
11/24/2024

1

INNOVATION TECHNOLOGY & 
GAMING LAW
GREG GEMIGNANI
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HISTORY OF SPORTS WAGERING

• Sports wagering is nothing new.
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HISTORY OF SPORTS WAGERING

• Evidence of sports wagering dates back to ancient times.
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HISTORY OF SPORTS WAGERING

• At its height, Rome itself had 7 different race tracks.  This was a popular sport 

and a popular wagering activity for Romans.
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HISTORY OF SPORTS WAGERING

• Romans also provided us with the first known wagering laws.  

• Wagering on things other than sports and race went through periods of prohibition 
and permissiveness.

• At all times, wagering on races and athletic contests appear to have been permitted 
and governed.
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HISTORY OF SPORTS WAGERING

• As the Roman Republic and Empire spread, so did the Roman past times of 

racing and athletic combat as well as wagering on such activities.
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HISTORY OF SPORTS WAGERING

• An inscription on the 
mosaic of an African 
bath house says of a 
favorite horse: "Vincas, 
non vincas, te amamus, 
Polydoxe!": Win or lose 
we love you Polydoxes! 
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HISTORY OF SPORTS WAGERING

• Sports wagering continued to flourish through varying degrees of legality and 

illegality throughout the Roman world.
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HISTORY OF SPORTS WAGERING
• Gambling in the 

middle ages was 

divided in part by 

economic class. The rich 

indulged in wagering 

on horse racing, cock 

fighting or other blood 

sports, while the poor 

often engaged in dice 

games.
9
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HISTORY OF SPORTS WAGERING

• In 1190 kings Richard of England 

and Phillip of France of the crusades 

found it necessary to have a law 

drawn up settling just who could and 

who could not gamble, and for how 

much.
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HISTORY OF SPORTS WAGERING

•
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HISTORY OF SPORTS WAGERING
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HISTORY OF SPORTS WAGERING
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Pennsylvania Title 18 § 5514.  Pool selling and bookmaking.

A person is guilty of a misdemeanor of the first degree if

he:

(1)  engages in pool selling or bookmaking;

(2)  occupies any place for the purpose of receiving,

recording or registering bets or wagers, or of selling pools;

(3)  receives, records, registers, forwards, or purports

or pretends to forward, to another, any bet or wager upon the

result of any political nomination, appointment or election,

or upon any contest of any nature;

(4)  becomes the custodian or depository, for gain or

ward, of any property staked, wagered or pledged, or to be

staked, wagered, or pledged upon any such result; or
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HISTORY OF SPORTS WAGERING
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Florida - Chapter - 849.25 “Bookmaking” defined; penalties; exceptions.—

(1)(a) The term “bookmaking” means the act of taking or receiving, while engaged in the business or profession of gambling, any bet or wager upon the result of any trial or contest of skill, speed, power, or endurance 

of human, beast, fowl, motor vehicle, or mechanical apparatus or upon the result of any chance, casualty, unknown, or contingent event whatsoever.

(b) The following factors shall be considered in making a determination that a person has engaged in the offense of bookmaking:

1. Taking advantage of betting odds created to produce a profit for the bookmaker or charging a percentage on accepted wagers.

2. Placing all or part of accepted wagers with other bookmakers to reduce the chance of financial loss.

3. Taking or receiving more than five wagers in any single day.

4. Taking or receiving wagers totaling more than $500 in any single day, or more than $1,500 in any single week.

5. Engaging in a common scheme with two or more persons to take or receive wagers.

6. Taking or receiving wagers on both sides on a contest at the identical point spread.

7. Any other factor relevant to establishing that the operating procedures of such person are commercial in nature.

(c) The existence of any two factors listed in paragraph (b) may constitute prima facie evidence of a commercial bookmaking operation.

(2) Any person who engages in bookmaking shall be guilty of a felony of the third degree, punishable as provided in s. 775.082, s. 775.083, or s. 775.084. Notwithstanding the provisions of s.948.01, any person convicted 

HISTORY OF SPORTS WAGERING

29

In Nevada, the sports pool and race businesses become integrated within casinos.

