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(52) US. Cl. (57) ABSTRACT 

A casino receives activity from a player, both in-house and 
on-line. The player’s activities are combined in a single 
account stored by the casino. The combined activities can 
then be used to the player’s bene?t, for example by awarding 
bene?ts to the player, alloWing the player to access his 
activity across a network, or by preparing for the player a taX 
statement based on his year-to-date activities. 
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METHOD AND APPARATUS FOR USE OF A 
NETWORK BY A CASINO 

RELATED APPLICATION DATA 

[0001] This invention incorporates by reference US. 
patent application Ser. No. 08/843,411, ?led Apr. 15, 1997, 
now US. Pat. No. 6,319,125, issued Nov. 20, 2001, US. 
patent application Ser. No. 08/322,172, ?led Oct. 12, 1994, 
now US. Pat. No. 5,655,961, issued Aug. 12, 1997, US. 
patent application Ser. No. 09/134,285, ?led Aug. 14, 1998, 
noW pending, and US. patent application Ser. No. 09/694, 
065, ?led Nov. 19, 2000, noW pending. 

FIELD OF THE INVENTION 

[0002] This invention pertains to gaming, and more par 
ticularly to the use of external networks by players. 

BACKGROUND OF THE INVENTION 

[0003] Not so long ago, casinos Were places you visited to 
gamble. Las Vegas, Nev., began With an image of dark, 
smoke-?lled rooms Where people Went to engage in sinful 
activities. The moniker “Sin City,” While no longer used 
With vehemence, still sticks to Las Vegas, Nev. 

[0004] Over time, casinos have shed their old images. 
NoW, casino ?oors are brightly lit, Welcoming places. The 
hotels have taken into account the need to entertain families 
and not just adult gamblers. Ventilation systems help reduce 
the smell of smoke, once a prominent feature of the casinos. 

[0005] To keep current in the competitive market, casinos 
have been using player clubs to entice players into being 
“loyal” to a casino. When playing, the players use a card to 
identify themselves. This lets the casinos knoW hoW much 
money the player is spending at the casino. In return, the 
casinos provide bonuses to the players. 

[0006] The advent of the Internet presents neW opportu 
nities for casinos to develop. Internet gaming, that is, the 
capability to gamble using the Internet, alloWs casinos to 
reach players Who are not physically present on the casino 
?oor. Players Who, for one reason or another, cannot physi 
cally travel to the casino are still able to participate. But the 
use of the Internet is one-Way: revenue ?oWs in to the casino 
from the Internet, but nothing ?oWs back to the player. 

[0007] Some on-line casinos (that is, casinos that eXist 
only in cyberspace) offer player clubs similar to those 
offered by casinos that players can visit. These on-line 
casinos can track their players’ activities. 

[0008] Some regular casinos have begun to alloW players 
to access information about their accounts. For eXample, 
some casinos upload information about play to their player 
tracking databases at pre-selected times. This alloWs the 
casinos (and the players) to track information about in-house 
gaming, even When the users of the database are remote 
from the casino. But because the uploads occur at pre 
selected times (e.g., once a day), the player cannot access 
current information about his gaming activities immediately. 
For eXample, the player might go onto the casino ?oor and 
participate in gaming activities, then return to his room and 
try to access his account. Because the information is only 
uploaded infrequently, the player Will not be able to access 
the most current information about his account. 
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[0009] Aneed remains for a Way to alloW casinos to utiliZe 
netWorks that addresses these and other problems associated 
With the prior art. 

SUMMARY OF THE INVENTION 

[0010] The invention is a method and apparatus for using 
a netWork to bene?t a player. In-house and on-line gaming 
activity is combined in a single account for the player. The 
combined activity can then be used to bene?t the player. For 
eXample, bene?ts can include (but are not limited to) giving 
the player promotions, bonuses, coupons, or comps. These 
can be sent to the user via e-mail, direct mail, or any other 
means, and can be spontaneous on the part of the casino or 
responsive to a request from the player. The player can 
redeem the bene?t by bringing in a copy to the casino, or by 
identifying himself to an attendant, Who can verify elec 
tronically that the player is to receive the bene?t. 

[0011] The foregoing and other features, objects, and 
advantages of the invention Will become more readily appar 
ent from the folloWing detailed description, Which proceeds 
With reference to the accompanying draWings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0012] FIG. 1A shoWs a casino offering both in-house and 
on-line (over a netWork) gaming, according to an embodi 
ment of the invention. 

[0013] FIG. 1B shoWs the on-line gaming of FIG. 1A on 
a Web site hosted by a server separate from the casino, 
according to an embodiment of the invention. 

