video Explorer, etc. In addition, the techniques
and technologies being brought 1o “virtual reality” lend
themselves to application of the user visual image in a video
game invention and to the teachings of the present invention.

Audio signals may be equivalently processed and utilized.
These represent additional extensions of the present inven-
tion. Audio signals go beyond simple spoken words and
phrases, or explosions or other sounds. Audio signals can be
analyzed and processed to generate voice parameters which
are then used by the system 10 synthetically generate a voice
comesponding to and sounding like the audio signals from
which the voice parameters were modeled (e.g., the actual
user’s voice, tonal quality, pitch, etc.).

DETAILED DESCRIPTION OF THE
ILLUSTRATED EMBODIMENTS

While this invention is susceptible of embodiment in
many different forms, there is shown in the drawings, and
will be described herein in detail, specific embodiments
thereof with the understanding that the present disclosure is
10 be considered as an exemplification of the principles of
the invention and is not intended to limit the invention to the
specific embodiments illustrated,

Referring to FIG. 1A, a user image adapter interface
system 110 is coupled 10 a video game apparatus 140.

. Electrical signals are coupled between Lhe video game

kL
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apparatus 140 and adapter interface system 110, including
address, data, power, and control signals. The video game
apparatus 140 is comprised of a video game computing
system including a microprocessor, ROM, RAM, a video
interface (that may include its own video processor and
video RAM or may use and share the function via the
microprocessor), which video interface couples through
mating connectors 142VG for coupling to a mating connec-
tor 142D on a display monitor 145. The video game appa-
ratus 140 also includes input/output (“1/0™) that provides for
coupling of signals between the video game computing
system via connector 141VG and a user controller 147 via
connector 141CN. One or more controllers 147 may be
coupled 10 a specific /O port or, alternatively, there may be
multiple 10 ponts for coupling of multiple inputs indepen-
dent of one another.

Examples of video game apparatus 149 include the Sega
Genesis video game sysiem manufactured by Sega of
America, Incorporated. This game uses a Motorola 68000
microprocessor, has ROM and RAM, a video display
processor, video memory, a sound processer, and /0 pro-
cessing capability. Nintendo video game systems for the
bome including the Nintendo Entertainment Sysiem (NES)
and the Super NES Systems respectively utilize eight and
sixieen bit processors. Many other dedicated video game
apparatus exist such as from Atari, NEC, Sony and others.
Newer games include 32 bit and 64 bit processor-based
games with ever increasing amounts of RAM, ROM,
CD-ROM, and processing power.

As described later herein, the present invention is also
applicable in non-video game embodiments, such as pre-
recorded movies, animations, etc.

The present invention also exiends to include personal
computers that are operated as video game apparatuses or as
non-game audiovisual presentation apparatus, including set-
1op boxes. The adapter interface system can be used as a
plug-in board coupled to a computer electronic signal inter-
face bus (such as in the Apple 11, Apple Macintosh, IBM PC
and compatibles, Amiga, Next, Sun, Hewlett Packard, etc.)
of coupled to a serial or parallel port therein. The user
controller encompasses switches, joysticks, keyboards,
microphone, camera, and other means for user input of
stimulus to the sysiem.

The game carridge 120A is comprised of a storage
medium (such as ROM, EPROM, CD-ROM diskette) that
containg the video game software rules, instruction, and
data. These are used in conjunction with the video game
apparatus 140 to provide a video game display presentation
and video game play with user responsive input.

The adapter interface system is included within the stor-
age card 130 and is coupled via a mating connecior 1315C
to mating connector 131GC to the game cartridge 120A for
direct coupling 1o the game connector bus. This configura-
tion works especially well with games that were created to
look for user images in 8 defined and/or separate address
space and to selectively provide for the substitution of
selected certain ones of predefined game character imagery
segments with respective user visual images. This provides
& low cost adapter interface system, bul requires that some
other external means be used to store user visual image data
omo the storage card as is described herein. This is a
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preferred embodiment where the goal is low cost mass
merchandising (and where other means are provided for
users to get user visual intages stored as user visual image
data onto the Storage Card (e.g., such as the systems of
FIGS. 1B, 5A-B, and/or coordinated service burean pro-
cessing for Storage Cards to give users user image data
storage).

In accordance with one aspect of the present invention,
the adapter interface system 110 provides image integration,
controlled via software (either self-contained within the
adapter interface 110 or provided by a Game Card 120 or
storage card 130) that links image dala packels to game
software functions and that can then be incorporated into the
overal) video game audjovisua] presentation in combination
with a predefined set of complimentary audiovisual imagery
segments according to a predefined set of game rules.

Game software functions are comprised of, for example
facial views: front, side, smile, frown, happy, sad, mad, and
mean facial photographs. A subset, a super set, or a different
set of these facial photograph views can be used. The user
can create his or her own spacecraft, race car, hero, villain,
weapon, monster, or other preselected character functions
(e.g., icons, sub-image identifier segments). Additionally,
third party supplied user visual images (e.g., clip ant, vendor
supplied substitute alternate game character images, elc) can
be used.

Image integration can be provided via a universal soft-
ware package fof linking user visual image data to all games
of the user created variety {(e.g., for multiple cross-platform
compatibility). The integration can also be provided in
numerous custom tailored software packages for each game
or group of games to permit user image data packets to be
linked and inte grated into the purchased game software such
as for vendor proprietary systemns.

Garne display functions can optionally include Sub-Image
Functions. Sub-Image Functions are any separable portion
of the presentation {(an element [e.g., arm, torso, face, ear,
hand, elc.) of a predefined character image, etc.).

User Image data can represent video, audio, control, and
other information such as (1) signal parameter data for a
multitude of purposes such as modeling and rendering, ot for
alteration of image data, for texmure wrapping of a User
Video Image onto a predefined character image so as 1o
effectively wrap the user image over the predefined charac-
ter image; (2) behavioral profile nule data to adjust param-
eters for behavioral performance of a displayed character
image; (3) macro commands for user or adapter interface
system control of user image participation in the presenta-
tion.

Referring to FIG. 1A and Table 1, a non-volatile storage
medium §30 (for example a Storage Card [EEPROM or/and
RAM], a floppy disk, optical, elc.) stores image data packet
(i.e., .IDP) files, and image integration software links the
JDP files from the slorage medium 130 for combinational
mapping into the application software purchased video
game. Thereafter, one or both of real-time play with the
resuliant combinational mapping and/or storage of .IDP files
onto a non-volatile memory subsysiem part of (or separate
from, but attached) to the game cartridge, so as 1o creale an
integral self-contained video game.

5
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Alternatively, the separate non-volatile IDP files can be
used as part of the game initialization procedure and .IDP
files can be stored in read/write memory (e.g. EEPROM or
RAM) 50 as to be variable from game to game, The files can
also be stored onto Smart Cards, Game Card writable
memory, floppy disk, etc., or inlegrated into the appropriate
image files of the game. The files are then either real-time
mapped into game play or antomatically integrated at start-
up as a part of the game initialization procedure whercafier
those .IDP files remain part of the game structure unless and
until changed during a funwe initialization procedure.
Additionally, the integration of User Images into the video
game can be changed in the middle of a game play, such as
by hitting a switch, or as a game award.

TABLE 1

Video Game Internal ROM (typically 64 KB to ] MB)
Video Game Internal Work RAM (typically 64 KB w0 |+ MB)
Video Game Inicrnal Video RAM (typically 64 KB o 1+ MB)}

L
|

Game Cartridge ROM (typically 256 KB 1o 4+ MB)
Storsge Card (typically 64 KB w0 1+ MB)

ki)

43

3

Memory Address Space is determined by the choice of
Video Game Apparatus (“*VGA"™) 140, and usually by the
choicé of microprocessors and operating software therein,
For example, a 32 bit physical address yields 4 Gigabytes
(GB) of address space. However, the VGA system 149 with
attached game carridge and Storage Card would typically
use only from a few hundred kilobytes (KB) to a few
megabytes (MB), as shown in the Memory Map illustrated
in Table 1.

Image data packets consist of image data and headers that
identify what type of data they contain, data regarding the
height and width of the image, data reganding the amount of
data associated with each pixel, data regarding whether the
pixel colors are determined by a color look-up table (and, if
s0, either a pointer to or listing of the color look-up table),
data regarding whether the data is compressed (and, if so,
necessary information such as the rype of compression
needed to decompress it), data regarding scaling factor
pointers 1o sound data, and other data normally associated
with image data files such as the IFF standard, etc.

A detailed discussion and illustration of the IDP file
format and methodology is provided in the discussion of
Tables H and 111 hereafter.
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TABLE II

12

ADDRESS 00:PACKET HEADER 0 | ID OF USER IMAGE

I | DATA RE PACKET STRUCTURE, SIZE,

ENCRYPTION, ETC.,

ADDRO2; UTY SIZE IN BYTES, Cffset Index Pointer to Stant
Address <X 1> of Ul Data

03: UIV SLZE IN PIXELS
04: ASSOC. PC] DATA

pro—

SIZE IN BYTES
SIZE IN PIXTELS

90 = W

ADDR <X 1> USER IMAGE DATA

Table Il illustraies » specific example of a IDP file formal, Addresses 00 1008
10 XN form the .IDP file packer. The illustrased .JDP file packet is bro ken into
fichds as follows:

ADDRESSES FIELD

0 TOO0! ADP PACKET HEADER
02 TO04 Ul HEADER

04 TOO7 PCI HEADER

PC1 ADDRESS ON GAME CARD «
ADDRESSES WHICH VGN 140 WILL
REQUEST IN ATTEMPT TO GET PCI
UI DATA

08 TO <XC> (as needed)

X1 TOXN

CHECKSUM, ECC CODEWCRD,

SINGLE'MULTIPLE UI FLAG,
SINGLE/MULTIPLE PCI FLAG, ETC.

ADDRESSES ON GAME CARD FOR PC1

{begins at Address 08 and continues until »
delimives at Address XN).

35

For multiple User Images, and/or a selection of multiple
Predefinred Character Images, bit flags are set in memory
Jocations in the Packet Header of the .IDP file stored on the
Storage Card. A predefined memory locations serves as a

the Table multiple mode Table of Contents, as illustrated in
Table I11. .

TABLE III

MEMORY ADDRESS MEMORY CONTENTS 45
ADDRPR  (ZZ |
ADDRZZ  [#OF Ul's ¥of PCI's
oomz1 pEEmETT]
za  [soReRRuR] .
ZL+N [ADDR 00 FOR UL#N
ZZ+0 [ADDR 05 FORPCI #1
ar  [omemRrc]
ZZ+E [ADDR 05 FOR PC#N | 55

For new Game Card designs, the PCI data is read from the
Game Card (e.g., by the VGN or AIS) and is stored in a
writable storage area (of the Storage Card or in the AIS
1100).

Many types of image input means can be provided, such
as photoscanners, video cameras, video tape playet, compact
disk, computer output, still camera, and microphone. Pho-
toscanners can provide .IDP files for two dimensional pho-
tographic text and images. Video cameras can provide input
of either live or prerecorded images for conversion and

60

storage as JDP files. Users can connect the equipment they
already have at home to an adapter interface system that
connects to their home video game system and game
cartridge, as discussed hereinafter.

Special booths (see FIGS. 5A-B), having all the neces-
sary self-contained equipment, could be placed in stores
selling the video game apparatus and game cariridge
software, and a fee could be charged. Altermadvely, a
Service Bureau setup (e.g., see FIG. 5) can provide for the
mail-in of photographs, VHS tapes, diskettes, etc, wherein a
return Storage Card or diskette with the IDP files on it is
sent by mail from one or more centralized mail-in sources,
For example, facial views: front, side, smile, frown, happy,
sad, mad, and mean facial photographs, or a subset (a super
set or a different set) of these set of facial photographs views
can be used, and a universal structure can be created for
facial related games for each one of the vendor™s or for all
vendor's by acceptance of a common .IDP standard.

There are numerous video data formatting, compression/
expansion, encoding/decoding altematives. They range from
the well known and published to the proprictary ones
available for purchase/license such as from board manufac-
turers and game manufacturers. Eastman Kodak has a “Pho-
10CD™ service that permits users to have regular camera film
developed and vp to 100 photos provided on a compact disk
that plays in a regular avdio compact disk player and can be
interfaced into a computing system.

In the illustrated embodiment, the soacture standardizes
on relative offset and location of JDP files, from the
beginning of the .IDP files, such that individual .JDP images
can be uniformly selected for the appropriate emotion for
integration into the class of “facial” video games, or the
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appropriate function for integration of the user visual image
into a UVI-gamne. Of course, the present invention encom-
passes beyond facial views, to further cover heads, full body,
hands, or pictures or images of anything.

Additionally, in an aliernate embodiment, wser voice
signals (or voice modeling parameters therefor) are
captured, digitized, formatted and stored. A user voice
interface system is provided, as a subsystem of the user
image system, providing for the input, capture, digitization,
storage, and formaiting of the user’s voice image as a subset
of the .IDP file,

A whole new edge is provided 1o “hooking”™ people into
video games, (figuratively and literally) a rejuvenation from
the slump of the 1980°s where a threshold was reached with
games like Pong, Space Invaders, Pac Man, and Zaxxon,
Utilizing the present invention, the human ego is brought to
play in the game. Since the user creates player representative
characters as well as other functional images for use in the
play and/or display of the video game, the game presentation
is in fact partially the creation of the user.

The user’s image creation system provides player repre-
sentative character image packets having a predefined file
structure, and can be used to determine the functional and
structural mapping of the user visual image to the video
game and its software functions. In the illustrated example,
image data packet files (*.IDP”) are created for storage in
memory and on floppy disk.

