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The Purported Invention

Systems for effecting user experience in 
an electronic game environment through 
the use of virtual currency or vCoins.

’294 Pet., 6; ’635 Pet., 6
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The ’294 and ’635 Patents

’294 EX1001 ’635 EX1001
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Virtual Money Has Been a Mainstay in Electronic Gaming for Decades

’294 Pet.,5-6; ’635 Pet., 5; ’294 EX1003 ¶¶57-91; ’635 EX1003 ¶¶57-91

EX1022, 8

∗ ∗ ∗

EX1022, 18, 25

EX1022, 18, 25

EX1022, 31
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Virtual Money Is Promotions, Points, and Cashless Gaming

’294 Pet.,5-6; ’635 Pet., 5; ’294 EX1003 ¶28; ’635 EX1003 ¶28

EX1003 ¶28

∗ ∗ ∗
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Schneier143 Discloses a Computer-Generated Game Environment That Uses 
Game Credits

’294 Pet., 9-11; ’635 Pet., 8-11 EX1008
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Okita Teaches a Computer Game Based on Virtual Money

’294 Pet.,11-12; ’635 Pet., 11 EX1009
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PO Does Not Dispute the Following Claims

Patent Claim(s)

’294 1-7, 9, 13, 16-20

’635 1, 2, 4, 6, 8, 10, 14-18, 21-23, 
25, 27, 29

’294 Rep., 2; ’635 Rep., 2
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“[A]ny arguments for patentability not raised and fully briefed in [] 
[PO’s] response will be deemed waived”

In re NuVasive, Inc. 842 F.3d 1376, 1381 (Fed. Cir. 2016)

’294 Rep., 2; ’635 Rep., 2

In re NuVasive, Inc.
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’294 Patent

’294 EX1001, cls. 1, 8

∗ ∗ ∗
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’635 Patent

’635 EX1001, 
cls.1, 9

∗ ∗ ∗
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Patent Owner Does Not Dispute That Schneier143 Discloses a “multiplier”

’294 Pet., 37-38; ’294 Rep., 6; ‘635 Pet., 32; ’635 Rep., 6; see also EX1008, 63:6-34

EX1008, 63: 45-52

EX1008, 62:48-49
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The ’294 and ’635 Describe the Rate Changing at Different Points in Time

’294 Rep., 4-5; ’635 Rep., 4-5

’294 EX1001, cl. 8

’635 EX1001, cl. 9

’294 EX1001, 14:26-27
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Schneier143 Discloses That a Protocol on Updating Cost Information Is a 
Multiplier Variable Over Time

’294 Pet., 37-38; ’294 Rep., 8-9; ’635 Pet., 31; ’635 Rep., 8-9; ’294 EX1003 ¶155; ’635 EX1003 ¶120
EX1008, Fig. 19

EX1008, 56:1-11
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Mr. Crevelt Confirmed a Protocol on Updating Cost Information Is a Multiplier 
That Is Variable Over Time

’294 Rep., 10-11; ’635 Rep., 10-11
EX1008, Fig. 19

A. That's the process it's describing, updating the cost and information in variable timing. That 
is updating the variable -- updating the metered value, which is your transfer, your multiplier, 
essentially, for over time. The system does do that. And it's described very clearly there and 
in greater detail in the description of figure 19, which I have previously identified to you.

EX2004, 160:24-161:17

Crevelt Deposition

EX2004, 181:20-182:6

A. It's very highly technical in the encryption and communications pieces, but is showing that 
it is updating that cost value that is being used to -- for a metered play where you're buying 
so much time or so many credits or so many games on a specific game and when it runs 
out, then have you to buy more, and that variable can change over time.

Q.       You have not pointed me to a single word of any of disclosure of Schneier that that 
multiplier changes over time, have you?

A.       I disagree with you.
Q.       Did you use the word "time"?  Did you point me to any disclosure of the -- of the multiplier 

changing over time?
A.       The entire description of 19 talks about changing that metered value and changing that 

metered value from a central site, which means it can change over time.
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Q.        One credit may buy five minutes of play 
while two credits may buy 12 minutes of play. 
That's, right now, in one instant, right, that you 
can -- you have a choice, you can either -

A. That's within a given time frame.
Q. -- send one credit -- yeah.
A. In another time frame it may be based on 

whatever credit, how much you buy, how 
many credits you get. 

 The multiplier embodiments in this is 
something that Schneier is showing, you have 
multiple ways you can do this and the person 
skilled in the art know they could implement 
any or all of these at any given time.

EX2004, 157:4-19

For example, the Updating Cost Information Protocol Enables Each Credit to 
Entitle Players to Play for a Certain Period of Time

’294 Rep., 11-12; ’635 Rep., 11-12

Q. Okay. But the claim limitation requires that the multiplier 
vary over time. Those two scenarios are happening right in 
one instant, right? You can either buy five minutes of play or 
you can buy 12 minutes of play, right?

A. Well, Schneier is showing multiple embodiments of this and 
in multiple -- and in the system, depending on your system, 
you may be able to, at one time, buy at a given price, fixed 
price. You may be able to buy by time. Or you may be able to 
use this variable transfer and credit variable costs.

EX2004, 156:3-15

Crevelt Deposition
EX1008, 63:42-45

Crevelt Deposition
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