Nevada race books, which had hand-booked wagers since opening, joined the national pari-mutuel system of wagering in the late 1980s.

Since then, Nevada has divided the race and sports pool operations into two separate licensed activities:

NRS 463.01855 “Race book” defined. “Race book” means the business of accepting wagers upon the outcome of any event held at a track which uses the pari-mutuel system of wagering.

NRS 463.0193 “Sports pool” defined. “Sports pool” means the business of accepting wagers on sporting events or other events by any system or method of wagering

SPORTS WAGERING IN AMERICA
• https://youtu.be/TLMwrUtMD80?si=QwtoxvfMJQ5qHeeA&t=8739

30
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PASPA

31

PASPA

32

SPORTS WAGERING USA

33
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FEDERAL WIRE ACT

•Part of the 1961 legislative package 

designed to cut off activities that 

financially sustained organized crime 

and to help states enforce their 

gambling laws.

34

FEDERAL WIRE ACT

• 18 USC §1084

• (a) Whoever being engaged in the business of betting or wagering knowingly 

uses a wire communication facility for the transmission in interstate or foreign 

commerce of bets or wagers or information assisting in the placing of bets or 

wagers on any sporting event or contest, or for the transmission of a wire 

communication which entitles the recipient to receive money or credit as a 

result of bets or wagers, or for information assisting in the placing of bets or 

wagers, shall be fined under this title or imprisoned not more than two years, 

or both.

35

ILLEGAL GAMBLING BUSINESS ACT
• 18 U.S.C. §1955 the Statute

• (a) Whoever conducts, finances, manages, supervises, directs, or owns 

all or part of an illegal gambling business shall be fined under this title 

or imprisoned not more than five years, or both 

36
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ILLEGAL GAMBLING BUSINESS ACT

• 18 U.S.C. §1955 the Statute

• (b) As used in this section—
• (1) “illegal gambling business” means a gambling business which—

• (i) is a violation of the law of a State or political subdivision in which it is conducted;

• (ii) involves five or more persons who conduct, finance, manage, supervise, direct, or own all or part of such business; and

• (iii) has been or remains in substantially continuous operation for a period in excess of thirty days or has a gross revenue of $2,000 in any single 

day.

37

ILLEGAL GAMBLING BUSINESS ACT

• 18 U.S.C. §1955 the Statute

• (b) As used in this section—
• (1) “illegal gambling business” means a gambling business which—

• (i) is a violation of the law of a State or political subdivision in which it is conducted;

• (ii) involves five or more persons who conduct, finance, manage, supervise, direct, or own all or part of such business; and

• (iii) has been or remains in substantially continuous operation for a period in excess of thirty days or has a gross revenue of $2,000 in any single day.

38

NEVADA MODEL
• Casino Operators/Mobile Gaming Operators

• Sports Pool Operators

• Race Book Operators

• Suitable Casino Location

• Sports Book Window Betting Systems

• Sports Book Account Wagering Systems

• Information Service Providers

39
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NEVADA
▸Nevada has two basic classes of operator’s licenses

▸Restricted

▸ 15 slots or fewer

▸Non-Restricted

▸Every other form of gaming operation

▸Casino

▸ Sports

▸Race

▸Mobile

▸Online…
40

NEVADA
▸Nevada has two basic classes of gaming equipment and associated licenses

▸Associated equipment

▸ ancillary to gaming 

▸Gaming devices, cashless wagering systems, inter casino linked systems, mobile 

gaming systems, interactive gaming systems

▸non-restricted manufacturer and distributor’s license

41

NEVADA
▸Non-restricted licensing

▸Applications include over 100 pages of initial application forms

▸Document requests will return thousands of documents

▸Applicants pay for the entire investigation

▸Applicants must prove suitability

▸Every aspect of an applicant’s life is open for investigation

42
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NEVADA
▸ NRS 463.160 Licenses required; unlawful to permit certain gaming activities to be 

conducted without license; exceptions; separate license required for each location 

where operation of race book or sports pool conducted.