IDP files represent a methodology and structure that,
when uniformly followed, atlows smooth integration of user
created video images into a broad range of different video
games, commonly structured 1o integrate with the .IDP files.
For stand-alone applications, many processes/structures can
be selected from to optimize a panicular application.

In a preferred embodiment, user visual image data utili-
zation is expanded beyond associative replacement pre-
defined character images and existing game display func-
tions. New game display functions can be created
specifically 1o wtilize user visual images. For example, user
visual images and/or associated sounds can appear as a
“newscaster,” a “cameo guest, or a “synthetic actor” with
predetermined actions (either functional or superftuous)
duning a video game where there are cither none, one or
many other user visual images utilized in association with
predefined game character and game display functions. In
the generalized non-video game audiovisual presentation,
icons of user visual and sound images are integrated into
predetermined stored audiovisual presentation.

In the preferred embodiment, each video game card 120
includes data stored within its storage memory of the
address map 1able of displayable graphics functions, for use
with a character select program that explains and allows
substitution of the available player character functions for
association with selected image packets.

20

43

These image packets can be created via many forms of ss

-user image entry, such as by direct user image input by input .

stimulus devices such as a mouse, light pen, keyboard,
joystick, or via a video or still camera, document scanner
means, etc. Additionaily, entry can be provided by dealer or
factory support means as discussed above, or via a commu-
nications link such as a modem. .

Image data packets can be converted from graphics ini-
tially created with any standard graphic, drawing or other
creation program such as “MacPaint,” “PC-Draw,” “Corel-
Draw,” Adobe Illustrator Photoshop, modeling programs, or
CAD/CAM programs. Custom or off-the-shelf software can
also be used. The packets can additionally be created via

60
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image capture such as through a video camera onginated
input that is digitized, compressed and encoded. A conver-
sion utility (software or hardware) can be used to convert
from standard graphics formats to the IDP format and
structure.

Game initialization and linkage to image data packets can
be accomplished either (1} automatically during start-up or
real-time during game play, or (2) by execution of the
character select program. This allows the prospective player
to display and select which player character to associate with
which game character function. As discussed above, this can
be provided automatically as a part of the game initialization
or can be provided as a software utility to initially run before
playing the game.

For auvtomatic initialized character selection, the character
selection program makes a copy and assigns a file name. It
then creates a link table entry in the master game database
for each association of the user created video image with the
game function.

The Storage Card can also provide storage for saving user
game scores, parameters of specific games so the user can
continve from where the user left off, etc. Also, the Storage
Card can provide for system security data storage.

FIG. IB illustrates the user visual image adapter interface
systemn of FIG. 1A that additionally includes means for user
input of user visual images and storage onto a user visual
image storage medium in accordance with the present inven-
tion. : ‘

Referring 10 the user visual image adapter interface sys-
tem 110B in FIG. 1B, multiple additional subsystems are
present beyond that illustrated in the embodiment of FIG.
1A. The adapier interface 110B is coupled via respective
connectors 121AI1G, 131Al, and 121AIV to the Game Card
126, Storage Card 130, and Video Game Apparatus 140 via
respective connectors 121GC, 131SC, and 121VG. These
include a video interface subsystem 210 that couples to a
video connector 113 that in turn couples 10 an external
source of analog and/or digital video signal input. Examples
of an exiernal video source includes a video camcorder,
video tape player, and laser disc player.

Additionally, a serial interface subsystem 220 couples to
a serial connector 116 that couples to an external serial
interface. This connection allows the ransfer of image data
from an external computer or data storage medijum, in digital
format, directly to the adapter interface system 110B for
formatting and storage. Game card interface 261, storage
card interface 264, video game interface 263 and controller
262 comprise a common base system 260 of the adapter
interface 110B, although controller 262 also can be varied
for FIG. 1A versus 1B.

The adapter interface system 110B couples to a video
game cartridge 120 and to the video game cartridge con-
nector 121VG of a host video game that has a display 145.
The adapter interface system 110B is comprised of an
interface 210 for coupling video sowrce signals from an
external video source to the adapter sysiem. The adapter
interface system 110B also has a storage medium 130 for
selectively storing and selectively outputting user visual
image dala. A video processing system converts analog
video source signals received from the external video source
to a digitized and formatied video information data signal in
response to the rules and instruction data contained in
coniro] program Storagé memory.

The display of the hosl video game is responsive to the
video information signal to provide an audiovisual presen-
tation that is a combination of the predefined video imagery
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segments of the host video game and the external video
source based video information signals. Audio input,
conversion, and integration can additionally be provided.

The adapter interface system 110B is coupled to an
external storage medium, such as a Storage Card (e.g., Smart
Card, floppy disk, or CD-ROM). This permits the coupling
via external connectors 1315C and 131A1 that mate between
the adapter interface system 110B and the external storage
medium 130. The Storage Card stores formatted and mapped
image data from the adapter interface system 110B as well
as a table of information regarding the mapping of the image
data The Storage Card also has the identification of which
types of image data are present, and where they are mapped
into the storage memory of the external storage card 13,

The adapter interface system 110B coordinates the user
creation of user visual images. The adapier interface system
110B also downloads graphic information for use via for-
matting and analysis 10 permit the transformation of user
image information (received through the video interface
subsystem coupled to conrector 113 and the serjal interface
subsystem coupled to serial connector 116). This informa-
tion is processed for proper sizing, cropping, and identifi-
cation (e.g., of poses) such as through interactive commu-
nication with the user with sound and visuals using the
external monitor and speaker 145 and using the user con-
wroller 147 and/or an additional input mechanism to allow
user interaction.

Alternatively, the adapter interface system provides for
automatic processing so as to ultimately provide formaned
data for storage on the extemal storage card 130 that can
then later be utilized in conjunction with the video game
apparatus 140 and the game cartridge 120. This provides a
video game wherein the visual image is integrated into and
becomes a pant of the game presentation in place of a
predefined game character,

Referring to FIG. 1C, an alternate embodiment of FIG. 1A
is illustrated, where a storage card interface system 132 is
coupled to an 110 port 140 via /O connectors 141VGS and
141SC, The storage card interface 132 couples to the storage
card 130 via mating connectors 131SCI and 1315C. This
embodiment has cost advamiages relative to the system of
FIG. 1A, but has slower relative throughput and data rate,
This can be partly compensated for by downloading 1o RAM
in the game cartridge 120C, ot in the video game apparatus
140.

The advantage of the system of FIG. 1A is that it permits
direct coupling to the computer system bus via the game
connector so that the storage card 130 can be directly
coupled into the memory space of the video game apparatus’
140 CPU. The storage card 130 can be used within the
address space of the video processing system in a manner so
as to substitute the user visual images for predefined game
character images as appropriate in accordance with the rules
and instructions of the game and the protocol and method-
ology of utilization of user visual images.

An alternative to FIG. 1C, uses an existing interface for
compact disk (“CD") (or other existing storage interface),
such as via an /O Port, so as to couple User Images from a
User Image CD for storage in memory of the Video Game
System for use therein. Writable CD technology is adaplable
10 both a bome adapter and a service bureau approach.

Referring to FIG. 1D, an altemative system of FIG. IC is
provided. Instead of providing an external storage card 130
for coupling to the video game apparatus (via the 1O port or
via the game connector bus (either via an interface adapter
system or via a Storage Card), the adapter interface system
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of FIG. 1D provides a telecommunications link 150 that
couples via mating connector 151 to an appropriate com-
munications bus or gatleway 152, (such as a phone line,
modem connection or higher speed protocol). Data is loaded
from a remote data source via the telecommunication link
151 to the video game apparatus 140 for storage in memory
either in the video game apparatus 140 or on the game
carridge 120.

The memory is read write RAM or EEPROM permitting
the user images to be used during the play and display of the
video game. Nonvolatile read write memory permits Jonger
term storage of those user visual images in the game card so
that they don’t need to be reloaded in the future unless
changed.

The telecommunication link 150 can be coupled 1o /O
port connector 141VG via connector 141TC, or can alter-
natively be coupled to a connector on the game cartridge 120
(as in FIG. 1A in place of the storage card 130}, or can be
coupled to storage card connector 131AI of the adapter
inmerface system 110 of FIG. 1B. The telecommunication
link 159 can be used with the systems of FIGS. 1A—C, as an
added feature. A compact disk player and interface or other
local storage can alternatively be coupled 1o the adapter
interface system of FIG. 1D, in place of the telecommuni-
cation link 15¢ that couples 10 a remote data storage source,

In a preferred embodiment, as illustraled in FIG. 1E, for
new user image game designs, the game card 120A contains
logic 125 to automatically map user visual images ino the
memory space of the game card 120A. When the Storage
Card 130 is connected via connectors 1315C and 131GC 10
the game card 120, the user images data sets (1DP files)
contained on the Storage Card are mapped into the appro-
priate memory space of the game cartridge, 50 as to override
the selected or default predefined character images. The
game cartridge 120 will play either with or without the
Storage Card 130 attached thereto. This is preferably done in
a manner transparent lo the microprocessor of the video
game apparatus, using decode logic in the Storage Card 130
or game cartridge 120A.

Referring to FIG. IF, expander system 131EX permits
multiple users to each and all simultaneously couple their
individual storage cards 130 to the video game system 149,
50 as 1o permil each user to have a respective user image
associated with a respective different predefined character
image or game display function or audiovisual presentation
icon. The storage card connector 131SC is adapted 1o couple
to the storage connector for coupling the storage card into
the video game system (e.g., 131GC of FIG. 1A, 131Al of
FIG. 1B). Interface and buffer circuitry 138 buffer and
expand the connector interface from one to four, and simul-
taneously couples the storage cards into the video game
system. Interface subsystem 138 also provides additional
address selection so as to permit the video game system lo
separately identify and use each of the multiple storage cards
and the users images siored thereon.

Multiple storage cards, each with user visual images for
a different user, can be coupled to the video game system for
use therein. For games where multiple users provide storage
cards with user visual images, the connector 131 provides
multiple connectors allowing multiple storage cards to be
interconnected thereto. The video game system detecis those
games allowing multiple user visual images therein, for
multiple players, and additionally detects when multiple
user visual image storage cards are present. A memaory flag
is set indicating multiple user visual image cards are present.
This enables multiple sets of tables of pointers for game
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display function and image data starting address, one set
each for each player having a user visunl image storage card.
Referring to FIG. 1G, audiovisual image source 170
provides an audiovisual presentation output such as video

(video cassette player or recorder, cable or broadcast 3

television, laser disk, audiovisual, digital video tape, for-
matted image data [e.g., PICT]), audio tape or disk, which
output is coupled to a display 190. Adapter interface system
180 analyzes the outpwt of the image source 170 and

identifies and inlercepts selected predefined character 10

images of the audiovisual presentation. A user image is
substituted from the storage card 130, coupled via storage
card connector 131SC from the storage card 139, 10 con-
nector E31AIS o the adapter interface system 180, or
otherwise modifying the associated presentation, and pro-
vides and audiovisual output to drive a presentation display/
speaker 190. The adapter interface system 180 is further
comprised of video processor 182 that provides digitization,
formatting and other processing as necessary to permit

18
213 is provided to allow direct input of digital video input
from an external source, whereby the video signal interface
capture and digitization of analog signals section of video
subsystem 210 is no Jonger required.

Analog video in and/or digital video in can be coupled to
the video subsystem 210, depending on the desired apph-
cation. However, for cost efficiency and compatibility with
most home users, an analog video input is probably
adequate, and ‘most cost effective.

The interface system 110 is also comprised of a serial
interface subsystem 220 that couples 1o the serial connector
116 for coupling to external serial interface such as R§232,
R5244, etc. Serial interface 220 provides for UART,
clocking, buffering, and simple control logic, to provide a

13 digitized video data output 221 from the serial interface 220,

that is coupled to the controfler 260 for appropriate format-
ting and storage on an external siorage medium of user
visual image data.

The conwroller circuitry 260 is coupled 1o the game

analysis of the audiovisual image source 170 cutput 20 cartridge connectors 121 for coupling to the video game

In a preferred embodiment, the adapter interface 180
couples black box style to one or more storage cards and to—
a video monitor and a video source. The adapter interface
system 180 can be stand-alone or an attachment coupled to

apparatus 140 and separately coupling to the game cartridge
120. Additionally, the controller circuit 260 is coupled to the
Storage Card connector and/or optionally the VO port con-
nector where the storage card is coupled via an interface

a video game system or a compuier system. This permits adapted for coupling via the I/O port connector. Certain
user image integration into any source of audiovisual pre- signals, such as power signals can be directly coupled from
sentation. one game connector 121 to the other game connector 121, so

Referring 10 FIG. 2A, there is illustrated an internal block as o couple certain signals like power direcily from the
diagram of an adapier interface sysiem 110 for use with FIG. 0 video game apparatus game connector to the game cartridge
1B where video interface 210 and serial interface 220 are not game connector. These signals are also coupled 1o the
utilized, but otherwise comesponding functionally 10 FIG. conwol circuit 260, for selective coupling to the Storage
1A. The game connector 121VG from the video game Card 130 via the storage card connector 131 coupled to the
apparatus 140 is coupled via connector 121A1V 10 the main controller circuit 260. Alternatively, where the storage card
control system 260 that provides storage card interface, 43 15 coupled via the 1XO port, coupling of signals is via the 1O

game card interface and video game apparatus interface
responsive to control logic 250 that is responsive to signals
from the game connector bus 121, and from the game
cartridge 120 and game apparatus 140.

port connector. The remaining signals from the video game
apparatus are coupled via the game cornector 121 to the
controller circuit 260 and are selectively interfaced 1o and
from either the storage card 130 via connectors 131SC and

In accordance with the rules and instructions contained in ,, 131Al to the extemal storage medium 130 or via the

aread only memory 230 and uiilizing a read/write memory
240, for a processor-based logic 250 the control system 260
controls all aspects of user image programming and inter-
face. This is accomplished during both an initialization

mode and ongoing throughout the game. The control system a5

260 also controls the coordination of addressing of the game
cartridge and storage card and coordination of the utilization
of user visual image data as appropriate to provide a video
game system having an audiovisual presentation containing

cartridge connectors 121AIG and 121GC to the game car-
tridge 120. The controller circuit 260 provides for coordi-
nation of access to the storage card 130 for utilization of user
visual image data in accordance with the present invention.