[0014] FIG. 2 shoWs a player communicating through the 
server of the casino of FIG. 1A, according to an embodi 
ment of the invention. 

[0015] FIG. 3 shoWs the casino of FIG. 1A combining the 
in-house and on-line activity by the player, according to an 
embodiment of the invention. 

[0016] FIG. 4 shoWs the casino of FIG. 1A delivering a 
bene?t to the player, according to an embodiment of the 
invention. 

[0017] FIG. 5 shoWs a display used by the casino of FIG. 
1A to verify electronically that a player is entitled to a 
bene?t, according to an embodiment of the invention. 

[0018] FIGS. 6A-6D shoW player data generated from 
in-house and on-line activity by a player at the casino of 
FIG. 1A, according to an embodiment of the invention. 

[0019] FIG. 7 shoWs a display of a player’s combined 
activity generated by the casino of FIG. 1A, according to an 
embodiment of the invention. 

[0020] FIG. 8 shoWs the player utiliZing the player’s 
combined activity generated by the casino of FIG. 1A, 
according to an embodiment of the invention. 

[0021] FIGS. 9A-9D shoW a ?oWchart of the procedure 
combining in-house and on-line activity of a player by the 
casino of FIG. 1A, according to an embodiment of the 
invention. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENT 

[0022] FIG. 1A shoWs a casino offering both in-house and 
on-line (over a netWork) gaming, according to an embodi 
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ment of the invention. In FIG. 1A, casino 105 includes 
various gaming devices, such as slot machine 110 and 
blackjack 115. (A person skilled in the art Will recognize 
other games casino 105 might offer.) Casino 105 also 
includes server 120, Which tracks a player’s activity Within 
the casino. Thus, as the player uses slot machine 110 or 
blackj ack table 115, the player’s coin-in, Winnings, etc. is all 
tracked via server 120. The tracked data can be stored locally 
on server 120, or it can be stored in a secure server offsite 

(see FIG. 2 beloW). In addition, server 120, although shoWn 
as physically Within the con?nes of casino 105, can be 
located outside casino 105. 

[0023] Casino 105 also offers on-line gaming Web site 
125. Web site 125 offers Internet gaming similar to that 
offered in-house at casino 105, but Without using the physi 
cal devices available in-house. For eXample, Web site 125 
might offer on-line versions of slot machine game 130 or 
blackjack game 135. The credits used by the player in 
Internet gaming can come from any desired source. For 
eXample, the player can input a credit card number to Web 
site 125, Which then issues the player a number of credits in 
exchange for a charge to the player’s credit card. Or the 
player can use credits associated With the player’s account. 
Systems for transferring credits from a player’s account to a 
gaming device are described in US. patent application Ser. 
No. 09/134,285, ?led Aug. 14, 1998, noW pending, and US. 
patent application Ser. No. 09/694,065, ?led Nov. 19, 2000, 
noW pending, Which are hereby incorporated by reference. A 
person skilled in the art Will recognize hoW the systems can 
be modi?ed to transfer credits to a Web site offering Internet 
gaming. 

[0024] To use Web site 125, a user connects to Web site 125 
from a computer, such as computer system 140, across 
netWork 145. Computer system 140 conventionally includes 
computer 145, monitor 150, keyboard 155, and mouse 160. 
A person skilled in the art Will recogniZe that although 
computer system 140 is shoWn as a desktop personal com 
puter, the invention is not limited to any speci?c type of 
computer. For example, computer system 140 can also be an 
Internet appliance, With monitor 150, keyboard 155, and 
mouse 160 integrated into the housing of computer 145. 
Computer system 140 can also take other forms: for 
eXample, a personal digital assistant (PDA) or other hand 
held device, or even a cellular telephone. Optional equip 
ment not shoWn as part of computer system 140 in FIG. 1A 
are other input/output devices, such as a printer. Also not 
shoWn in FIG. 1A are the conventional internal components 
of computer system 140: e.g., a central processing unit, 
memory, ?le system, etc. Similarly, netWork 145 can be any 
variety of netWork, such as a local area netWork (LAN), 
Wide area netWork (WAN), Wireless netWork, or global 
netWork (such as the Internet), among others. NetWork 145 
can also be any combination of the above netWorks used to 
connect computer system 140 and Web site 125. 

