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(57) ABSTRACT 

Embodiments of the invention alloW a player to have a 

unique gaming experience, different than other players, even 
When playing on the same network. A game may span 

several gaming sessions. States of a game, for example a 
bonus game, may be stored When the player decides to stop 
playing the game. When the player initiates a next gaming 
session, at the same or another location, the previous state of 

(21) Appl- NO-I 10/942,208 the game is re-loaded onto the gaming machine and the 
_ ' player returns to the previous state. Further, additional 

(22) Flled' Sep‘ 15’ 2004 bonuses can be implemented because the network knoWs the 

Related U S Application Data identity and other information about the player. The addi 
tional bonuses may be unique to that player. Messages 

(60) Provisional application No. 60/503,516, ?led on Sep. particular to a player are exchanged between a gaming 
15, 2003. device and a gaming netWork. 
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PLAYER SPECIFIC NETWORK 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application claims priority from US. provi 
sional application 60/503,516 ?led Sep. 15, 2003, entitled 
Player Speci?c Network, the contents of Which are incor 
porated by reference herein. Additionally, this application is 
related to US. non-provisional application Ser. No. 10/699, 
260, entitled Player Speci?c ReWards, and is related to US. 
patent application Ser. No. 10/247,786, ?led on Sep. 18, 
2002, entitled Player Speci?c Gaming System, the contents 
of both of Which are incorporated herein by reference. 

TECHNICAL FIELD 

[0002] This disclosure is related to gaming netWorks and, 
more particularly, to gaming netWorks that can be tailored 
based on an identity and/or a history of the player. 

BACKGROUND OF THE INVENTION 

[0003] Because there are many choices of casinos from 
Which a patron can choose, casinos are constantly searching 
for Ways to differentiate themselves. One such method is by 
developing neW games and gaming environments that 
encourage players to return. Loyalty programs are Well 
knoWn; Where players earn an aWard for playing gaming 
devices With the amount of the aWard determined by the 
amount of coins deposited into the game, game outcome, 
certain bonuses or eXtra aWards Won, or other various 
factors. Typically, the aWards accumulate in an account, 
similar to frequent ?yer miles, until used by the patron. By 
returning to the same casino, or same group of casinos, the 
aWard account can accumulate to a valuable amount. 

[0004] Although loyalty programs are successful in 
encouraging patrons to return, patrons are alWays seeking 
neW, unique, and interesting Ways to be entertained and to 
get a maximum bene?t from their entertainment dollar. 

[0005] Embodiments of the invention address this need. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0006] FIG. 1 is a functional block diagram of compo 
nents in an eXample gaming netWork according to embodi 
ments of the invention. 

[0007] FIG. 2 is a functional block diagram of compo 
nents in an eXample gaming netWork according to other 
embodiments of the invention. 

[0008] FIG. 3 is a block diagram of a sample game screen 
according to embodiments of the invention. 

[0009] FIG. 4 is a block diagram indicating hoW infor 
mation can be ?oWed across the netWork of FIG. 1. 

[0010] FIG. 5 is an example How diagram of a veri?cation 
procedure. 
[0011] FIG. 6 is a block diagram of a personaliZation 
netWork according to embodiments of the invention oper 
ating on a single casino. 

[0012] FIG. 7 is a block diagram of a personaliZation 
netWork according to embodiments of the invention oper 
ating on multiple single casinos. 

Jun. 2, 2005 

[0013] FIG. 8 is a block diagram of a personaliZation 
netWork according to other embodiments of the invention 
operating on multiple single casinos. 

[0014] FIG. 9 is a process How diagram illustrating hoW 
the personaliZation netWork according to embodiments of 
the invention can acquire data. 

[0015] FIG. 10 is a block diagram illustrating hoW infor 
mation can be ?oWed across the netWork of FIG. 1. 

[0016] FIG. 11 is an eXample of a personaliZed calendar 
according to embodiments of the invention. 

[0017] FIG. 12 is an example How diagram illustrating a 
heartbeat process. 

[0018] FIG. 13 is a block diagram illustrating hoW heart 
beat messages can be propagated across a personaliZation 
netWork according to embodiments of the invention. 

[0019] FIG. 14 is a screen shot of an anticipation indica 
tor. 

[0020] FIG. 15 is a screen shot of an animated anticipation 
indicator. 