The controller 260, in the intercept embodiment, in addi-
tion to those elements as described above with references to
FIGS. 2A and 2B, also provides, intercept Jogic functioning,
as discussed eisewhere herein, such that the adapter interface
system 1101 additionally provides the intercept function,

the vser image, so Whereby non-user image designed games can be utilized

Referring to FIG. 2B, an adapter interface system 110C
comresponding o the adapier interface system 110B of FIGS.
1B and 1C is illustrated. The control circuit 260 of FIG. 2A
is still present providing functional equivalence.

with user visual image data, whereby the adapter interface
system 1101 selectively substitutes for certain game software
character image data with user visual image data for pre-
defined character image data 50 as 10 provide a video game

Additionally, the control and coordination of capture and 55 including the user visual image in the video presentation

formatting of user visual image data is performed by the
adapter interface system 110B of FIG. 2B.

The interface adapter system 110C includes a video
subsysiem 219 coupled to the video connector 113 for

thereof. As discussed in greater detail hereinafier, the inter-
cept function analyzes the signals 10 determine when it's
appropriate 10 make substitutions of user visual image data
for predefined game character data,

receiving analog video input from an external video source. 60  FIG. 3 illustrates a presentation display to logical and

The video subsystem 210 provides for video signal
interface, capture, digitization, and formanting as user visual
image data responsive 1o the controller 269, for storage on
an external storage medium via the storage card connector

physical memory mapping diagram in accordance with the
present invention.

In accordance with one aspect of the present javention,
the user image creation system creates a mappable absolute

131. The output from the video subsystem 210 is a digitized 65 or virtual link of the user defined images and sounds and

video data output converted from the analog video input
received from the external video source. Interface connector

related parameters for integration into other graphics and
game software packages, such as where the user defined or
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created visual or audio images or parameters therefor are
utilized in the audio-video presentation of the video game as
one or more of the preselected character imagery segment(s)
or sounds associated with the user’s play of the game or as
a particular character or other video game or software
function in the game (e.g., hero, villain, culprit, etc.) and/or
a particular portion and/or perspective view of a particular
character, such that one or more of the user visual images
and/or sounds is incorporated into the audiovisual presen-
tation of the resulting video game. A virtually mappable link
of the user defined images is game independent so that it can
be mapped in a relocatable manner to fit into any address
space mapping compatible with the video game to which it
is being linked. In addition, the virtually mappable link
permits adaptation of the user defined image data 1o any
formaiting structure for a particular game, Where a class of
games is created with a uniform format and mapping, then
an absohuzte mappable link of the user defined image can be
utilized with games.

Most video games are designed with character-based
video presentation display such as display 10 on monitor
145, comprised of multiple rows (a to m) of multiple
characters (a, to &, to, m, to m,) each. (For example, the
Sega Genesis utilizes 28 rows of 40 characters each, where
each character is 8x8 pixels.) A predefined character image
is a graphic that is comprised of one or more characters that
are associated with a video game display function.

For example, a predefined character image may be com-
prised of display characters ay 10 2., by to b, and cg 10 ¢,
that are associated with a game display function present in
the audiovisual presentation 10. A Game Display Function
index table in memory 20 indexes (addressed by the game
display function) to Image Data Packet Index Table memory
30 that contains comresponding information comprising the
proper memory starting address pointer. Mapping data can
relatively define the image characters or can define the
relative position of the predefined character image. Memory
20 either within the video system 11, can be distributed
physically as desired, preferably within VGA110 or Storage
Card 130, or both. .

FIG. 3 illustrates an alienative correlation and mapping
of multiple Game Display Functions (“GDF™), as discussed
with reference to Tables II and 111,

When a selected GDF is requested from the Game Card
120 by the VGN149, the AIS110 intercepts the request and
accesses the GDF Table 21M. Each GDF number (e.g., GDF
#1, GDF #2) has a memory location serving as a pointer to
an enty address for an associated User Image .IDP in the
JDP Pointer Table 22M (e.g., IDP#1, IDP#2). The Pointer
Tables 21M and 2ZM need not be physically or logicaily
contiguous, and can both be in the same physical memory 20
or can be physically distributed in separate physical memo-
ries.

The .JDP Table 22M entry address is a pointer to the
ADDRG® for the respective User Image IDP file.

The video game software provides a default set of ini-
tialization values for the Table of Pointers by Game Function
and in the Table of Pointers to Image Data Packets.

When a storage card containing a user image is present in
the video game system, then the video game system updates
the video game tables of pointers, (wherever distributed
physically [e.g., utilizing the game card memory, the storage
card memory, the adapter interface memory or the video
game apparalus memory]), either automatically or by user
selection process, to identify and associate user image data
with a predefined game character or game display function,
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providing a pointer 10 the storage card address where the
respective user image and/or parameter data storage begins.
In a preferred embodiment, if the storage card is coupled 10
the video game sysiem at power-up of on restart, the storage
card loads its set of initia)ization values into the Tables for
Game Display Function Pointer and Image Data Packet
Pointer.

A predefined protocol for image data packets (e.g., stan-
ing address, size of packet, then number of bytes of image
data, number of bytes of mapping data, scaling factor, etc.)
permits variable size images. User images can be mapped to
a unique exclusive address space {(reserved), so that the
video game system addresses selected active user visual
images for the respective desired game display function.

Alternatively, selected active user images can be mapped
to a coincidental address space to supersede (and replace)
respective image data for respective game display functions,
in a manner similar to shadow RAM superseding and
replacing its associaled ROM address space.

The pointer table memory can be contained within the
storage card, video game apparatus or game cartridge. The
game cartridge’s having this memory would add a recurring
expense for every user visual image class of game cartridge,
whereas the other approaches result in a one-time fixed cost,
making them preferable at the present. However, as tech-
nology costs go down, EEPROM (and other) lechnology for
game carridge memory may make it desirable 1o place the
pointer table memory in the game cartridge. Alternatively,
image memory can be provided in the siorage card 130,
game card 120, or within the video game apparatus 140. This
image memory is filled such as upon game initialization,
with either the default predefined character images or with
the associated user image.

Where there are multiple planes of graphics utilized in
constructing the video and audiovisual presentation, such as
sprite planes, the user visual image can be utilized in
constructing sprite planes. Sprites are well known and
utilized in the video game field, including in the aforemen-
tioned example of the Sega Genesis, and many other video
games and early home computers. For example, Texas
Instruments, Inc. has a part, TMS9918 sprite graphic chip,
and there are numerous sprite graphic and plane layered
graphic chips available that could be utilized in conjunction
with commercially available computing systems ranging
from microprocessors to computers (personal to large).

Io accordance with another aspect of the present
invention, the user visual image is constructed of signal
parameter information-regarding synthesizing or modifying
either or both of the video or audio signal, that is then
utilized to adapt the predefined character image or audio
sound track associated with interactive video game display
presentation and game play, such that user visval image data
can consist of one or more of video image information,
audio information, or signal parameter data relating to either
video or audio or other control of signals or data, such that
the actual integration of the user image into the video game
can affect or be affected by one or more of backgrounds,
environment, facial feature combination or modification of
predefined and user visual image data, user voice data,
special graphics and audio data, etc.

It is to be understood that user visual image data is not
restricted to video data alone, nor to user provided data alone
in the sense that the user can obtain graphics and image data
from third party suppliers, including the manufacturer of the
particular game cartridge and/or of the video game appara-
s, However, any person or system can provide the siorage
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card and couple the storage card to the video game system
to effect the user visual image in video game.

As mentioned elsewhere herein, technology from virtual
reality can be integrated into the present invention very well,
in many ways. For example, there are three dimensional
input apparatus and display and modeling hardware and
software that permit user movement, from hand movement
1o facial movement, 10 be accurately tracked and input as
coordinate parameter data in a multidimensional version of
a joystick. Furthermore, technologies exist to permit
scanned movement and even physiologically based input of
image data, such as by x-ray, infrared, sonar, audio,
ultrasonic, etc. For example, it is a user of a video game can
totally interact with and control input to the video game via
non-invasive biological signal monitoring ranging from
measuring a characteristic of skin impedance (e.g., resis-
tance capacitance) to brain wave, heartbeat, body
lemperature, etc. Thus, a user can utilize biofeedback to
control pulse rate to keep energy levels higher in the video
game. The higher the user’s pulse rate, the faster the user
burns energy and the faster the user must regain energy by
earning it or finding it within the context of the videc game
rules.

Additionally, inputting user voice data (ranging from
predefined spoken words contained on the user storage card
1o user voice signal parameter data for use by a speech
synthesizer) for association to user’s visual image data based
to interject the user's voice into the video game. Methods of
integrating user audio images into the presentation include
simple direct feedback, such as when the user pushes a
button and fires a weapon, a confinnation report is spoken in
the user’s voice such as “photon torpedo fired” or “blue
squadron lavnched™.

A particular predefined character image within the video
game presentation can, when speaking, utilize the voice
signal parameter data to model a voice synthesizer in
accordance with the user visval image data voice sound
parameter data. This integrates the user’s voice into the
audio portion of the presentation associated with the pre-
defined character image. Thus, for this example, the pre-
defined character image speaks 50 as to sound like the user.
Instead of sounding like the user, the voice signal parameter
dara can be for any other voice, or modification of the user’s
or other voice or other sound or a combination thereof. This
enables the use of famous voices (under appropriate license),
or other voices or sounds in place of the predefined character
default voice associated with the video game software
contained on the game card (as the system would operate if
no storage card were installed).

FIG. 4A illustrates the block diagram and data logic flow
diagram of ihe Intercept Adapter Interface System compat-
ible for use within the Adapter Interface System of FIGS. 2A
and 2B, in accordance with the present invention. An
intercept controller embodimemt of an adapter interface
system 110E is coupled to a game cartridge 120 Storage
Card (S/C) 130, and a videogame apparatus 140. The video
game apparatus is coupled to an external display monitor
145 and 1o user controls 147. The intercept controller
adapter interface system 110E receives address signals 211
and control signals 213 from the video game apparatus 140
and selectively couples these signals to the game cartridge
120 and Storage Card 130 via respective Game Card address
and control signals 222 and Storage Card address and
control signals 232. The Game Cartridge 120 or Storage
Card 130 responds 10 the respective address and control
signals 1o provide either game card image data out 224 or
Siorage Card image data om 23 for coupling to the inter-
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cepl controller adapter interface system 110E that provides
a “video game data in" output 214 for coupling to the video
game apparatus 140.

FIG. 4B shows a more detailed block diagram of the
intercept controller adapter interface system 110, This sys-
tem 110 is comprised of input buffers 211A, 213A, 224A,
and 234A that respectively buffer the video game address
signals 211, vidco game control signals 213, the game
cartridge data out signals 224, and the Storage Card data
output signals 234. The output signals 234 couple the
respective signals to the analysis system 260 of the intercept
controller adapter interface sysiem 120E. This system 110E
selectively provides address output 222 to the Gamme Card
120 and address output 232 to the Storage Card 130 for
output to the game cartridge 220 or Storage Card 130. The
output is in response to the analysis system 260 determina-
tion and selection of proper address output.

The Storage Card address buffers 232B couple the Stor-
age Card address signals 232 to the Siorage Card 130. The
Game Card address buffers 222B couple the Game Card
address signals 222 to the Game Card 120, as selectively
determined and controlled by the analysis system 260. The
Game Card 120, as appropriate, responds by providing
predefined character Game Card image data oatput 224 to
the Analysis System 260. The Storage Card 130 responds, as
appropriate, by providing User Image Storage Card data
output 234 to the Analysis System 260.

The ocutput buffer 214B selectively couples data as pro-
vided by the analysis system 260 to the video game data in
signals 214 to the video pame apparatus, responsive to a
determination and analysis by the analysis system 260 as 1o
whether the Game Card data owt signal 224 or the Storage
Card data out signal 234 is the proper signal for coupling 1o

‘the video game apparatus as the data input Video Game

Image input 214 coupled to video game apparatus 140,
The analysis system 260, in conjunction with the remain-
der of the intercept controller adapter interface system 110E, .
provides for substitution of the user’s image for the pre-
defined game character image in a manner transparent to the
original video game apparatus and the original game car-
tridge. Thus, existing video game hardware and game car-
tridges can be reused to expand the horizons of possibilities
of medifications and play of the games. Updates can be
provided with new predefined graphics provided by the
manufacturer of the game apparatus and software via a
Storage Card. Sets of “canned"” user visual and audjo images
can be provided by third parties (via the Storage Card).
There are numercus ways to implement the analysis

" system 266. For example, address and/or control and/or data
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signal analysis, timing analysis, state analysis, signature
analysis, or other wransform or analysis techniques can be
utilized to identify when particular predefined player graphic
character segments are being accessed and tansferred 1o the
video game apparatus 140 read/write memory from the
game card 120, and at the appropriate time, instead of
accessing the Storage Card 130 and ransferring data out 234
from the Storage Card via the intercept contwroller 118 for
coupling via the video game data signals in 214 to the video
game apparatus 140. The substitution of user visual images
is preferably awomatic upon detection of Storage Card 130
being installed in the system, b can also be manually
activated. For newer game cariridges designed with a link
feature, the user can actually make selections and set up
control when the Storage Card 130 is installed, via the user
controls 147.

