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INTRODUCTION 

To answer the Court’s question: there is a distinction, for purposes of determining whether 

a network is configured to maintain m-regularity, between actions taken by the player during the 

game and actions taken by the player before the game starts.  D.I. 781 at 5.  Judge Andrews’ prior 

orders require that a network be configured to try to get to an m-regular state.  D.I. 275 at 14 (“if 

the network does not have each participant connected to m neighbors, this is fine so long as, when 

appropriate, it tries to get to that configuration”).  However, neither Judge Andrews’ prior orders 

nor anything in the intrinsic record preclude pre-game player actions from impacting how 

particular connections are formed, so long as the network itself is configured to form an m-regular 

network as a whole.  Thus, a network that is designed to seek an m-regular state meets this 

construction (as is the case for all of Activision’s accused products). 

Activision’s submission goes beyond answering the Court’s straightforward question and 

requests a new claim construction that would obscure this critical distinction by adding a confusing 

and incorrect negative limitation.  Specifically, Activision asks the Court to rule that so long as 

players’ actions have any impact on “how connections are formed, then the network is not 

configured to maintain an m-regular state.”  D.I. 784 at 1.  There is no basis to read such a negative 

limitation into the claims.  To the contrary, doing so would violate a fundamental canon of claim 

construction by reading out preferred embodiments.  Thus, the Court should reject Activision’s 

request for a revised claim construction.      

NATURE AND STAGE OF THE PROCEEDINGS 

Acceleration Bay filed suit against Activision on March 11, 2015.  Since then, the Court 

held six hearings on claim construction issues (after Activision contended that more than 50 claim 

terms required construction).  See D.I. 206.  Activision has already had numerous attempts to 
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prevent this case from going to trial on the merits.  Activision, its related parties, and defendants 

in related actions collectively filed twenty petitions for inter partes review of Acceleration Bay’s 

patents.  Activision filed a fifty-page summary judgment motion (D.I. 442), a motion for leave to 

file summary judgment on purported new facts (D.I. 654), and an additional summary judgment 

motion based on the decision in Acceleration Bay LLC v. Take-Two Interactive Software, Inc., 

C.A. No. 16-455-RGA (“Take Two”) (D.I. 731).   

Activision previously briefed the same claim construction question at issue now.  D.I. 731 

at 8 (“This Court’s un-appealed ruling in Take Two that a network cannot satisfy the m-regular 

limitation if ‘the players’ actions determine how connections are formed,’ when applied to the 

undisputed facts in this record, disposes of all infringement in this case.”).  Judge Andrews rejected 

Activision’s request for additional summary judgment briefing, finding Activision failed to meet 

the standard for reconsideration as to the denial of summary judgment on this same issue.  D.I. 743 

at 15. 

In response to Activision’s latest request for more summary judgment briefing, the Court 

directed the parties “to submit briefs outlining their positions as to where there is a distinction, for 

purposes of determining whether a network is configured to maintain m-regularity, between 

actions taken by the player during the game and actions taken by the player before the game starts.  

The parties briefs should address only that question.”  D.I. 781 at 5 (emphasis added). 

Activision’s submission exceeds this permitted scope and contends that the Court should 

add to the construction of (1) “m-regular,” (2) “each participant being connected to three or more 

other participants,” and (3) “fully connected portal computer” a negative limitation that “[i]f the 

player’s actions, either before or during a game, determine how connections are formed, then the 

network is not configured to maintain an m-regular state.”  D.I. 784 at 1, 5.  Activision’s new 
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proposed limitation should be rejected for exceeding the scope of the Court’s order, being another 

failed attempt to meet the standard for reconsideration, and as contrary to the intrinsic record. 

ARGUMENT 

 Activision’s Proposed Construction is Overbroad and Inconsistent with the Take-
Two Order  

Activision’s proposed construction should be rejected because it is overbroad and 

inconsistent with Judge Andrews’ decision in the Take-Two Order.1  The Take-Two Order was 

based on the Court’s prior claim constructions that an m-regular network is a network that is 

configured to seek an m-regular state (when conditions permit it to do so).  D.I. 275 at 14-15.  

Judge Andrews did not hold then, or at any other time, that player actions cannot have any impact 

on the connections that are formed. 