[0021] FIG. 16 is a screen shot of an animated bonus 
indicator. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

[0022] Embodiments of the invention are directed to an 
electronic gaming device machine platform that is operative 
over a gaming netWork. A player tracking system can be 
integrated With the machine via the PSGS Architecture. 
Embodiments of the invention alloW an ability to track 
individual game activity and adjust game characteristics to 
meet a player’s tastes, play habits, and gaming budget, an 
ability to provide loyalty inducing aWards that directly 
impact game play, and ability to alloW a casino to more 
directly communicate loyalty building promotional informa 
tion to a customer, and an ability for the casino to rapidly 
change loyalty promotions, for instance. 

[0023] In this disclosure, is assumed that traditional gam 
ing machine functionality eXists in the game platform as is 
knoWn in the art, such as reels, video displays, spin buttons, 
bet buttons, player tracking systems, etc. 

[0024] An architecture system 10 is illustrated in FIG. 1. 
Generally, the architecture system 10 includes player track 
ing hardWare 20, a player tracking system 40, a data inter 
face 60, and a gaming machine 80. Although only one 
gaming machine 80 is illustrated, multiple gaming machines 
80 Would typically be connected in the architecture system 
10. 

[0025] The machine 80 Will integrate With the player 
tracking system 60 via a Player Speci?c Gaming System 
(PSGS) 70 described beloW. The PSGS system 70 can be a 
collection of one or more computer servers operating in 
conjunction to host programs and data to create a user 
speci?c gaming system. The PSGS 70 includes of a patron 
database 72 that stores player related information from play 
session to play session. It also contains a slot machine 
database 74. The patron database 72 is linked to each gaming 
device 80 by a dedicated high-speed communication net 
Work. This netWork is independent from any eXisting slot 
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accounting/player-tracking network. The PSGS 70 is 
designed to Work in parallel With existing slot accounting/ 
player-tracking systems. 

[0026] FIG. 2 illustrates an architecture system 110 simi 
lar to the architecture 10 of FIG. 1. Additional speci?c 
databases 172-179 are illustrated in FIG. 2, but the same 
data could be stored in other portions of the architecture 10. 
Although reference is made in this disclosure to the archi 
tecture 10 of FIG. 1, embodiments are equally operable on 
like or similar components of other architectures, such as the 
architecture 110 of FIG. 2. Discussion of the additional 
architectures is omitted for brevity. 

[0027] ReWard Mechanisms 

[0028] Several unique reWard mechanisms can be oper 
ated on the architecture system 10. The game theme Will 
de?ne the basic rules of play for that game. Different game 
themes and art treatments can be applied to each reWard 
mechanism. The reWard mechanisms may have tWo events, 
a minor reWard, Which does not aWard cash or monetary 
value, and major reWard that aWards cash or a monetary 
equivalent. A game theme may have the ability to operate 
more than one reWard feature. 

[0029] An underlying game theme on the gaming machine 
80 is a 5 or 9-line, 5 reel video slot machine. It is assumed 
that the game machine 80 includes a second screen reWard 
feature that could be Won by carded and non-carded players 
alike. The second reWard screen feature may be funded by 
the overall payback percentage of the machine, hoWever 
most player speci?c reWard features Would typically be 
funded by a reWard pool mechanism, as described beloW. 
The reWard pool mechanism may be funded similar to a 
progressive. 

[0030] An eXample reWard pool mechanism de?nes a 
minimum and maXimum value, and an associated increment 
rate. The increment rate may be a percent of coin-in. The 
gaming machine 80 chooses a value betWeen the minimum 
and maXimum value. Each value betWeen the minimum and 
maXimum are likely to be chosen. This value is given and 
stored in the PSGS 70. As activity on the gaming machine 
80 occurs, the machine 80 increments the player’s actual 
value toWards the target value. The actual value is managed 
by the machine 80 and stored in the PSGS 70. Upon reaching 
the target value, the machine 80 activates a minor or major 
reWard, as described beloW. 

[0031] The target value and actual value are given to 
PSGS 70 based upon four card-in, minor reWard, and major 
reWard events, for eXample. The target value and actual 
value are given to the machine 80 upon player identi?cation 
card insertion. 

[0032] The minimum, maXimum, and increment rates are 
con?gured at the PSGS 70. The random number generator 
used to choose the value betWeen the minimum and maXi 
mum may be located on the machine 80. 

[0033] Both minor and major reWards can be triggered 
based upon the reWard pool mechanism. The minor reWard 
may alWays be triggered and the reWard pool mechanism 
does not alWays trigger the major reWard. The machine 80 
is responsible for triggering minors and majors, utiliZing 
information stored and doWnloaded from the PSGS 70 or 
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through events that occur in normal game play, eXample a 
scatter pay reWard game initiator, as is knoWn in the art. 