▸ 1. Except as otherwise provided in subsection 4 and NRS 463.172, it is 

unlawful for any person, either as owner, lessee or employee, whether for hire or 

not, either solely or in conjunction with others:

▸ (a) To deal, operate, carry on, conduct, maintain or expose for play in the 

State of Nevada any gambling game, gaming device, inter-casino linked system, 

mobile gaming system, slot machine, race book or sports pool; 43

NEVADA
• NRS 463.0193 “Sports pool” defined. “Sports pool” means the business of accepting wagers on sporting events or other events by any system or 

method of wagering.

• NRS 463.01642 “Information service” defined. “Information service” means a person who sells and provides information to a licensed sports

pool that is used primarily to aid the placing of wagers on events of any kind. The term includes, without limitation, a person who sells and provides

any:

• 1. Line, point spread or odds;

• 2. Information, advice or consultation considered by a licensee in establishing or setting any line, point spread or odds; or

• 3. Advice, estimate or prediction regarding the outcome of an event.

•  The term does not include a newspaper or magazine of general circulation or a television or radio service or broadcast if the primary purpose of the

newspaper, magazine or television or radio service or broadcast is other than to aid the placing of wagers on events of any kind. 44

NEVADA - LICENSES REQUIRED

• NRS 463.160 Licenses required; unlawful to permit certain gaming activities to be conducted without license; exceptions; separate license required for each location where operation of race book or sports pool conducted.

• 1. Except as otherwise provided in subsection 4 and NRS 463.172, it is unlawful for any person, either as owner, lessee or employee, whether for hire or not, either solely or in conjunction with others:

• (a) To deal, operate, carry on, conduct, maintain or expose for play in the State of Nevada any gambling game, gaming device, inter-casino linked system, mobile gaming system, slot machine, race book or sports pool;

• (b) To provide or maintain any information service;

• (c) To operate a gaming salon;

• (d) To receive, directly or indirectly, any compensation or reward or any percentage or share of the money or property played, for keeping, running or carrying on any gambling game, slot machine, gaming device, mobile gaming system, race book

or sports pool;

• (e) To operate as a cash access and wagering instrument service provider; or

• (f) To operate, carry on, conduct, maintain or expose for play in or from the State of Nevada any interactive gaming system,

•  without having first procured, and thereafter maintaining in effect, all federal, state, county and municipal gaming licenses as required by statute, regulation or ordinance or by the governing board of any unincorporated town.

45
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NEVADA - ASSOCIATED EQUIPMENT

• NRS 463.0136 “Associated equipment” defined. “Associated equipment” means:

• 1. Any equipment or mechanical, electromechanical or electronic contrivance, component or machine used

remotely or directly in connection with gaming or mobile gaming, any game, race book or sports pool that would not

otherwise be classified as a gaming device, including dice, playing cards, links which connect to progressive slot

machines, equipment which affects the proper reporting of gross revenue, computerized systems of betting at a race book

or sports pool, computerized systems for monitoring slot machines and devices for weighing or counting money; or

• 2. A computerized system for recordation of sales for use in an area subject to the tax imposed pursuant to NRS

368A.200.

•

46

NEVADA - ACCOUNT WAGERING SYSTEMS
• NRS 463.014 “Cashless wagering system” defined. “Cashless wagering

system” means a method of wagering and accounting:

• 1. In which the validity and value of a wagering instrument or wagering

credits are determined, monitored and retained by a computer operated and

maintained by a licensee which maintains a record of each transaction

involving the wagering instrument or wagering credits, exclusive of the game

or gaming device on which wagers are being made. The term includes

computerized systems which facilitate electronic transfers of money directly to

or from a game or gaming device; or

• 2. Used in a race book or sports pool in which the validity and value of a

wagering instrument or wagering credits are determined, monitored and

retained on a computer that maintains a record of each transaction involving

the wagering instrument or wagering credits and is operated and maintained by

a licensee.