In a preferred embodiment, for each game, it is possible
1o provide a mapped sel of addresses associated with image
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data for predefined character image segments for thal game,
and to store those addresses as a table in memory, preferably
within the Storage Card 130 or in memory in the adapter
interface system 110 o7 in the video game apparatus 140.
The Yook up table function can be provided utilizing ROM,
RAM. EEPROM, PLA, EEPROM or through discrete logic.

The addition of a finite state machine, microcomputer, or -

digital signal processor permits the addition of many
functions, and can provide intelligent initialization and start
up. However, in the simplest mode, where only decode is
needed, the processor from the video game apparatus 40 can
be utilized by the adapter interface system intercept con-
troller 110. Altemnatively, a separate Storage Card could be
provided that contained the mapped set for one or more
particular game cartridges, and then a Storage Card 130
containing user visual images could be inserted upon
prompting via the display monitor 45. Where it is not
possible to obtain mapped set address information from
review of the software listing, or from the game designer, it
is also possible with analysis techniques to determine a
signature analysis technique based on the control signals
and/or the video address signals output from the video game
apparatuz 40 and/or the game card data owt signals output
from the game card 120.

In conjunction with another aspect of the present
invention, the intercept controller contains a storage table
containing the necessary signatures needed to perform the
signature analysis for address and/or data flow analysis, state
analysis and/or iming analysis or 2 combination of those
and/or other techniques. These techniques are accessed by
an initialization program for the video game apparatus that
either automatically identifies or that allows the user to
identify, via the user control 147 and the display monitor
145, which game cartridge game software package is being
utilized.

The intercept controller 110 is then properly initialized,
from its stored table of signatures, 1o appropriately imercept
certain predefined character imagery segment access
requests by the video game apparatus. The intercept con-
troller 110 substitutes the user images from the Storage Card
130 intc the video game apparatus 148 data so that a video
game presentation displayed on monitor 145 by the video
game 149 is responsive 1o the user controls 147, The video
game is also responsive to the rules and instructions con-
tained in the Game Card 120 software cartridge and to the
user visual images integrated in from the Storage Card 130.

Analysis means 260 recognizes those signatures of the
selected certain predefined character images, and provides

_ certain signals {e.g., address and control signals) to obtain a

user visual image. Obviocusly, when the Game Card 120 is
addressed and accessed, then the game cartridge data 224 is
coupled via the controller 110, to the video game apparatus
40 for use therein, for non-user visual images associated
addresses.

‘The method in accordance with the present invention of
utilizing user image data in the audiovisual presentation of
the video game, is also extendible and applicable to any
digitized audjovisual presentation. The method provides for
analysis identification of a predefined image character
within the presentation by analysis of signals associated
therewith, and association of the predefined image with a
user image such that the user image is integrated into the
presentation in place of the selected predefined image,
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inte gration into any digitized or computer generated video or
animation presentation. Examples include (1) interactive
cartoons at home (e.g., JAIS is coupled to the home VCR
and TV); (2) interactive animations or digitized video (live
or recorded), or multiple use entertainment systems {(e.g.,
such as visitors to Disneyland receiving a User Image
Storage Card at entry).

The Storage Card is used at each exhibition or attraction.
As the user goes through the exhibit, he/she inserts histher
card into a connector and thereafter “participates” in the
display presentation; (3) a service bureau could permit
*“you” to star in your own movie by integrating in “your User
Image,” and mailing the integrated movie back to “yon,”
The multiple use entertainment {(e.g., amusement park)
aspects of the present invention will subsequently be dis-
cussed in greater detatl.

Referring to FIG. 4C, an intercept adapier interface sys-
tem 110C, having subsystem components (113, 210, 213,
116, and 220) is illustrated, wherein the control circuit 260C
provides functional equivalence, to control circuit 260 and
additionally controls and coordinates the capture and for-
matting of user image data. The interface adapter. system
110C includes a, video subsystem 210 coupled o the video
connector 113 for receiving analog video input from an
external video source.

The video subsystem 210 provides for video signal
interface, capture, digitization, and formatng as user visual
image data responsive to the controller 260C, for storage on
an external storage medium via the storage card connector
131. The output from the video subsystem 210 is a digitized
video data output 211 converted from the analog video input
received from the external video source that is coupled to
multiplexer 265 that has its output coupled to controller 260,

Interface connector 213 is coupled to allow direct input of
digital video input 212 from an external source that is
coupled to multiplexer 265 that has its output coupled to
controller 260. Analog video in and/or digital video in can

" be coupled to the subsysiem 110C, depending on the desired
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application, However, for cost efficiency and compatibiliry
with most bome users, an analog video input is probably
adequate, and most cost effective.

The interface system 110C is also comprised of a serial
interface subsystem 220. that couples to the serial connector
116 for coupling to external serial interface such as R$232,
R5244, etc. Serial interface 220 provides for UART,
clocking, buffering, and simple control logic, to provide a
digitized video data output 221 from the serial interface 229,
that is coupled to the controller 260C for appropriate for-
matting and storage on an external storage medium of user
image data. .

Controller circuit 260C is coupled to the Storage Card 138
via connectors 1311-AlS and 131SC and to the user interface
267 is coupled to a user conuoller 247 providing signals
responsive to user activated input stirnulus.

The controller 260C also provides intercept logic func-
tioning as discussed elsewhere herein such that the adapter
interface system 110C additionally provides the intercept
function, whereby the adapter interface system 110C selec-
tively substitutes user image data for predefined character
image data 5o as to provide an audiovisual presentation that
includes the image integrated therein. The intercept function
analyzes the signals to determine when it's appropriate 10
make substitutions of user image data for predefined game

Thus, the Intercept Adapier Interface System (“TAIS™) of 65 character data

the present invention is valuable in applications that extend
beyond computer based video games to include User Image

For video game systems, the analysis of the digitized
presentation data and transformation into a user visual image
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modified presentation must be performed in near real-time
or real-time, such that the user selected image is tracked and
the associated user image is substituted therefor or otherwise
utilized. If suddenly a large displacement occurs the display
of the entire display presentation is scanned to detect the
selected image. Small displacements are tracked and pre-
dicted by extrapolation and history.

For video graphics signal (e.g., movies, animation, etc.),
that have been digitized, the analysis and transformation can
be performed in less than realtime (such as processing of an
animation to include user images in addition 1o or in place
of pre-existing defined characters). If more user images to be
integrated are provided than normal predefined image char-
acters that can be associated therewith exist, the system is
capable of creating “exwas" (in the acting sense) of addi-
tional predefined character images. This permits large num-
bers of user images to be incorporated into the display
presentation of the processed video.

Thus, animations, such as cartoons and movies, can be
user visual image and/or sound image integrated in accos-
dance with the teachings of the present invention. This is
accomplished in a manner that is mansparent to the original
source of the video display presentation.

Technology exists today 10 do this, although the cost of
existing systems at the present is still expensive relative to
the cost of a home video game system. However, for
amusement parks, arcades, circuses, movie companies, etc.,
the technology is within the budget of an affordable and
profitable project. It is anticipated that in the near future, the
cost of the technology will be greaily reduced down 10 the
cost where a block adapter box can be hooked between the
television and the video source, and in conjunction with a
home video game system or a personal computer, or an
adapter interface box controller, the user can provide user
visual image integration into any audio-video presentation.

Broadcast programming and prerecorded programns can be
modified, either delayed for processing or processed on the
fly as output, 1o provide an audiovisual presentation. In this
case, the user image dala is integraied and forms a part of the
audio-video presentation as, or associated with, a predefined
character image.

Examples of technology utilized today that is adaptable
and has equivalents available for application to the present
invention include the technology used in colorizing movies
and cartoons for the mevie film industry, and the technology
of digital editing suites used by Video Production studios
and services. Examples of Video Production Studio equip-
ment include those from Grass Valley that makes switchers,
Ultimatte, video diswibotion amplifier and Video Digital
Video Disk Recorder, as well as technology for Texture
Wrapping by a “Deviation™ product by Pinnacle, Inc., in
Iinois. Additionally, many currently available videopro-
cessing boards (including such boards as those from the
following U.S companies; Raster Ops, Intelligent Rescurces
Integrated Systems, Inc. [IRIS], TrueVision, Nutek,
GrassValley. Tektronix, Hewlent Packard, IBM, etc.), can be
adapted and utilized, or their equivalents, to provide the
necessary technology to implement this aspect of the present
invention. '

The integration of the user created image data into the
video game system architecture can be structured in a
number of ways. Referring to FIG. 4D, a flow diagram of the
intercept function of the adapter interface system 110E of
FIG. 4A is illustrated. In the preferred embodiment iltus-
trated relative to FIG. 4D, the user visual image data is
integrated into the video game (Step 905:) upon initializa-
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don (e.g., restart or power-up) (Step 91(:), by the video
game apparatus 140 analyzing the video game software from
Game Card 120 that provides a key as 1o its identity, that is
utilized by the video game apparatus processor 10 permit the
loading of a mapping table within the adapter interface
system 110 (or Game Card 120 or Storage Card 130) so as
to permit direct interception and substitution of predefined
character images with user visual image addresses with
corresponding user visual images.

The game cartridge 120 can also be provided with the
capability to deselect itself for addresses that have been
enabled on the Storage. Card 130 for other embodiments.
Alternatively, the game image data can be stored in the video
game apparatus 148, and user visual image data can simply
overwrite the corresponding predefined game character data
that it is to replace.

Once (Step 915:) the video game begins, and (Step 920:)
the Adapter Interface System 110 analyzes signals from the
VYGA140 meant 1o address the game card 120. (Step 930:) A
decision is made as to whether the address request to the
Game Card 120 is one of those associated with a predefined
character image from the Mapping Tzble Data as stored in
the memory of A1S110 so as 1o require a substitution. Step
940: If a substitation is (0 be made, then the A1S110 accesses
the mapping table and outputs a substitute address to the
storage card 130, coordinating complete transfer control of
all address and data transfers needed to substitute the user
image data for the predefined character image data.

{Step 945:)

If no substitution is to be made, then the address from
VGA140 associated with the predefined character image is
coupled to the game card 120 from the adapter interface
system AlIS110.

(Step 950:)

After an address is outpui to the storage card 130 (Siep
940) or output to the game card 120 (Step 945), the next step
(Step 950) is the wait for the next address output from the
VGA140 1o the game card 120 associated with a predefined
character image from the mapping lable data as stored in the
memory of AIS110.

(Step 960:)

A decision is made by the AIS110 as to whether the next
address is one that is associated with the predefined char-
acter image lo be associated with the user image. If so,
indicated yes in FIG. 4D, the process continues by branching

_back (10 Step 920:). If the next address is not one associated

with the predefined character image from the mapping table,
indicated no, then the process continues by branching to
Step 950. Thus, FIG. 4D illustrates a preferred embodiment
for the methodology for performing user image integration
into the video game’s audiovisual presentation i accor-
dance with the present invention.

In the preferred embodiment, the user visual image data
is mapped into a unique physical address space than that
used by the video game software from the Game Card 12¢
and the system software from VGAJ40. The unique pre-
defined address space is otherwise unused by the video game
apparatus of the game cartridge software, such that user
visual images can be directly addressed by the system.
Alternatively, specific designated or fixed address space can
be associated with & given Game Display Function or
predefined character image. Then, as part of an initialization,
or a selection routine, the video game apparatus 140 can
selectively access the Storage Card 138 instead of the game
cartridge 120 by sctting up a fable in the video game
apparatus RAM that permits it to directly address the sworage
card 130 memory instead of the game cartridge 120 memory,
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eliminating the need to intercept at all, as 10 those Game
Display Functions or predefined character images repre-
sented in the Table.

By knowing the mapping of certain predefined game
character image segments for each respective video game,
and combining this with a kmowledge of the mapping of the
user visual images on the Storage Card 130, the intercept
controller 110 analysis system 260 directs the substitation of
user visual image data for predefined game character image
segments.

In accordance with yet another aspect of the present
invention, the video game can be made more personal and
exciting by utilizing actual video imagery created responsive
to user inputs at the individual game apparatus. This aspect
of the invention can be utilized in either a stand alone video
game, or can be utilized in a multi-user game, either dis-
tributed or centrally controlled.

Audio presentation can likewise by associatively inte-
grated into the audiovisual presentation using actual sounds,
sound parameters and synthesis or samplers, etc.