Specifically, Judge Andrews determined that because the accused Grand Theft Auto V 

networks were only m-regular when players took actions during the game the network itself was 

not configured to form an m-regular network.  Take-Two Order, 612 F. Supp. 3d at 420.  That 

claim construction is not disputed for purposes of this briefing.  Judge Andrews explained that 

because player actions were necessary for the network to reach an m-regular state, the network 

itself was not configured to maintain an m-regular state: 

A reasonable jury could not find that the “proximity connection 
rules” make the networks m-regular. The players control their own 
avatars and choose where to move throughout the game 
environment. The fact that players share more data when they are 
near each other does not suggest that the network is m-regular. 
Instead, it suggests that the players’ actions determine how 
connections are formed, and the network is not “configured to 
maintain” any particular state. Dr. Mitzenmacher said at his 
deposition that the infringing state “just arises naturally [as] ... the 
players are moving throughout the game.” (Mitzenmacher Tr. at 

 
1 The “Take-Two Order” refers to Judge Andrews’ decision in the matter Acceleration Bay LLC v. 
Take-Two Interactive Software, Inc., 612 F. Supp. 3d 408, 420 (D. Del. 2020), aff’d in part, 
dismissed in part sub nom, 15 F.4th 1069 (Fed. Cir. 2021). 
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175:17-19). But if a system is designed to achieve a desired result, 
one would not normally say the result “just arises naturally.” The 
result would be designed, not natural. 

Id. (emphasis added). 

Activision focuses on Judge Andrews’ observation that “players’ actions determine how 

connections are formed” but ignores his dispositive finding that because only the players’ actions 

dictate if the network will or will not be m-regular the network itself is not “configured to 

maintain” any particular state.  Id.  The key part of the finding was the network’s lack of 

configuration to maintain an m-regular state without specific player actions.  Id.   

Judge Andrews did not broadly hold that a network cannot be “configured to maintain” an 

m-regular state if player action at any time determines how connections are formed.  D.I. 784 at 3.  

To the contrary, Judge Andrews explicitly contemplated that there may be player actions that 

impact how network connections are formed but that do not undermine that the network is 

“configured to maintain” an m-regular state, such as when network connections are temporarily 

disrupted when a player leaves a game.  Take-Two Order, 612 F. Supp. 3d at 420 (“My construction 

does not require Plaintiff to show that the accused networks are m-regular 100 percent of the time.  

For example, if there is a split-second transition after a player disconnects from the game, that 

would not be enough to make the network not m-regular.”).  Thus, the Take-Two Order is limited 

to holding that the network cannot depend on player actions post-formation to transform the 

already existing network from a non-m-regular state into an m-regular state. 

Such a game is therefore not “designed to achieve [the] desired result” of forming an m-

regular network, which was at the heart of Judge Andrews’ reasoning in the Take-Two Order that 

gives rise to the instant claim construction issue.  Specifically, Judge Andrews distinguished 

between a game wherein players’ movements during gameplay may cause an m-regular state to 

“naturally arise” as players move throughout the game, from a game that is “designed to achieve 

Case 1:16-cv-00453-WCB   Document 786   Filed 08/23/23   Page 5 of 10 PageID #: 55051

f 

 

Find authenticated court documents without watermarks at docketalarm.com. 

https://www.docketalarm.com/


Real-Time Litigation Alerts
  Keep your litigation team up-to-date with real-time  

alerts and advanced team management tools built for  
the enterprise, all while greatly reducing PACER spend.

  Our comprehensive service means we can handle Federal, 
State, and Administrative courts across the country.

Advanced Docket Research
  With over 230 million records, Docket Alarm’s cloud-native 

docket research platform finds what other services can’t. 
Coverage includes Federal, State, plus PTAB, TTAB, ITC  
and NLRB decisions, all in one place.

  Identify arguments that have been successful in the past 
with full text, pinpoint searching. Link to case law cited  
within any court document via Fastcase.

Analytics At Your Fingertips
  Learn what happened the last time a particular judge,  

opposing counsel or company faced cases similar to yours.

  Advanced out-of-the-box PTAB and TTAB analytics are  
always at your fingertips.

Docket Alarm provides insights to develop a more  

informed litigation strategy and the peace of mind of 

knowing you’re on top of things.

Explore Litigation 
Insights

®

WHAT WILL YOU BUILD?  |  sales@docketalarm.com  |  1-866-77-FASTCASE

API
Docket Alarm offers a powerful API 
(application programming inter-
face) to developers that want to 
integrate case filings into their apps.

LAW FIRMS
Build custom dashboards for your 
attorneys and clients with live data 
direct from the court.

Automate many repetitive legal  
tasks like conflict checks, document 
management, and marketing.

FINANCIAL INSTITUTIONS
Litigation and bankruptcy checks 
for companies and debtors.

E-DISCOVERY AND  
LEGAL VENDORS
Sync your system to PACER to  
automate legal marketing.