47

NEVADA -ACCOUNT WAGERING 
SYSTEMS

• NRS 463.01715 “Manufacture” defined.

• 1. “Manufacture” means:

• (a) To manufacture, produce, program, design, control the design of or make modifications to a gaming device, associated equipment, cashless wagering system, mobile gaming system or interactive

gaming system for use or play in Nevada;

• (b) To direct, control or assume responsibility for the methods and processes used to design, develop, program, assemble, produce, fabricate, compose and combine the components and other tangible

objects of any gaming device, associated equipment, cashless wagering system, mobile gaming system or interactive gaming system for use or play in Nevada; or

• (c) To assemble, or control the assembly of, a gaming device, associated equipment, cashless wagering system, mobile gaming system or interactive gaming system for use or play in Nevada.

• 2. As used in this section:

• (a) “Assume responsibility” means to:

• (1) Acquire complete control over, or ownership of, the applicable gaming device, associated equipment, cashless wagering system, mobile gaming system or interactive gaming system; and

• (2) Accept continuing legal responsibility for the gaming device, associated equipment, cashless wagering system, mobile gaming system or interactive gaming system, including, without

limitation, any form of manufacture performed by an affiliate or independent contractor.

• (b) “Independent contractor” means, with respect to a manufacturer, any person who:

• (1) Is not an employee of the manufacturer; and

• (2) Pursuant to an agreement with the manufacturer, designs, develops, programs, produces or composes a control program used in the manufacture of a gaming device. As used in this

subparagraph, “control program” has the meaning ascribed to it in NRS 463.0155.

• NRS 463.0172 “Manufacturer” defined. “Manufacturer” means a person who operates, carries on, conducts or maintains any form of manufacture.

• NRS 463.0173 “Manufacturer’s, seller’s or distributor’s license” defined. “Manufacturer’s, seller’s or distributor’s license” means a license issued pursuant to NRS 463.650 and 463.660. 48
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NEVADA - ACCOUNT WAGERING SYSTEMS
• NRS 463.650 License required for manufacture, selling or distribution of

gaming device, cashless wagering system, mobile gaming system or interactive

gaming system for use or play in Nevada; exceptions; applicability of NRS

463.482 to 463.645, inclusive; certain persons conducting business in Nevada

to submit copy of registration with Attorney General of the United States to the

Board; unlawful to distribute certain items to jurisdictions where such items are

illegal.

• 1. Except as otherwise provided in subsections 2 to 5, inclusive, it is

unlawful for any person, either as owner, lessee or employee, whether for hire

or not, to operate, carry on, conduct or maintain any form of manufacture,

selling or distribution of any gaming device, cashless wagering system,

mobile gaming system or interactive gaming system for use or play in Nevada

without first procuring and maintaining all required federal, state, county and

municipal licenses.

49

NEVADA – SYSTEM REQUIREMENTS
• Technical Standards for Cashless Wagering Systems

• Systems must support Minimum Internal Control Standards

• This is a high hurdle for many foreign bookmaking systems as many

systems from Europe or the Caribbean are built to fit business needs with

little or no regulatory requirements

50

OTHER STATES – GLI 33
• Covers many of the same policy areas of the Nevada technical standards and

MICS

• Published and maintained by Gaming Laboratories Inc

NEVADA - ONE LICENSEE
• NRS 463.245 Single establishment not to contain more than one licensed operation; exceptions;

certain agreements for sharing of revenue prohibited.
• 1. Except as otherwise provided in this section:

• (a)All licenses issued to the same person, including a wholly owned subsidiary of that person, for the operation of any

game, including a sports pool or race book, which authorize gaming at the same establishment must be merged into a

single gaming license.

• (b) A gaming license may not be issued to any person if the issuance would result in more than one licensed operation

at a single establishment, whether or not the profits or revenue from gaming are shared between the licensed operations.

• .