[0025] Although FIG. 1A shoWs Web site 125 as being 
stored on server 120 Within casino 105, a person skilled in 
the art Will recogniZe that Web site 125 can be stored on other 
servers. Similarly, Web site 125 can be accessible through 
server 105 or can be totally separate, so that connecting to 
Web site 125 does not require a path through server 120. For 
eXample, FIG. 1B shoWs an alternative embodiment. In 
FIG. 1B, Web site 125 is hosted by server 150, Which is 
separate from casino 105. Server 150 can be oWned by 

Jul. 22, 2004 

casino 105, but physically separate from server 120. In this 
embodiment, Where server 150 and server 120 are separate 
devices, typically server 150 does not store any player 
tracking information, Which is preferably stored on server 
120. Server 150 can also be located in a different environ 
ment, outside casino 105. Or server 150 can be a third party 
server, operated by a third party instead of casino 105 (but 
perhaps With direction from casino 105). Aperson skilled in 
the art Will recogniZe other possible variations. 

[0026] Even if casino 105 does not oWn or operate server 
150, casino 105 Will Want to be able to track the player’s 
activity on Web site 125. To enable this tracking, server 150 
can report the player’s activities to casino 150. Connection 
155 enables server 150 to report a player’s activities to 
casino 105. A person skilled in the art Will recogniZe that 
connection 155 does not have to be a direct physical 
connection. Instead, server 150 can connect to casino 105 
via netWork 145. 

[0027] Although FIGS. 1A and 1B shoW Web site 125 as 
providing the on-line equivalent of gaming in-house at the 
casino, Web site 125 can provide other forms of entertain 
ment to players. For eXample, rather than playing for money, 
Web site 125 can offer players a play-for-fun site. In this 
con?guration, When players use Web site 125, they are not 
risking their oWn money. Nevertheless, casino 105 might 
Want to track the player’s activities, to reWard the player for 
loyalty. For eXample, the player might earn points that are 
redeemable at the casino. Thus, even though the casino does 
not directly pro?t from the player’s activities, there is an 
indirect pro?t motive, as the player Will eventually visit the 
casino to redeem the points accrued, and hopefully spend 
money gambling at the casino. In addition, if the casino 
offers multiple Web sites to players, some of the Web sites 
can be con?gured for on-line gaming, and others can be 
con?gured for play-for-fun. 

[0028] Returning to FIG. 1A, as the player plays in-house 
at casino 105, playing for eXample slot machine 110 or 
blackjack table 115, information about the player’s activity 
is tracked. Similarly, as the player plays on-line at Web site 
125, playing for eXample slot machine game 130 or black 
jack game 135, information about the player’s activity is 
tracked. In a preferred embodiment, the combined data is 
stored offsite in a secure server (as shoWn in FIG. 2 beloW). 
In a second embodiment the combined data is stored in 
server 120. Regardless of Where the data is stored, the 
combined data gives the casino more information about the 
player that it might otherWise have had. 

[0029] Although FIGS. 1A and 1B only shoW a single 
casino, a person skilled in the art Will recogniZe that the 
invention can be generaliZed to multiple casino properties. 
For eXample, a single Web site can track on-line gaming 
activity for players registered With more than one casino 
property. In addition, a single casino can have more than one 
Web site (hosted on one or more servers, all of Which can be 
distinct from server 120), With player tracking data being 
reported to server 120. A person skilled in the art Will 
recogniZe other possible variations. 

[0030] FIG. 2 shoWs a player communicating through the 
server of the casino of FIG. 1A, according to an embodi 
ment of the invention. In FIG. 2, computer system 140 is 
shoWn communicating With server 120. Server 120, in turn 
communicates With ASP server 205, Which in turn commu 
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nicates With secure server 210 behind ?rewall 215. Secure 
server 210 can be used to store sensitive data: for example, 
a player tracking data storing data about a player’s activities 
and his personal information, among other possibilities. 
More information about hoW such a system can be imple 
mented is described in US. patent application Ser. No. 
08/843,411, ?led Apr. 15, 1997, now US. Pat. No. 6,319, 
125, issued Nov. 20, 2001, US. patent application Ser. No. 
08/322,172, ?led Oct. 12, 1994, now US. Pat. No. 5,655, 
961, issued Aug. 12, 1997, Which are hereby incorporated by 
reference. 

[0031] ASP server 205 is responsible for managing secure 
communications betWeen server 120 and secure server 210. 

In a preferred embodiment, server 120 sends eXtensible 
Markup Language (XML) requests to ASP server 205, 
Which is the only device permitted to access secure server 
210 behind ?reWall 215. But a person skilled in the art Will 
recogniZe that server 120 can communicate With ASP server 
205 other than by using XML. By having secure server 210 
communicate With ASP server 205 rather than secure server 
210, sensitive data can be kept secure on secure server 210 
but still accessible from outside ?reWall 210 if the request is 
transmitted in the correct manner. ASP server 205 can then 
communicate With secure server 210 to obtain the response 
to the requests, Which can be securely transmitted back to 
server 120, preferably using XML. Server 120 can then 
transform the XML response into HyperTeXt Markup Lan 
guage (HTML) using an eXtensible Stylesheet Language 
(XSL) Transformation (XSLT). The resulting HTML can 
then be displayed to the player on computer system 140. 