Referring to FIG. SA, a video game console is shown that
can function as (1) a stand alone video game, (2) an
individual user apparatus for coupling 10 a multi-user game
system as described elsewhere herein, and as taught in U.S.
Pat. No. 4,572,509, by the present inventor; and/or (3) a
system for the user 10 create user visual images and 1o output
the user visnal image (“UVI” ) dawa for storage on a
removable nonvolatile storage medium, and (4) optionally to
demonsirate an attract mode for UVI games using the stored
images. The stuchure, electronically and logically, of the
video game system 300 is shown in FIG, SA. The video
game system 300 includes a processor 302, memory 303,
1/0 304, and video output 305 subsysiems, and can be a
personal computer (¢.g., Macintosh or IBM-PC compatible)
based or video game vendor based hardware and software.
The video game system 300 has a video image input means,
330 (c.g., video camera, VCR, scanner, efc.) that provides
the necessary hardware te inpmt and digitize, process,
format, and store a visual image of the user or an image
provided by the user. This mode may be selected either by
the switch 340 or by input from the keyboard 350 and
positioning of the video image input means 330 can be
controlled via means of the joy stick 310 with the video
image output being displayed on the display screen 340 1o
provide visual feedback to the user of the individual game
apparatus of the image being digitized. When the desired
image has been digitized and fed back for display to the user,
the user can provide ap input stimulus, either from the
keyboard 350 or via either of push buttons 320 or via voice
recognition, via speaker/microphone 360, or via the swiich
340, 10 cause the storage in the memory of the apparatus 300
of the user visnal image data of the user. Alternatively or
addijtionally, the individual game apparatus 300 has the
necessary visual recognition processing intelligence to auto-
matically scan the video image input source 330 (e.g., video
camera) across the user and select a video image for storage.
The systemn can also differentiate the subject from the
background. Alternatively, the user can create images using
the video input image means 330 and/or the inpuis of the
keyboard 350, joy stick 310, switch 340, eic., that can then
be selectively associated with one of a plurality of prede-
termined imagery identifier segments, to create an audiovi-
sual display.
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The user created visual display, either of the user or of the

user created visual imagery, can then represent that user or
any predefined character in the video game audiovisual
presenlation,. either for a stand-alone game, or for a multi-
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user video game. Thus, for. example, the user can create his
or her own spacecraft, race car, hero, villain, weapon,
monster, or other preselected character functions (e.g., sub-
image identifier segments) that can then be incorporated into
the overall video game audiovisual presentation in combi-
nation with a predefined set of complimentary audiovisual
imagery segments according to a predefined set of game
rules.

The video image input means 330 can be comprised of
one or more of numerous commercially available imaging
systems. Solid state (e.g., charge couple device video
sensors) or video-tube based camera imaging sysiems, or
other technology as applicable, can be utilized in accordance
with this aspect of the present invention. Various lens and
focusing arrangements can be utilized, including user
controlled, or automatically controlled positioning, focusing
and exposure systems. Zoom, crop, elc. features can be
provided for use in conjunction with the present invention.

Additionally, or altemnatively, other means of user image
input can be provided, such as an optional document scanner
380 into which the user feeds a document (e.g., photograph,
etc.) for scanning, digitization and storage in the manner as
described above for the video image input.

A Storage Card interface 390 is adapled for the user to
connect 10 a Storage Card 130 for storage of User Visual
Image data (and other data as appropriate) for removal by
the user to later cornect to a Storage Card interface on either
a video game apparatus 300 or on an adapter interface
system 110.

Referring to FIG. 5B, an alternate embodiment of a user
visual image storage card creation system is illustrated. As
illustrated in FIG. 5B, a booth 400 contains all necessary
apparatus and systems to provide user development and
creation and/or modification of user visual images for
storage, and to provide for the storage, compression, for-
matting etc., 1o provide for storage of the user visual images
onto the storage card medium. The user 440 enters the booth
400 and can pull the curtain 470 1o close behind him or ber
so that the booth provides a private area with controlled
lighting and sound environment.

Lighting sources 450 provide illumination onto the wser
440 for capture by the video camera 430 under control of the
control console 405 that can be a custom or semi-custom
computerized system design, or can utilize semi-custom
programming and peripherals in conjunction with a com-
puter 435. An example of the type of computer 435 can be
either a micro or minicomputer. Examples of personal
computers 435 would include the Amiga computer by
Commodore, the Apple Macintosh, IBM-PC or compatible,
etc. The system of FIG. 5B preferably includes one or more
means of image input as described with reference to FIG,
SA.

The booth 400 also contains a microphone 360 for picking
up the user’s voice. As described elsewhere herein, the
speech parameter data is recorded for future use in
synthesizing the user’s voice at'a later time. Memory
space for the user's voice is reduced since only the
important speech parameters needed to reproduce the
speech are stored.

F1GS. 5C-H illustrate various embodiments of the meth-
odology by which user images can be input, stored, and
utilized with a2 predefined presentation to create an inte-
grated presentation output, in accordance with the present
invention.

Referring 1o F1G. 5C, a method of generating a visual
presentation is illustrated, comprising:




::_ Cé_tse: 1:02-cv-08403 Document #: 3 Filed: 12/13/02 Page 115 of 125 PagelD #:232
- .

US 6,425,825 Bl

29
(Step 20:) Start process;

(Step 22:) represent a user presentation as a user image

signal;

(Step 24:) represent a video presentation as video presen-
tation signals comprised of tracking signals and asso-
ciated video signals;

(Step 26:) Are both the user presentation and the video
presentation ready?

If not ready, go to step 22; otherwise proceed to step 28;

(Step 28:) integrate the video signals and the user image
signals responsive \o the tracking signals, to integrate
the respective user presentation for the user image
signal with the respective video presentation for the
associated video signal to provide a integrated video
presentation output; and,

{Step 30:) Provide video presentation output (e.g. LCD,
CRT or equivalent (e.g. see FIG. 11), or projection onto
a wall or movie screen (e.g. such as shown in FIG. 12).

{Step 32;) Done,

Referring to FIG. 5D, Step 28 is further expounded upon,

comprising: —

(Step 28:) Start process;

(Step 29:) Are wacking signals ready? (e.g. manually
generated tracking data, automatically generated track-
ing data, and motion-capture data representative of at
least one of a plurality of defined actor positions, time
and spatial data, etc.) If not ready, go to step 29;

otherwise proceed to step 31;

(Step 31:) control placement of the user presentation into
the associated video presentation, responsive to the
tracking signals.

{Step 34:) Done, go to step 30.

Referring to FIG. S5E, a method of providing a visual

presemation is illustrated, comprising:

{Step 40:) Siarnt process;

{Step 42:) provide digitized image data representative of
a display presentation of at least a portion of a person;

(Step 44:) provide ancillary data representative of a
display presentation of ancillary atiributes;

(Step 46:) Are both the ancillary and the image data
ready?

If not ready, go 1o step 42;

otherwise proceed to step 48;

(Step 48:) select one of a plurality of image integration
options for selectively mapping and linking the display
presentation for respective ones of the image data and
the ancillary data;

(Step 50:) Option Selected?

If option is not selected, go back to Step 48;

otherwise, if option is selected go to Step 52;

(Step 52:) integrate the nespective image data and the
respective ancillary data responsive to the selected
image integration option to modify the display presen-
tation of the at least portion of the person with the
ancillary atiributes, to provide modified image data;

{Step 54:) provide the visual display presentation respon-
sive to the modified image data. (e.g. LCD, CRT or
equivalent (e.g. see FIG. 11}, or projection onto a wall
of movie screen (e.g. such as shown in FIG. 12).

(Step 55:) Done.

Referring 10 FIG. 5F, a method of providing an integrated

visual presentation and storing onto videotape or other
medium, is illustrated, comprising:

30

(Swep 60:) Stan process;

(Step 62:) provide a customized image;

(Step 64:) provide a background image (e.g., a video
presentation, an audiovisual presentation, and an audio

5 presentation).

(Step 66:) Are both the customized and background image
data ready?

not ready, go (o step 62;

otherwise proceed to step 67,

10 (Step 67:) Superposition of customized image and back-
ground image

{Step 68:) Produce cusiomized videotape or equivalent
responsive to superposition.

(Step 69:) display a video display presentation responsive

15 to the customized videotape

{Step 70:} Done.

Referring to FIG. 5G, a method of integrating an image
from a secondary source into a predefined image source
visnal presentation, is illustrated, comprising:

20 (Step 71:) Start process;

(Step 72:) provide a presentation output from the image
source;

(Step 74:) provide providing a user image from the
secondary source

25 (Step 76:) Are both the presentation output and the user
image ready?

If not ready, go to step 72;

otherwise proceed to step 77;

(Step 77:) integrate and utilize the user image from the

30 secondary source to participate with predefined asso-
ciative actions in the presentation cutput as an extra
actor;

{Step 78:) Done.

Referring 10 FIG. 5H, a method of integrating an image

3s from a secondary source into a predefined image source
visual presentation is illustrated, comprising:

(Step 80:) Start process;

(Step 81:) provide a predefined image source presentation
output;

40  (Step B2:) provide a user image;

(Step 83:) select an image portion of the presentation
output as aselected portion for user image associative
integration; -

(Step 84:) Is the selection ready?

45 If not ready, go to step B1;
. otherwise proceed to step 85;

(Step 85:) analyze the presentation output associated with
the selected portion;

(Step 86:) Is the analysis complete?

50 If not complete, go to siep 85;

otherwise proceed to step 87;

{Step 87:) integrate the user image with the selected
image portion;

(Step 88:) provide a modified presentation output wherein
the user image is associated with and iniegrated into the
selected image portion in the presemtation output;

In one embodiment, the method proceeds to conclusion
by going to step 91. In an alternate embodiment, the method
60 Proceeds first via steps 89 and 90, before going to step 91 to

conclude. .

(Step 89:) store the modified presentation output in a
non-volatile form as stored. audiovisual content; and

(Step 99:) provide a display presentation (e.g. lelevision,

65 movie, computer display, etc.) responsive to the stored
audiovisual content. '

(Step 91:) Done.

55
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Referring to FIG, 6, a flow chart illustrates the process for
a service bureau communication and storage and retrieval of

“user image data, such as the creation of storage cards from

user provided image data, such as VHS video tapes, eight
millimeter video tapes, still pholographs, floppy disks from
computers containing digitized images, floppy disks from
still cameras, audio inputs, and parameter data for computer
generated video and audio, stored on any medium.

The use of a service bureau can extend beyond video
games. These storage cards can be used for a lot more than
games. They could also be used to incorporate users into
new or existing movies, allow users to preview how they
would look in new clothes, be used to see how various
transformations (aging, etc.) would affect a user, etc, This
card could plug into a variety of devices other than video
games, such as.leleconferencing and securiry.

Ag shown in FIG. 6, (Step 1010:) the user starts (Step
1020:) by providing the images ti the service bureau or
central server. This can be done in various ways, such as an
in-store program at stores that sell the video game cards,
video game apparatus, systems or related materials. This can
also be done via a mail-in or a walk-in service, not as part
of an exjsting store, or via a modem link from one or a
plurality of separate physical locations of booths, games or
computer systems. After the user has provided the images 10
the service bureau, different processing steps are utilized
depending on the form of input (e.g., analog, digital, video
still, video motion, and audio, etc.). (Step 1030:) A decision
is made as to which path is taken. (Step 1040:) For audio, the
input is preferably speech that is digitized and word phrases
selected or model parameters extracted. (Step 1041:) If word
phrases are selecied, then (Step 1042;) the process provides
formatting, mapping and storage of the word phrase digi-
tized data along with the associated mapping informauon,
Alternatively, (Step 1042:) if model parameter data is
present, the mode] parameter data is formatted and mapped
for utilization by a sound synthesizer to operate in accor-
dance with the model parameters. (Step 1055:) If the user
images are still motion, then the process continues to digitize
them if not already digitized. (Step 1052:) If the user images
are motion video, then they are first freeze-fremed to create
a still, and digitized if necessary. From there both still and
tnotion video are processed similarly, in that (Step 1060:) a
decision is made to select poses. If yes, (Step 1080:) canned
poses are selecled, mapping data and formating is
generated, and the image data and mapping data are stored
onto the storage card medium. If no poses are selected (Step
1070:) then the image data is formatted, mapped, and stored,
for use and assignment to panicular game functions other
than poses. If model parameter data is present, it is formarted
and mapped for utilization in presentation generation. In one
embodiment, (Step 1081:) the formatied and stored data is
communicated, such as via modem link to and/or from one
or a plurality of separate physical locations of booths, games
OF compuler Systems.

It is to be understood that the process iltustrated above
with reference to F1G. 6 is exemplary and that many other
options and variations are possible.

Referring to FIG. TA, one embodiment of an apparatus by
which users can input and store user image data and obtain
a removable storage card medium containing user images
thereon is illustrated. The game card (or carmidge) 120 of
FIG. 6A includes both the nonvolatile storage memory 122
(such as ROM or EEPROM) containing the game software
and logic, and a wrilable nonvolatile memory 123, such as
RAM or EEPROM (although volatile memory could be used
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in those applications not requiring the memory function of
memory 123 be maintained when power is removed). The
memories 122 and 123 are coupled to adapter interface
controller 124, that is also coupled to the game conneclor
121. The game cartridge illustrated in FIG. 7A is compatible
with FIGS. 1B, 1C, and 1D.

Referring to FIG. 7B, an allernate game card including the
storage card interface is illustrated. The game cartridge 120
of FIG. 7B is illustrated as game cartridge of 120F of FIG.
1E. The memories 122 and 123 are coupled to adapler
interface 125, that is also coupled to the storage card
connector 131 and vo the game connector 121. The game
cartridge in FIG. 7B is usable with the systems of FIGS. 1A,
1B and 1E.

It will be appreciated that numerous other configurations
of game cartridges can be provided, including different use
of memory, use of only a single nonvolalile storage memory
without a second memory, the addition of processing power
and/or control logic, etc., as the application and cost con-
straimis dictate.

The writable memory 123 of FIGS. 7A and 7B is a
variable/optional component of the game card. When
present, the size of the writable memory 123 can be fixed or
can vary depending upon the application or scope of appli-
cations to which it is expected to function in. The memory
123 can also provide additional processor, scratch pad and
buffer memory area to support additional computational
needs of the processor o support the analysis and integration
process of the presenl invention.