51
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NEVADA - ONE LICENSEE
• NRS 463.245 Single establishment not to contain more than one licensed operation; exceptions;

certain agreements for sharing of revenue prohibited.
• 2. A person who has been issued a nonrestricted gaming license for an operation described in subsection 1 or 2 of

NRS 463.0177 may establish a sports pool or race book on the premises of the establishment only after obtaining

permission from the Commission.

• .

52

NRS 463.0177 “Nonrestricted license” and “nonrestricted operation” 
defined. “Nonrestricted license” or “nonrestricted operation” means:

1. A state gaming license for, or an operation consisting of, 16 or more 
slot machines;

2. A license for, or operation of, any number of slot machines together 
with any other game, gaming device, race book or sports pool at one 
establishment; or

3. A license for, or the operation of, a slot machine route.

NEVADA - ONE LICENSEE
• NRS 463.245 Single establishment not to contain more than one licensed operation; exceptions;

certain agreements for sharing of revenue prohibited.
• 3. A person who has been issued a license to operate a sports pool or race book at an establishment

may be issued a license to operate a sports pool or race book at a second establishment described in
subsection 1 or 2 of NRS 463.0177 only if the second establishment is operated by a person who has
been issued a nonrestricted license for that establishment. A person who has been issued a license to
operate a race book or sports pool at an establishment is prohibited from operating a race book or
sports pool at:

• (a) An establishment for which a restricted license has been granted; or

• (b) An establishment at which only a nonrestricted license has been granted for an operation described in

subsection 3 of NRS 463.0177..

• .
53

LOOT BOXES
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VIDEO GAMING - BACKGROUND

• To understand loot boxes it helps to have a bit of history with regard to video 

games and video game revenue sources

VIDEO GAMING - BACKGROUND

• While the Magnavox Odessey is 

arguably the first commercial video 

game, it was the arcade game PONG 

that was the first commercially 

successful 

VIDEO GAMING - BACKGROUND

• Pong was simple but revolutionary for 
its time.

• Pong arcade games were sold for 
$3000 or more (approximately 
$22,000 today)

• Pong’s manufacturer made revenue 
from cabinet sales

• Pong’s purchasers made revenue on a 
per game play basis
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VIDEO GAMING - BACKGROUND

• In 1975, the first commercial home 

computer was marketed as a kit.

• The ALTAIR 8800 was an intel 8080 

based home computer

• It featured no video output, but a 

standard ASCII terminal (RS232) could 

be attached

VIDEO GAMING - BACKGROUND

• In 1975, Pong was introduced as a 

home video game.

• Again, while the Magnavox Odessey 

was first in 1972, it had issues and the 

1975 Atari Pong games were the first 

successful home video game console

VIDEO GAMING - BACKGROUND

• Sears sold 150,000 pong consoles in 

the first few months of having the 

product

• Revenue for the manufacturer (Atari) 

was derived solely from console sales
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VIDEO GAMING - BACKGROUND

• In 1977 the first commercially successful pre-built home computers went on sale

• The TRS-80 from Tandy/Radio Shack, the Commodore Pet and the Apple ][

VIDEO GAMING - BACKGROUND
• Without proprietary API’s the early pre-

built computers were open for any software 

publisher to create software

• Apple even included the source code listings 

for all of its firmware in the documentation 

for their computers

• A software video game industry was born

5 REM PING BY WENDELL BITTER
10 REM 7/7/77
15 REM PADDLE SWITCHES CONTROL
PADDLE SIZE AFTER A MISS
OR DURING A HIT
20 GR
25 DIM P(3): DIM HP$(10)
30 =38:B=1:C=−1
35 COLOR=13: HLIN 1,38 AT 0: HLIN
1,38 AT 39
40 CALL −936: VTAB 23: INPUT 
“HANDB
ALL OR PONG ? ”, HP$
45 INPUT “PADDLE SIZE (1−6) ”,
PS: IF PS<1 OR PS>6 THEN 45
:S=PS−1
50 CALL −936
55 IF HP$(1)#”H” THEN 205
60 H=1: COLOR=13: VLIN 0 39 AT

VIDEO GAMING - BACKGROUND

• Commodore and Tandy were black and white displays only
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VIDEO GAMING - BACKGROUND

• The Apple ][ had color

VIDEO GAMING - BACKGROUND

• In 1977, Atari introduced its first home 

video game console with changeable 

game software on cartridges.