[0032] Communication betWeen server 120 and ASP 
server 205 is preferably encrypted. Any encryption scheme 
can be used: the Secure Sockets Layer (SSL) encryption 
protocol used on the Internet is a standard that can be applied 
to encrypt the communication. Similarly, communication 
betWeen ASP server 205 and secure server 210 is preferably 
encrypted. 
[0033] As an eXample of hoW the communications scheme 
of FIG. 2 can be used, consider the situation in Which the 
player Wants to update his personal information. (In this 
eXample, encrypted communications are not described, but 
a person skilled in the art Will recogniZe hoW to introduce 
encrypted communications into the example.) Since per 
sonal information is sensitive (the player Would not Want it 
publicly available), the data Would be stored on secure 
server 210, behind ?reWall 215. So, using server 120 the 
player can request to vieW his player data. (It is assumed at 
this point that the player has identi?ed himself to the 
system.) The broWser request made of server 120 is trans 
lated into an XML request of ASP server 205, Which is 
forWarded to secure server 210. Secure server 210 responds 
With the personal information, Which is formed into XML 
and forWarded to server 120. Server 120 uses XSLT to 
transform the XML data into an HTML page, Which can then 
be presented to the user. Using a form, the player can update 
his personal data. XML form data can then be posted to ASP 
server 205, Which can update the database on secure server 
210. ASP server 205 sends an XML con?rmation message 
back to server 120, Which again uses XSLT to transform the 
XML con?rmation message into HTML, Which can be 
presented to the user. 

[0034] FIG. 3 shoWs the casino of FIG. 1A combining the 
in-house and on-line activity by the player, according to an 
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embodiment of the invention. In FIG. 3, activity by the 
player is tracked by tracking unit 305, part of server 120. For 
eXample, in-house activity 310, such as use of slot machine 
110 by the player, is received by tracking unit 305, as is 
on-line activity 315, such as use of blackjack game 135. The 
activities are combined, enabling the casino to track all of 
the player’s activities in a single account. 

[0035] Server 120 also includes point aWarding unit 320. 
Point aWarding unit 320 is responsible for aWarding points 
to the player, based on activity in the player’s account. For 

eXample, if the player has gambled enough (say, $1000), 
point aWarding unit 320 can aWard the player points. These 
points, in turn, can be used to give bene?ts to the player: for 
eXample, With enough points, the player can be aWarded a 
complimentary visit to the casino buffet. 

[0036] Although FIG. 3 shoWs point aWarding unit 320 as 
included in server 120, other implementations are possible. 
For eXample, points can be aWarded by gaming devices as 
the player plays, and by the gaming Web site as the player 
plays on-line. In that case, server 120 simply merges points 
aWarded by individual gaming devices, rather than aWarding 
points based on play. A person skilled in the art Will 

recogniZe other possible con?gurations. 

[0037] 
ity 315 are uploaded to server 120 in real-time. That is, as 

In FIG. 3, in-house activity 310 and on-line activ 

the activities occur, the information about the activities is 

communicated to server 120. This communication alloWs 

server 120 to accumulate information about a player’s 

activities as quickly as possible, so that the player informa 

tion stored on server 120 can stay current. 

[0038] FIG. 4 shoWs the casino of FIG. 1A delivering a 
bene?t to the player, according to an embodiment of the 

invention. In FIG. 4, server 120 of the casino is shoWn 

sending electronic message 405 to computer system 140. 
Message 405 originates Within message unit 410, Which 
generates the message. Message 405 can be anything: a 
special offer to club members, a menu for the buffet, or an 

announcement about an event. But more likely, message 405 

is a special offer for the player, determined by his activities 
(both in-house and on-line). As such, message 405 can 
include promotion 415, bonus 417, coupon 420, both offer 
ing some sort of bene?t to the player. According to the 
present invention, a bonus is a priZe are aWarded in addition 
to anyjackpot and is based on a separate set of payout tables 

or criteria. Essentially, a bonus is any priZe paid out above 
and beyond aWards from a gaming device pay table. Abonus 
priZe can be in the form of cash, credits or non-monetary 
aWards, such as a car, or any combination thereof. The bonus 

priZe can also be tiered into a main bonus priZe and multiple 
secondary bonus priZes, plus optional consolation priZes, 
and similar combinations. A list of possible bonuses is 
shoWn in Table 1, and their marketing techniques and 
advantages are shoWn in Table 2. 






