Where an interface adapter unit is presen, it can contain
writable memory and/or additional special processors, and
the memory 123 is not required to perform scratch pad
memory functions for the processor if there is sufficient
other memory present Additionally, in new video game or
other audiovisual presentation systems, or by rewrofitting old
game syslems, additional memory can be provided for user
image integration utilization. The writable memory 123
provides local storage for the downloading of user image
data, either from the storage card via direct link or via
transmission downloading such as via modem, and provides
for the loading and storing of the user image data into the
memory 123 for retention in the game card thereafter
without requirement of attachmem of a storage card thereto.
Thus, the user image data is thereafter accessible as a pan of
the game card subsystem unless and until modified.

The use of the writable memory 123 also permits machine
specific considerations regarding resolution and formating
of the user image data including video resolution and video
formartting as well as data siructure and image mapping
considerations. Additionally, machine specific consider-
ations regarding views and rendering can be provided for,

Referring to FIG. 8, a system embodying the present
invention is illusrated. A central computer sysiem 510
having a secondary storage means 511 such as a disc drive
or Storage Card is coupled 10 a keyboard 520 and a display
device 521 (such as a cathode ray mbe, LCD, LED, etc.).
Additionally, the computer system 510 is coupled to a mouse
or other input device 530, a light pen 540, a joystick 550, a
document reader 560, and a camera 570. Depending on the
particular needs of the user, the system can comprise less
than all of these accessories, but must have some sort of user
in put device, such as a keyboard 520, mouse 530, light pen
540, joystick with push button 550, document reader 560,
camera 570 or some other type of computer data input
device such as a modem providing telephonic communica-
tion of digital data to the system.

Referring to FIG. 9, the structure of the user defined visual
image video game logic is illustrated. The center of the logic
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structure is the game rules 600. The game rules 600 interface
with the predefined function mapping logic 610 that inter-
faces with both the predetermined video graphic objects 660
and the user defined videographic objects 670. The game
rules utilized the predefined function mapping to access the
predetermined and user defined videographic objects, which
objects are then integrated into the visual display as is
described hereafter. Game rules logic 600 also interfaces (o
the display logic 620 that interfaces to the display interface
logic 640 that provides for driving the video display. The
game rules logic passes the appropriate videographic objects
to the display logic that interfaces to the display interface
logic that provides for display of the game audiovisual
presentation.

Additionally, the game rules logic also interfaces to the
inputoutput logic 620 that interfaces to the input/output
mterface logic 650. The exiernal user input/ontput devices
for the video game, such as in joysticks, light pens,
keyboards, etc. are coupled 1o the system via the L/O
interface logic 650 that translates these inputs to a form
compatible for transfer to the input/cutput logic 620 that
couples appropriate input/ouput data 1o the game rules logic
600. The game rules logic 600 wtilizes the data from the
input/output logic 620, and from the videographic objects
data 660 and 670 via the predefined funciion mapping 610,
1o provide for a display presentation via the display logic
630 and display imerface 630.

Referring 1o FIG. 19, the logical interface of the game
development system of the present invention to the video
game structuring logic of the present invention is illustrated.
The game rules logic 600, predefined function mapping
logic 610, 17O logic 620, display 630, display interface logic
640, 1/0 interface logic 650, predetermined videographic
objects 660, and user defined videographic objects 670, of
FIG. 9 are analogous 10 the comrespondingly numbered items
of FIG. 8. Further, in accordance with the present invention,
the universal video game design system interfaces 1o the
user defined videographic objects logic of the video game
logic, providing for downloading of user defined video-
graphic objects from the user visual image in video game
design system to the video game logic.

The user visual image in video game development system
logic is comprised of a nucleus of user video object devel-
opment logic 700, that imerfaces with user input interface
logic 715, that interfaces with keyboard interface logic 320,
mouse interface logic 730, light pen interface logic 340,
joystick interface logic 750, document reader interface logic
360, and camera interface logic 730, that each interface 1o
the respective keyboard 520, mouse 530, light pen 540,
joystick 550, document reader 560, and camera 570, of FIG,
1. Additionally, where other input devices are utilized,
additional interface logic, will be provided. The input device
thus is coupled into the universal video game development
system via the interface logic 720, 730, 740, 750, 760 and/or
770, via the user input interface logic 715, that couples the
data to the user video object developer logic 700.

The user video object developer logic 300 is also inter-
faced 1o the universal linker logic 710 and therefrom to the

link interface logic 775 that couples the final user developed

video objects to the video game system logic 570. This can
be in the form of loading files onto a diskette or hard disk,
or a run time loading of daa directly into the computer
Imemory prior to running of the game program on the game
system. The universal linker logic 710 provides the neces-
sary functional mapping to properly map the user developed
video objects into the appropriate locations and file names
for the user defined videographic object logic 670, such that
the video game system will function properly.
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The sysiems described with reference to the figures
herein, can all be built from presently available technology
as is necessary to implement all functions herein, including,
but not limited to (1) the recognition and/or identification of
Predefined Character lmages and (2) the real-time User
Image capture and association to the Predefined Character
Images, and, (3) the integration of the User Image into the
audiovisual presentation.

The mulli-use enteftainment amusement. aspect of the
present invention will now be discussed in greater detail.
This use of image integration incorporates the other appa-
ratuses and processes of the present invention to provide
entertainment at an amusement park, circus, or other multi-
use entertainment attraction.

An amusement park patron receives an image storage card
upon entry to the facility or, in the alternative, receives it
before or after entry into the facility. The storage card can
additionally be used as a money debit card holding a credit
for a certain amount of money that was previously paid.
Thus the card can be used around the park to purchase items.
The card has the built-in benefit of storing the user’s image
and/or speech parameters. Thus, it would be a simple matter
to compare the image or speech of the card user to verify
ownership at each transaction.

If the image storage card is generated upon or after entry,
the patron proceeds o an image generation facility as
described above and illustrated in F1G. 5B. The patron enters
aroom where the lighting and background can be controlled.
The image generation facility creates an image (one, two, or
three dimensional) of the patron, digitizes the image, and
stores it on the card: This image can be, a facial image or a
full body image, or otherwise as discussed above herein.

At this point, the patron has the option of modifying the
stored image to make it fit the videc presentation in which
the image will be integrated. Since the image is stored in »
digital data format, it can now be manipulated by a computer
graphics apparatus and process. Alternatively, an image
generation computer automatically handles all processing of
the image data after initia) capture, or an operator of the
system assists in the process.

The preferred embodiment of the computer graphics
apparatus of the present invention is illustrated in FIG. 11.
The storage card is inserted into a card reader 1101. The
processor 1105 that controls the apparatus reads the image
and sound data from the card reader 1101. This data is stored
in memory 1110 for manipulation.

If user control is permitted, the user can use the controls
1130 10 choose how the image is to be manipulated.
Examples of typical controls 1130 are a keyboard, a joystick,
a track pad, a track ball, buttons, or any combination of the
above.

The memory 1110 also contains the graphics that can be
integrated into the image data. The display 1120 shows the
user the selections to be made 1o adjust the image, The final
image can also be shown on the display 1120,

Colors can be changed, clothing can be changed, and
various items can be added. By manipulating the image, the
user {of operalor or automatically via computer) can go from
the shorts and t-shirt worn into the park to a suit or dress. The
attire can also be changed for each separate presentation to
for example, armor, a spacesuit, beach wear, or other attire,
stored in an attire library, lo match the image to the video
presentation in which the image will be integrated. Also,
various (0ols or instruments that will be used in the video
presentation can be added 1o the image from a stored library
of tools or instruments.

In operation, the user takes the image storage card to an
entertainment area such as an exhibit on dinosaurs. An
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example of such an entertainment area is illustrated in FIG.
12. The card is insered into the card reader te gain entrance
to the exhibit and to ready the stored image for integration.
The patron is then presented, on the computer graphics
apparatus 1100, with various attires and tools associated
with the exhibit, thus allowing the patron to change the
image 1o fit the exhibit For example, the patron may choose
a caveman outfit from the attire library and a club from the
tool library. The manipulated image data can be stored on the
mg'mal storage card, on a new storage card, or sxmply kept
in the memory of the image manipulator for use in that
particular entertainment area of the park.

The computer associated with the exhibit then makes the
changes 10 the stored i image and integrates the altered i image
into the video presentation on dinosaurs. This integration is
discussed previously. The patron alone, or an entire
andience, can now watch the video presentation on a direct
view monitor or projection screen 1200. Alternatively, the
computer associated with the presentation can automatically
make the appropriate changes to the stored image for each

user, and the user can simply insert the card into a reader 20

built into the amusement car of the ransponation car which
ransports the user through the exhibit,

Additionally, using a virtual reality system, the user can
wear a helmet with a built in video capability or a pair of
goggles with built in video capability to view the video
presentation. This places the patron in a three dimensional
situation instead of watching the video presentation on a two
dimensional screen. The virtual reality system also allows
the user to interact with other users {(e.g., to battle his friends
and family) whose images have been integrated imo the
video production.

Also as described previously, the speech parameters of the
user (patron) can be recorded at the time the image is
generated. This allows the video presentation to generate
dialog by simulating the user's voice and integrating it into
the video presentation. The user also has the option of
having their voice altered while the image is being altered.

In an- altemate embodiment, the video presentation with
the integrated image can be stored digitally or as analog
video signals on tape for purchase by the patron. The tape or
digital storage cartridge can now be taken home as a
memento of the visit to the park.

Of course the above scenarios are not limited to enter-
tainment. Businesses can use the image integration 1o try
different marketing ideas for clothes or other accessories
without spending large sums of money to produce a product,

The image integration of the present invention can also be
used by the user to make a custom video game piece by
piece. The user selects different storylines, characters, and
images from a library stored in memory. Once the selections
have been made and any alterations have been done to the
user's image, the image is integrated into the cusiomized
video game where the user can control the integrated image
of himself or another character.

A method of integration of a user image into a predefined
audiovisual image source is provided, the method compris-
ing the steps of providing & user image; first providing a
presentation output from the audiovisual image source; then
selecting a portion of the presentation output as a selected
portion for user image associative integration; then analyz-
ing the preseniation output associated with the selected
pottion; then integrating the user image with the selected
portion; and providing a modified presentation output
wherein the user image is associated with and integrated into
the selected portion in the presentation output.

The method is further characwerized in that the user image
is al least one of a video image, an avdio soundtrack, sound
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parameters for driving a sound synthesizer, control signals,
and graphics parameters for driving a graphic synthesizer.
The methed is further comprised of the step of providing for
at Jeast one of user original creation, modification and
selection of the user image.

The methed is further comprising the step of scaling the
user image 1o fit within the selected portion.

An alternative method of integration of an image from a
secondary source into a predefined audiovisual image
source, the method comprising the steps of providing a
presentation output from the audiovisual image source;
providing a user image from the secondary source; and
providing a presentation architecture having means that
integrate and utilize the user image from the secondary
source to participate with predefined associative actions in
the presentation output as an exira actor.

The alternative method is further characterized in that the
plurality of audiovisual presentalions are associated with
various amusement attractions.

An audiovisual presentation adapter interface system for
user image integration into a presentation output is provided
in accordance with the present invention, the system com-
prising an image system for providing user image data
representative of the user image; a presentation source for
providing the presentation output; a separate and removable
interface adapter comprising a subsystem for selecting a
portion of the presentation output as a selected portion for
user image associative integration; a subsystem for analyz-
ing the presentation output to 1denufy the selected portion;
a subsystem for associating the user image with the selected
portion; a subsystem for integrating the user image data with
the selected portion; and presentation apparatus for provid-
ing a modified presentation output wherein the user image is
integrated to form a part of the modified presentation output.

The presentation source means is comprised of storage
means structured in a predefined architecture arranged to
have identifiable images indexed within the predefined
architecture, the system further comprising means for pro-
viding one or more user image data packets, each baving an
associated user image, each with its own index, indexed
within the predefined architecture; means for selecting a
particular identifiable image from the identifiable images as
the selfected portion; means for selecting at least one of the
user image datn packets as selected user image data for
association with the particular identifiable image; means for
integrating the selected user image data into the predefined
archilecture by substituting the index of the selected user
image data for the index of the particular identifiable image;
and wherein the presentation means provides an integraled
presentation output as the modified presentation output
Tesponsive io the predefined presentation image data and the
selected user image data, comprising images wherein the
selected user image is associated with the particular identi-
fiable image.

The interface adapter means is adapted for coupling to an
audio-visual system providing for cutput of a presentation
including a predefined character having a default behavior
pattern of displayed behavior responsive to the user, wherein
the interface sysiem is further comprised of means for
modifying the default behavior pattern of the predefined
character responsive 10 a measured physiological response
of the user during presentation and wherein the presentation
output is aliered in response to the measured physiological
response.

The video game software provides the predefined presen-
tation image data, the system further comprising a user input
apparatus responsive to user provided stimulus, and a video
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game apparatus responsive to the video game software and
the user input apparatus, for providing video game play and
a video game presentation that has one or more predefined
game display functions selectively associated with the par-
ticular identifiable image, which interact in the video game
presentation, the interface system further comprising a sub-
system for selectively associating one of the predefined
game display functions with the particular identifiable image
for incorporation into the video game audiovisual presenta-
tion responsive to the user image and to the user actively
playing a video game.

A method of inlegrating a user voice image into an
audiovisual presentation of a video game, the method com-
prising the steps of sampling a user's voice; analyzing the
sampled user’s voice to provide user voice parameter data
reprasentative of the user voice image; storing the user voice
parameter data; synthesizing and interjecting the user's
voice into the video game audiovisual presentation respon-
sive to the user voice parameter data comprising the step of
associating a panicular predefined character image within
the video game presentation with the user’s voice so that
when the particular predefined character is speaking, the
user voice parameter data is input as a model to a voice
synthesizer which effects the integration of the user’s voice
into the audio pottion of the audiovisual presentation as
associated with the predefined character image.