• Originally sold thorough Sears stores, 

the Tele-Games Video Arcade and the 

identical Atari 2600 were popular 

selling over 30 million consoles.

VIDEO GAMING - BACKGROUND

• In 1978, Space Invaders, made by 
Taito became a blockbuster hit.

• Sold initially in arcade console form, it 
ushered in the global video game 
market.

• Taito licensed production to 
Midway(Bally) for the U.S. market

• An early form of video game 
licensing.
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VIDEO GAMING - BACKGROUND

• In 1979, former Atari game 

developers formed their own company 

to make games for the Atari VCS

• Atari sued for copyright infringement 

for use of its API

• Atari and Activision settled and a new 

revenue stream was found: Licensing

VIDEO GAMING - BACKGROUND

• In 1980, Atari licensed Space Invaders 

and it quadrupled sales of the VCS

VIDEO GAMING - BACKGROUND

• The 2600 also introduced the 

“exclusive title” to home video game 

systems.
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VIDEO GAMING - BACKGROUND

• The 2600 is so popular that Atari 

recently reissued a new version that 

went on sale on November 17, 2023.

• The 2600 originally provided Atari 

with 2 streams of revenue

• Console Sales

• Game Cartridge Sales

VIDEO GAMING - BACKGROUND

• In 1981, IBM joined the home computer 
revolution

• It introduced the IBM 5150 PC (based on 
an existing microcomputer the IBM 5100)

• The 5100 was sold as a professional 
microcomputer starting in 1975 and sold 
for $20,000 per machine (about 
$114,000 today)

• The 5150, was priced starting at $1585 
($5200 today) with minimal ram, no 
graphics adapter and no disk drive

VIDEO GAMING - BACKGROUND

• To keep the price down, IBM commissioned 
Microsoft to develop an operating system 
for their new PC

• Microsoft purchased the rights to 86-DOS 
from Seattle Computers and renamed it 
MS-DOS.

• Seattle Computers created 86-DOS as an 
intel version of Digital Research Inc’s 
CP/M that ran on Z80 based CPUs

• IBM soled MS-DOS as PC-DOS



11/24/2024

25

VIDEO GAMING - BACKGROUND

• Typical usable IBM PC’s, with a 
monochrome monitor and disk drive sold 
for $2800 in 1981 (about $9600 today)

• Given the lack of software initially and a 
price more than double the price of an 
Apple ][, the PC did not sell well

• To fix the sales issue, IBM began bundling 
the PC with mainframe and mini sales, and 
providing mainframe maintenance 
discounts for customers that purchased PCs

VIDEO GAMING - BACKGROUND

• Typical usable IBM PC’s, with a 
monochrome monitor and disk drive sold 
for $2800 in 1981 (about $9600 today)

• Given the lack of software initially and a 
price more than double the price of an 
Apple ][, the PC did not sell well

• To fix the sales issue, IBM began bundling 
the PC with mainframe and mini sales, and 
providing mainframe maintenance 
discounts for customers that purchased PCs

VIDEO GAMING - BACKGROUND

• Graphics 1981

• Apple ][ Graphics max 280x160 16 colors

• IBM CGA Graphics 160 x 100 16 colors

• 320 x 200 4 colors

• 640 x 200 2 colors

• Commodore 64 320 x 200 16 colors

• Atari 800 Home Computer 320x192 265 colors

• The IBM required a separate graphics card to display 

graphics.
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VIDEO GAMING - BACKGROUND

• In 1983, a newcomer to the video game console 

market Nintendo introduced its FAMICOM or NES 

home gaming console in Japan.  In Japan it quickly 

outsold the Atari 5200 (the successor to the 2600)

VIDEO GAMING - BACKGROUND

• In 1984, Apple introduces the Macintosh

• The Macintosh is the first computer targeted for the 

home market featuring a graphical user interface

• The Macintosh is a smaller computer based on 

Apple’s Lisa business computer

• The Macintosh does not display colors and is 

targeted at home and student productivity and had 

a resolution of 512 x 342 pixels

VIDEO GAMING - BACKGROUND

• In 1984, IBM introduces the EGA video card

• EGA increases resolution to 640x350 pixels 

displaying 16 colors from a pallet of 64 colors

• PC gaming resolutions are now approaching arcade 

level standards

• EGA started at $524($1500 today) and EGA 

Monitors were over $1000 (about $3000 today)
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VIDEO GAMING - BACKGROUND

• Also in 1984, the Amiga Corp, 

showed off a forthcoming 

computer at the Consumer 

Electronics Show in Las Vegas.

• The Amiga was designed to be a 

personal computer that 

specialized in computer gaming 

and graphics applications

VIDEO GAMING - BACKGROUND

• In 1984, the Amiga was just a 

prototype concept, but it showed 

the potential for home gaming at 

a very high level equivalent to or 

better than arcade games

VIDEO GAMING - BACKGROUND

• In 1985, the Atari introduced the Atari ST 

computer to compete with Apple (after a failed 

attempt to purchase Amiga).

• The ST had 320 x 200 16 color or 600 x 400 

black and white resolution

• The ST equaled or exceeded the graphics and 

sound capabilities of arcade games.
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VIDEO GAMING - BACKGROUND

• In 1987 IBM releases its first VGA graphics 

cards.

• VGA resolution was 640 x 480 in 16 colors

• VGA cards were introduced for $1290 ($3300 

today) and required new monitors that started 

at $1550 ($4500 today)

• VGA became the defacto PC graphics standard

VIDEO GAMING - BACKGROUND

• In 1987 Commodore, after 

purchasing Amiga Corp, 

introduced the AMIGA 1000 

personal computer

• Game developers flocked to the 

Amiga as a system for initial 

game development

VIDEO GAMING - BACKGROUND

• Game developers primarily sold 

games on floppy disk through the 

1980s and 1990s.

• The PC began to dominate in the 

1990s and game developers 

largely ignored other platforms
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VIDEO GAMING - BACKGROUND

• Sony worked with Nintendo on a 
next generation NES that would use 
CD-ROMs instead of cartridges

• Nintendo rejected the joint 
development with Sony, and Sony 
continued development alone

• In 1990, Sony brough their 
development to market as the Play 
Station

VIDEO GAMING - BACKGROUND

• In the mid to late 1990s 3d graphics were the 

next big thing. 

• Silicon Graphics dominated 3D graphics for 

commercial workstations

• SG worked with Nintendo on the N64

VIDEO GAMING - BACKGROUND

• In the PC world, former engineers from 

Silicon Graphics founded a new company 

3DFX to bring high end 3D graphics to 

PCs

• 3DFX’s Voodoo cards ushered in the first 

generation of games that were superior 

to arcade based games

• Initial pricing for 3DFX cards was under 

$400 in 1995
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VIDEO GAMING - BACKGROUND

• In 1997, Cavedog Entertainment introduced Total Annihilation, the first game to feature 
downloadable content (DLC) to games

• Cavedog provided the DLC at no additional cost, but a new potential revenue stream was 
born.

VIDEO GAMING - BACKGROUND

• In 1999, the next big innovation in home 

gaming consoles was introduced by SEGA

• The SEGA Dreamcast ($199) included a 56kb 

dial-up modem to facilitate networked gaming

• In the U.S. SEGA had an arrangement with 

AT&T to offer game networking dial-up

• The era of head-to-head and tournament home 

console gaming had been created

VIDEO GAMING - BACKGROUND

• In 2000, Sony answered the challenge from 

SEGA and Nintendo (Game Cube) by 

introducing the Play Station 2

• The PS2 also featured an optional network 

adapter to allow online gaming 

• The PS2 sold 500,000 units in the first two 

weeks following its release
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VIDEO GAMING - BACKGROUND

• SEGA, who had worked with Microsoft on the 
Dreamcast, began and ceased development of a 
successor to the Dreamcast.