A video game imerface system comprising an interface
subsystem for coupling 10 an existing video game system
providing a presentation outpul comprising predefined
images, the interface subsysiem being separate and remov-
able from the video game; user image storage subsystem
conlaining data for a user image for association with a
selected predefined image; the interface subsystem compris-
ing a subsystem for analyzing the requests for predefined
images to identify a request for the selected predefined
image; and a subsystem for intercepting the requests for the
selected predefined image and substituting the user image in
place of the predefined image data, wherein the user image
is associated with and replaces the selected predefined image
in the presentation ouiput.

The user image data can be provided as an image data
packet. A family of different video games each with its own
unjque predefined video game display presentation is
provided, wherein within the family each different video
game provides user image integration compatibility respon-
sive to the image data packet. Predetermined user actions are
detected during active play of the video game during
selected portions of the video game display prescntation.
The user image is integrated into the video game display
presentation for selective associative substitution of the user
image in place of the selected predefined image only respon-
sive to the predetermined user actions.

The user image can be comprised of a plurality of user
images from which one or more user images are selectively
integrated into the modified presentation output. The image

“data packet can be comprised of the user image data and

header data related thereto. The video game system provides
default game response rules, and in one embodiment moni-
tors user biological signals and modifies the default game
response rules responsive to the monitoring. The user image
is funther associative with parameter data, permilting for
allering the user image data for texture wrapping of the user

image onto the selected portion so as to effectively wrap the

user image over the selected portion responsive 10 the
parameter data.

The user image is further assocjative with behavioral
profile rule data, for permitting adjusument to behavioral
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performance of the selected predefined displayed image in
the video game responsive to the behavioral profile rule data,
The presentation subsystem integrates and utilizes the user
image to participate in the presentation output as an extra
actor. The presentation subsystem can be comprised of one
of a video tape player, a video disc player, a video game, and
a computing system,

The subsystem for analyzing is further comprised of
means for providing at least one of signature analysis, signal
analysis, timing analysis, state analysis, and transform
analysis.

A video game system is comprised of writable memory;
applicaton software including defzult character image data
having an associated default character address; a subsystem
for providing a video game presentation of video game play
responsive to the application software comprising a default
video game presentation comprising default character
images having associated addresses, responsive to no selec-
tion of a user image; a non-volatile storage subsystem for
sloring an image data packet {IDP) file representative of a
user image; a subsystem for linking the IDP file from the
storage subsystem for combinational mapping into the appli-
cation software for the video game; and a subsystem for
integrating the IDP file and the user image into the presen-
tation of the video game play; a subsystem for selecting the
user image data for inclusion in the presentation; a sub-
system for selecting one of the default character images as
a selected default character image; a subsystem for provid-
ing key data associated with the user image data, and a
subsystem for integrating the user image data into the video
game presentation wherein the user image data is integrated
responsive to the key data, wherein the key data is utilized
to load a mapping table within the writable memory pro-
viding ap index for direct interception and substitution
wherein the user image data is output in place of the selected
default character image.

The system is further comprised of a subsystem providing
for selection of the user image for inclusion in the modified
presentation output, wherein the user image is associated
with a unique user image display function which is only
pfesent in response to the selection of the user image. The
system is further characterized in that the user image is
stored on a storage card, the system comprising a subsysiem
for storing video game play parameters for end of game on
the slorage card prior 1o ending active game play; and a
subsystem for resuming video game play from a point in
game rules and logic for the end of game responsive to the
video game play parameters stored on the storage card.

The user image data is mapped into an allocated pre-
defined address space that is otherwise unused by the video
game system and the application software, such that the user
image is directly addressed by the system, and wherein an
address space map table is provided which permits direct
addressing of the user image data by the video game system
wherein the user image is integrated into the video game
display presentation.

The user image can be of at least one of color, size,
graphics, shape, a digitized image of the user's face, a user
created original image, and a user selected one of a prede-
termined set of visual images. The system can automatically
integrale as a part of a game initialization procedure of the
application software, whereafter the IDP files remain inte-
grated in the video game until changed.

The application software is comprised of an address map
table of displayable graphic functions, the system further
comprising logic for selecting a selected one of the display-
able graphics functions, and character selection logic pro-
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viding for association of the user image wilh the selected
displayable graphic function in the audiovisual presentation,
responsive to the address map table.

The displayable graphic functions can be comprised of
default displayable graphic functions and non-default dis-
playable graphic functions created especially to utilize the
user image, wherein the video presentation is comprised of
a default video presentation comprised of the default dis-

playable graphic functions, and a non-default video presen- -

tation comprised of both the default and the non-default
displayable graphic functions and provided responsive to the
character selection means.

An adapter interface system for coupling to a video game
system comprising video game application software provid-
ing for a self-comained video game having an associated
predefined audiovisual presentation, is comprised of a non-
volatile storage medium containing data stored as one or
more image data packets; selection logic for selecting one or
more of the image data packets for integration imo the video
game; and image intcgration logic for lining the one or more
selected image data packets. into the application software
wherein the image data packets and the application software
together become an integral self-contained video game
having an asscciated audiovisual presentation adapted from
the predefined audiovisual presentation and the selected
image data packets.

The image data packets can be linked to one or more game
functions wherein the image data packets are incorporated
into the overall video game presentation in association with
the game function in combination with a predefined set of
complimentary audiovisual segments. For example, the link-
ing can be comprised of combinational mapping and inte-
grating.

An audiovisual presentation system providing a presen-
tation output is taught, comptising a subsystem for provid-
ing & user image, and an integration subsystem for mapping
the user image into the presentation cutput as an extra actor
with predefined associative actions wherein the user image
becomes a part of the presentation output.

The predefined presentation output can be compnsedof at
least two predefined presentation outputs comprised of a
default predefined presentation output having default pre-
defined character images with associated default predefined
actions, and a user image predefined presentation output,
wherein the user image predefined presentation cutput is
comprised of the default predefined presentation output with
the addition of the integration of an extra actor predefined

character with associated predefined actions uniquely asso-.

‘ciated with only the user image.

The system can further be comprised of subsystems for
providing audiovisual presentation data for the audiovisual
presentation; for identifying defined portions of the audio-
visual presentation data for integration with the formatied
user-image data; for integrating the formatted user image
data with the defined portions of the. andiovisual presenta-
tion data Yo provide integrated image data; and for providing
an integrated audiovisual presentation responsive 1o the
integrated image data. This audiovisual presentation can be
associated with a video game system operating responsive lo
a predefined stored game program -having a structure
wherein the formatted user image data is selectively mapped
to be associated with a predefined game function.

An cxpander permits simultaneous coupling of multiple
ones of the user image slorage means, so as to permit each
of the user image storage means to have a respective user
image associated with a respective different predefined
image and an interface subsystem providing means for the
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video game system to separately identify and wtilize each of
the multiple user image storage means and the user images
stored thereon. The presentation architecture has means that
provide for a plurality of independent presentations, each
separate and distinct from each other wherein each inte-
grates the user image from the secondary source to partici-
pate in the presentation as an extra actor. A plurality of
secondary sowrces can each have a separate extra actor
separately participating in the presentation. The user image
1s stored onto a separate and removable storage means.

The user visual image storage means can be at least one
of a separate removable transportable cartridge, solid state
memory, and a compact disk read only memory.

An entertainment system is taught, comprising an audio-
visual source for providing signals to be viewed as a
presentation; a presentation system for displaying the signals
responsive to the audiovisual source; storage means for
storing & user image; and a controller for analyzing the
signals, and for selectively modifying the signals to integrate
the user image with predefined associative actions into the
presentation.

The presemation can include predefined characters and
predefined images, wherein the user image interacts with the
predefined characters and predefined images after the user
image is integrated into the presentation, The sysiem can
include means for generating a user image, such as a camera
for generating at least one image of the user, the image being
in the form of analog video signals; an audio transducer for
generating an analog aedio signal; and a converter for
converting the analog video and audio signals 10 digital
video and audio signals capable of being stored on the
storage means. The user image can participate in the pre-
sentation as an extra actor. The storage card can be used as
a means for admittance into one or more entertainment
areas. A plurality of independent andiovisual sources can
each associate with a respective one of a plurality of
independent ones of the presemtation system, Also taught
herein is a method of integrating a user voice image into a
presentation output, the method comprising the sieps of
sampling a user's voice; analyzing the sampled user’s voice
to provide user voice parameter data representative of the
user voice image; storing the user voice parameter data; and
synthesizing and interjecting the user's voice into the pre-
sentation output responsive to the user voice parameter data
comprising the step of associating a particular predefined
character image within the presentation with the user’s voice
so that when the particular predefined character is speaking,
the user voice parameter data is input as a model to a voice
synthesizer that effects the integration of the user's voice
into the presentation output as agsociated with the predefined
character image.

A video interface system is taught, comprising a sub-
system for coupling 10 an existing video system comprising
software providing requests for predefined images; a sub-
sysiem for providing a presentation comprising the pre-
defined images; storape containing data for a user image for
association with a selected predefined image, the storage
being removable and transportable from the video interface
system; and an intercept adapter interface system compris-
ing a subsystem for analyzing the requests for predefined
images to identify & request for the selected predefined
image, and & subsystem for intercepting the requests for the
selected predefined image and substituting the data for the
user image in place of the predefined image, wherein the
user image is associated with and replaces the selected
predefined image in the presentation.

‘The software is stored in a software cartridge. The system
is coupled 1o (a) a host video system that provides the
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means for selecting one of the default and the integrated
presentation as 2 selected presentaton type, wherein
the processor is responsive to the selecting of the
integrated presentation o provide the integrated video
output,

15. The system as in claim 14, including the recognizable

video presentation therewithin,

16. An image integration system comprising:

a source of presentation signals defining a video presen-
tation representative of a plurality of background
images of which at least two of which are comprised of
at least one common predefined character function
therewithin having a recognizable video prescntation
within at least two respective ones of the background
images and associated therewith;

means for selecting a selected character function;

a source of external image signals defining an external
video image;

a source of inlegration signals defining linkage mapping,
for the respective ones of the background images, of the
external video image to the recognizable video presen-
tation of the respective selected character functions for

integration of the external image signals with the.

presentation signals; and

apparatus for automatically integrating the external image
signals with the presentation signals responsive to the
integration signals, for providing an integrated display
output wherein the external video image appears as the
recognizable video presentation of the respective
selected character function within the respective ones
of the background images.

17. The system as in claim 16, wherein the external image
signal is at Jeast one of an analog signal, a digital signal, a
broadcast video signal, signal parameter data, video image
data, digital audio data, and integration control signals.

18. The system as in claim 16, wherein the integration

signal is representative of at least one of motion tracking of
identifiable images within the video presentation, computer
generated tracking, and positional and temporal placement
information for providing for the external video image
integration.
19. The system as in claim 16, wherein the integration
signals are generated responsive to the presentation signals.
20, A display integration system comprising:
apparatus providing display signals for a display presen-
tation comprising a plurality of background images
representative of a plurality of background images of
which at Jeast two of which are comprised of a recog-
nizable video presentation within the background
images, associaled with a common character function,
wherein the recognizable video presentation of the
respective selected character function has respective
position within the respective ones of the background
images and timing characieristics nniquely associated
~  with the respective ones of the background images
a source of user image signals having an associated user
image presentation;
apparatus for integrating the user image presentation into
the display presentation and responsive 1o the position
and timing characteristics for the selecled character
function 10 provide a modified display presentation
comprising the user image integrated into the display
presentation and having the position and timing char-
acteristics therein associated with the recognizable
video presentation of the respective selected character
function.
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21. The system as in claim 20, wherein the user image
signals are further comprised of a texrre map.

22. The system as in claim 20, wherein the position and
timing characteristics are provided as separate signals from
the display signals.

23. The system as in claim 20, wherein the user image
signals are further comprised of parameter data, wherein the
apparatus for integrating is responsive to the parameter data
for texture wrapping of Lhe user image display over the
associated selected one of the predefined characters.

24. The system as in claim 20, wherein the position and
timing characteristics are derived from the display signals.

25. The system as in claim 20, wherein the display
presentation is a movie.

26. A method of generating a visual presentation com-
prising: -

representing a user video presentation as a user image

signal;

representing a video presemtation as video presentation

signals comprised of video signals and tracking signals
wherein the video signals are representative of a plu-
rality of background images of which at least two of
which are comprised of a common character function
therewithin having a recognizable video presentation
within the background images, and wherein the rack-
ing signals are comprised of timing and position sig-
nals; and

integrating the video signals and the user image signals

responsive to the tracking signals, 1o integrate the
respective user presentation for the user image signal as
the recognizable video presemtation of the respective
selected character function within the respective video
presentation for the video signals to provide an inte-
grated video presentation output.

27. The method as in claim 26, further characterized in
that said tracking signals are comprised of timing and
position data for the recognizable video presentation of the
respective selecied character functions within each of the
background images, the method further comprising:

utilizing the timing and position data to control placement

. of the user presentation into the video presentation.