• Microsoft, seeing the sales of the PS2 and its 
integration into home entertainment systems (largely 
due to the built in DVD player), began development 
of its own gaming console

• The XBOX was based on PC technology and 
introduced with full broad-band network connectivity 
in 2001

VIDEO GAMING - BACKGROUND

• The XBOX also introduced gaming as a 

service and online content purchases for 

home gaming consoles.

• Microsoft’s PC technology meant it could use 

Windows API’s for gaming (DIRECT X) to 

make porting PC games easy

• It also included an Nvidia graphics card 

(Nvidia purchased  3DFX) for superior 

graphics.

VIDEO GAMING - BACKGROUND

• In the 1990s and early 2000s networked PC 

games became popular

• Most games, like DOOM allowed multi-

player game play over a computer network

• The age of the LAN party was born as was 

multi-player gaming tournaments
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VIDEO GAMING - BACKGROUND

• As broadband internet access became 

available in more households, the LAN party 

gave way to internet gaming

• Broadband also ushered in the era of the 

online software store for selling games and 

downloadable game content.

VIDEO GAMING - BACKGROUND

• In 2007, the iPhone was introduced.

• The iPhone was essentially the marriage of a 

low power consumption computer and a 

cellular phone (radio)

• The iPhone operating system is based on the 

Macintosh operating system

VIDEO GAMING - BACKGROUND

• The iPhone uses a version of a desktop OS
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VIDEO GAMING - BACKGROUND

• In 2008, Google introduces Android

• In development since 2003 (predating the 

iPhone)

• Android is based on Linux

• Unlike iOS, Android is open source 

VIDEO GAMING - BACKGROUND
MobileConsoleDesktop

XXXSoftware 
Sales 
(license)

XXXSoftware 
Developme
nt Eco 
System

XXXBroadband 

VIDEO GAMING – BOXES AND CRATES

• For years games had crates and boxes to provide players with items they need 

to continue playing.
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VIDEO GAMING – BOXES AND CRATES

•In 2004, a Japanese 
developer combined micro 
transactions with in-game 
boxes

•Players purchased tickets 
outside of game play

•Tickets were used to unlock 
boxes in the game

•Boxes contained items to 
continue game play

VIDEO GAMING – BOXES AND CRATES

•This was another form of revenue stream for game developers

Revenue Streams

Game Sales

Downloadable 
Content

Game Licensing

In-game Transactions

VIDEO GAMING – BOXES AND CRATES

•The use of loot boxes and crates 

became more popular with game 

developers as it creates a 

recurring revenue stream

•The issue came to the forefront 

with Battle Front II, a Star Wars 

universe based game from 

Electronic Arts
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VIDEO GAMING – BOXES AND CRATES

•When released, Battlefront II 

averaged $69

•Battlefront II entered large scale 

beta testing with a loot crate 

mechanic

•To unlock loot crates, players 

needed crystals (the in-game 

currency)

•Crystals could be won during play

•Crystals could be purchased

VIDEO GAMING – BOXES AND CRATES

•The initial mechanic required 

certain items to continue or 

advance play in the game

•Those items were only available in 

loot crates

•Loot crates return random game 

items (sometimes items already in 

a player’s inventory, sometimes 

items not needed for additional 

play)

VIDEO GAMING – BOXES AND CRATES

•Accusations that Electronic Arts had 

created a gambling system in 

Battlefront II were made

•Can you make such an argument?
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VIDEO GAMING –

•Electronic Arts countered such 

arguments by claiming all loot 

crates could be opened with 

crystals earned during game play

•Players and analysts countered 

that it would take over 4,500 

hours to do so during play or a 

few minutes by purchasing $2,100 

worth of crystals

VIDEO GAMING –

VIDEO GAMING – LOOT BOXES AND CRATES

QUESTIONS