28. The method as in claim 26, wherein the tracking
signals are comprised of at least one of manually generated
tracking data, automatically generated tracking dats, and
motion capture data representative of at least one of a
plurality of defined actor positions,

29. A method of providing a visual display presentation
comprising:

providing digitized image data representative of a display

presentation of at least a portion of a person;
providing ancillary data representative of a display pre-
sentation of ancillary atributes;

selecting one of a plurality of image integration options

for selectively mapping and linking the display presen-
tation for respective ones of the image data and the
ancillary data;
integrating the respeclive image data and the respective
ancillary data responsive to the selected image integra-
tion option to modify the display presentation of the at
least portion of the person with the ancillary attributes,
10 provide modified image data;

providing the visual display presentation responsive to the
modified image data; and integrating the modified
image data into at least one of a movie, a video game,
and an animation.

30. The method as in claim 29, wherein the ancillary data
is comprised of at least one of a video and an audiovisual
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presentation, hairstyle, facial hair, removal of har, clothing,
hair accessories, clothing accessories, hair color, facial cos-
metic makeup, weapons, glasses and tools.

31. A display presentation system for providing a presen-
tation output comprising:

a source of image data representative of a visual display

presentation; )

a source of presentation data representative of a plurality
of ancillary attributes for modifying the visual display
presentation of the image data, wherein ¢ach of the
ancillary attributes is associated with at least one of a
plurality of selectable options for modifying the visual
display presentation;

a user input apparatus providing for the user to select cne
of the plurality of selectable options;

application software comprising control logic for provid-
ing for generation of the presentation output as a video
display comprising the combination of the visual dis-
play presentations for the image data and at least one of
the ancillary attributes sclected responsive to the user
input apparatus; :

8 processor, responsive to the application software, the
input apparatus, the presentation data, and the image
data, for integrating the presentation output into at least
one of an animation, a video game, and a movie.

32. The system as in claim 31, wherein the visual display
presentation is representative of the image of a person, and
wherein the ancillary anributes are further comprised of at
least one of color, lighting, clothing, hairstyle, removal of
specified hair, addition of hair 10 a specified area of the
image of the person, hair accessories, non-jewelry clothing
accessories, jewelry, glasses, applied cosmetics, tools and
weapons.

33. The system as in claim 31, wherein the image data is
coupled from an image source comprised of at least one of
a camera, a magnetic storage device, an optical storage
device, a semiconductor device, and a communications link
1o a remote device. .

34. A system for user creation and storage of user image
signals, comprising:

apparatus for generating user image signals for a plurality
of poses of a same user’s user image;

storage apparatus, and

apparatus for formarting the user image signals and stor-
ing the formaned user image signals as digital data in
the storage apparatus;

apparatus providing display signats for a display presen-
tation comprising a plurality of background images
representative of a plurality of background images of
which at Jeast two of which are comprised of a recog-
nizable video presentation within the background
images, associated with a common character function,
wherein recognizable video presentation of the respec-
tive selected character function has respective position
within the respective ones of the background images
and respective predefined character function pose char-
acteristics uniquely associated with the respective ones
of the backgrownd images;

wherein the recognizable video presentation is comprised
of a plurality of poses utilized in respective ones of a
plurality of the background images;

means for selecting one of the character functions;

apparatus for mapping the user image signals for different
ones of the poses therefor with each of the respective
poses for the recognizable video presentation of the
respective selected character functions within the
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respective background images of the video
presentation, responsive to the respective position and
the respective pose characteristic.

35. The system as in claim 34, wherein the pharality of
poses are at least one of front facial view, side facial view,
top facial view, facial expressions, sitting, standing,
kneeling, jumping and lying down.

36. The system as in claim 34, wherein the mapping of the
poses is according 10 an associated emotional function.

37. A display integration system comprising:

apparatus providing display signals for a display presen-

fation comprising a recognizable video presentation for
a respective character function within a plurality of
background images means for providing position and
timing characteristics associated with the display sig-
nals and the display presentation thereof for each of the
background images;

a source of user image signals having an associated user

image display presentation;

apparatus for integrating the user signals with the display

signals, responsive 10 the position and timing charac-
teristics for a selected predefined character function, to
provide an integrated display presentation comprising
the user image display presentation having the position
and timing characteristics associated with a respective
selected predefined character function.

38. A method of producing a customized videotape pre-
sentation comprising:

providing a signal for a background video representative

of a plurality of background images of which at least
two of which are comprised of a common character
function therewithin having a recognizable video pre-
sentation within at least some of the background
images;

providing a customized image; and

integrating the customized image with the background

video in place of the recognizable video presentation of
the respective selected character function to provide an
integrated video presentation, and

producing a customized video tape of the integrated video

presentation.

39. The method as in claim 38, wherein the background
image is at least one of a video presentation, an audiovisual
presentation, and an audio presentation.

40. The method as in claim 39, wherein the background
video is a predetermined sequence of a plurality of back-
ground images.

41. The method as in claim 38, wherein the customized
image is at least one of a video image, an audio sequence and
an audiovisual image.

42. The method as in claim 38, further comprising:

displaying a video display presentation responsive to the

customized videotape.

43. A system for integrating an image from a secondary
source into a predefined image source, comprising:

means for providing a presentation outpwt from the image

source;

means for providing a user image from the secondary

source; and

means for providing a presentation architecture having

means that integrate and utilize the user image from the
secondary source lo participate with predefined asso-
ciative actions in the presentation cutput as an extra
actor.

44. The system as in claim 43, wherein the predefined
image source is a video image sousce.
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45. A system for integrating a user image into a predefined
image source presentation output, comprising:
means for providing a user image;
means for selecting an image portion of the presentation
output as a selected portion for user image associative
integration,
means for analyzing the presentation output associated
with the selected portion;
means for integrating the user image with the selected
image porticn; and
means for providing a modified presentation output
wherein the user image is associated with and inte-
grated into the selected image portion in the presenta-
tion output.
46. The sysiem as in claim 45, wherein the predefined
image source is a video image source.
47. A method of integrating an image from a secondary
source into a predefined image source, comprising:
providing a presentation output from the image source;
providing a vser image from the secondary source; and
providing a presentation architecture having means that
integrate and utilize the user image from the secondary
source to participate with predefined associative
actions in the presentation output as an extra actor,
48. The method of claim 47, wherein the predefined image
source is a video image source.
49. A method for imegrating an image into a video output,
the method comprising:
providing a user image;
providing as the video output a presentation output asso-
ciated with a predefined image source wherein the
video output is representative of a plurality of back-
ground images of which at least two of which are
comprised of a common character function therewithin
baving a recognizable video presentation within
respective ones of the background images;

selecting an image portion for the recognizable video

presentation of the respective selected character func-
tions as a selected portion for user image assoctative
integration;

analyzing the signal for the presentation cutput associated
with the selected portion;

integrating the user image in place of the selected i image
portion responsive to the analyzing; and

providing s modified presentation output wherein the user
image is associated with and integrated into the
selected intage portion in the presentation output.

S0. The system as in claim 49, wherein the predefined

image source is a video image source,
51. A presentation system providing a presentation cutput,
said system comprising:

means for providing a user image;

integration means for mapping the user image into the
presentation output as an extra actor with predefined
assoctative actions wherein the user image becomes a
part of the presentation output.

52. The system as in claim 51, funther comprising:

means for providing visual presentation data for the
presentation;

means for identifying defined portions of the visual pre-
sentation data for integration with the formatied user-
image data;

means for integrating the formatted user image data with
the defined portions of the visual presentation data to
provide integrated image data;

43
means for providing an integrated visual presentation
responsive to the integrated image data
53. A method of integration of an image from a secondary
source into a predefined image source, the method compris-
s ing the steps of:
providing a presentation output from the image source;
providing a user image from the secondary source;
analyzing the presentation output; and
integrating the user image from the secondary source 1o
participate with predefined associative actions in the
presentation outpul as an extra actor, respoensive 10 the
analyzing.
54. A method of producing a customized display presen-
tation comprising:
providing an audiovisual display presentation responsive
to stored audiovisual content produced by the process
of:
providing a background video represemative of a plurality
of background images of which at least two of which
o are comprised of a common character function there-
within having a recognizable video presentation within
respective ones of the background images;
providing a customized image; and
producing a customized audiovisual presentation respon-
sive to integrating the customized image in place of the
recognizable video presentation of the respective
selected character functions within the respective ones
of the background images.
55. The method as in claim 54, further comprising:
displaying the customized display presentation responsive
to the customized audiovisual presentation,
56. The method as in claim 54, wherein the audiovisual
presentation is stored on a video tape.
57. A method of providing a display presentation to a user,
the method comprising:
providing an audiovisual display presentation responsive
to stored audiovisual content produced by the process
of:
providing a predefined audiovisval presentation repre-
sentative of a plurality of background images of
which at least two of which are comprised of a
common character function therewithin having a
recognizable video presenlmion within respective
ones of the background i images,
providing at least one user image;
selecting an image portion of the predefined aud:ovt-
sual presentation for the recognizable video presen-
tation of the respective selected character function as
a selected portion for user image associative inte-
gration;
analyzing the selected portion of the predefined audio-
visual presentation; and
integrating the user image with the sclected portion of
the predefined audiovisual presentation, responsive
1o the analyzing, for producing the output audiovi-
sual presentation wherein the user image is associ-
ated with and integrated into the selected portion of
the predefined audiovisual presentation within the
respective ones of the background irmages.
58. A system for providing a display presentation, the
system comprising:
a display;
a storage device containing a stored audiovisual presen-
tation produced by the process of:
providing a predefined audiovisual presentation recog-
nizable video presentation of the respective selected
character functions;
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providing at least one user image;

selecting an image portion of the predefined audiovi-
sual presentation containing the recognizable video
presentation of the respective selected character
functions as a sclected portion for user image asso-
ciative integration;

analyzing the selected portion of the predefined audio-
visual presentation;

integrating the user image with the selected portion of
the predefined audiovisual presentation, responsive
to the analyzing, for producing the output audiovi-
sual presentation wherein the user jmage is associ-
ated with and integrated into the selected porion of
the predefined audiovisual presentation;

storing the output audiovisual presentation in a non-
volatile form.

59. The system as in claim 58, wherein the display
provides a display presentation is comprised of at least one
of visual, audio, and audiovisual.

60. The sysiem .as in claim 59, wherein the display
presentation is provided for at least one of a movie, a
television broadcast display, a computer generated display
and a video game display.

61. The system as in claim 58, further comprising:

storing the ocutput audiovisual presentation on a storage

device comprising at least one of visual, audio, and
audiovisual.

62. A method of providing a display presentation to a user,
the method comprising:

providing an audiovisual display presentation responsive

to stored audiovisual content produced by the process

of:

providing a predefined audiovisual presentation repre-
sentative of a plurality of background images of
which a1t least two of which are comprised of a
common character function therewithin having a
recognizable video presentation within respective
ones of the background images;

providing at least one user image;

selecting an image portion of the predefined audiovi-
sual presentation for a recognizable video presenta-
tion of a selected character function as a selected
portion for user image associative integration;

analyzing the selected portion of the predefined audio-
visual presentation;

integrating the user image with the selected portion of
the predefined audiovisual presentation, responsive
to the analyzing: and

producing the output audiovisual presentation wherein
the user image is associated with and integrated into
the selected portion of the predefined audiovisual
presentation,

63. The method as in claim 62, further comprising:

displaying a movie in response 1o the output audiovisual

presentation, :

64. A method of providing an audiovisual presentation for
viewing, the method comprising:

providing stored audiovisual content produced by the

process of: .

providing predefined audiovisual content representa-
tive of a plurality of background images of which at
least two of which are comprised of a common
character function therewithin having a recognizable
video presentation within respective ones of the
background images;

providing at least one user image;

selecting an image portion of the predefined audiovi-
sual content for the recognizable video presentation
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of a selected character function as a selected portion
for user image associative integration;
analyzing the selected portion of the predefined audio-
visual content;
integrating the user image with the selected postion of
the predefined content, responsive (o the analyzing,
for producing modified audiovisual content wherein
the user image is associated with and integrated into
the selected portion of the predefined audiovisual
content; '
storing the modified audiovisual presentation in a non-
volatile form as the stored audiovisual content.
65. The method as in claim 64, further comprising:
storing the output audiovisual presentation in a non-

volatile form.
66. The stored audiovisual presentation as in claim 65,

wherein the non-volatile form is one of semiconductor
storage, optical storage and magnetic storage.

67. The method as in claim 64, further comprising:

providing a display presentalion for viewing a movie
responsive to the stored audiovisual content.

68. The method as in claim 64, further comprising:

providing a display presentation responsive 1o the stored
audiovisual content.

69. A method of providing a display presentation, the

method comprising:

providing an audiovisual display presentation responsive

to stored audiovisual content produced by the process

of:

providing user data;

providing a predefined source, wherein the source
comprises audiovisual program conlent representa-
tive of 2 plurality of background irnages of which at
least two of which are comprised of a common
character function therewithin having a recognizable
video presentation within respective ones of the
background images and program data;

selecting a portion of the audiovisual program content
for the recognizable video presentation of a selected
character function responsive to the program data, as
a selected portion for user data associative integra-
ton;

integrating the user data with the selected portion
responsive to the program data;

providing a modified output content in an audiovisual
format responsive to the integrating wherein the user
data is associated into the selected portion of the
audiovisual program content.

70. The method as in claim 69, wherein the step of storing

the modified output content uses at least one of a magnetic
storage, semiconductor storage and optical storage.

71. The method as in claim 69, the method further

comprising:

providing said audiovisual display presentation respon-
sive to sazid stored audiovisual content to at least one
user.

72. The method as in claim 69, wherein the step of

providing an audiovisual display presentation is one of a

60 Projected movie display, a broadcast television display, a

computer gencrated display and a video game gencrated
display.

73. The method as in claim 69, further comprising:
storing the modified output content as stored audiovisual
content.
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