[0034] The player Will Win a minor reWard When the pool 
mechanism is triggered. The minor reWard Will be aWarded 
via reWard game screens in similar manner to traditional 
game reWard. The minor reWard aWards the player the 
opportunity to Win cash priZes at a future date, based upon 
a future outcome. The minor reWard does not have an actual 
money value associated With the reWard until the major 
reWard is triggered at a future date or outcome. 

[0035] The major reWard can occur in three Ways; ?rst, a 
reWard pool mechanism is triggered, second, the player 
reaches an overall goal, or third, based on a machine 
outcome. The major reWard is aWarded via reWard screens in 
a similar manner to game Within a game bonus in the 
marketplace today. The major reWard is When the minor 
reWards earned during prior games or sessions are given a 
cash value. 

[0036] While a player is participating in a reWard, the pay 
table remains constant. Upon conclusion of the reWard 
session, a neW pay table Will be associated With the reWard. 

[0037] ReWard Features 

[0038] Four reWard features are described in this section. 
They are Collection, Return reWards, Cash DraWing 
ReWards, and DraW Card. Each reWard feature is broken into 
Minor ReWard and Major ReWard summarizes. 

[0039] A collection reWard feature aWards unique and 
non-unique items that are to be collected as the Minor 
ReWard and aWards cash for the number of unique items as 
the Major ReWard. 

[0040] The Minor ReWard is based upon the ReWard Pool 
Mechanism detailed above. The game sets the coin-in trigger 
that causes the machine to grant the collection of an item. 
The player obtains their grant by choosing from a selection 
of objects presented to the player on a gamescreen. The 
collection of the item can be a unique item or a non-unique 
item. In the event the item is unique, it is stored in the PSGS 
70. The player can look at the inventory of items and their 
Worth at any point in the game. In the event that the item has 
already been earned, the machine tells the player that the 
item Was a duplicate. The non-unique items earned are 
stored in PSGS 70, but may be held unavailable for the 
customer to revieW. The value of the items collected is 
displayed in the ReWard Feature Message area, Which is 
described beloW. 

[0041] The Major ReWard is based upon the player earn 
ing the predetermined number of collection opportunities. 
Upon reset or inserting the card for the ?rst time, the 
machine 80 decides hoW many opportunities the player Will 
have to earn unique items. This number is stored in the 
PSGS 70. The machine Will eXamine hoW many opportuni 
ties a player has had, upon meeting the criteria the machine 
Will trigger the Major ReWard. The PSGS 70 stores hoW 
many times the player has had an opportunity, as Well as the 
number of opportunities the player Will have to earn unique 
items. Based upon the number of items, the machine 80 Will 
aWard a cash priZe to the customer through a series of 
screens, similar to a game ReWard round. Upon completing 
the aWard, the customer starts over collecting items, and all 
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Reward Pool Mechanisms and predetermined opportunities 
are reset to corresponding values. 

[0042] The Return ReWard Feature aWards promotional 
credits that can be redeemed at a later date. The quali?cation 
for Return ReWards is the Minor ReWard, and the Winning 
and redemption of the promotional or eXtra credits occurs at 
a future date via the Major ReWard. 

[0043] The Minor ReWard is based upon the ReWard 
Feature Pool Mechanism detailed above. The game 80 sets 
the coin-in trigger that causes the machine to grant the 
Return ReWards feature. Upon the trigger occurring, the 
player Will be noti?ed of their quali?cation and When they 
Will be able to redeem the reWard. The PSGS 70 stores the 
fact that the player has quali?ed for the ReWard. 

[0044] The Maj or ReWard is based upon a player returning 
to the casino after a speci?ed period of time and placing their 
player tracking card in an appropriately con?gured game 80. 
Upon inserting the card, the machine 80 presents a selection 
mechanism, for eXample a video Wheel that has multiple 
values. The values on the Wheel are provided by the PSGS 
70. Upon spinning the Wheel, the customer Will be informed 
that they have Won a number of promotional credits redeem 
able at that time. In some embodiments the player must 
redeem the priZe at that moment. The machine 80 Will 
update the PSGS 70 on the status of the player’s redemption. 
The player Will then have the ability to play their promo 
tional credits. The player receives the credits through a 
series of screens reinforcing Why they received the credits. 

[0045] The Cash DraW ReWards feature aWards Cash 
DraWing Tickets, Which can be redeemed at future date for 
cash priZes during the Cash DraWing. The aWarding of Cash 
DraWing Tickets is the Minor ReWard, and the Cash DraW 
ing ReWards Where the tickets are aWarded a value is the 
Major ReWard. For eXample, upon inserting a player track 
ing card, the game changes one or more squares located on 
a game board from “Casino Night” to “Cash DraWing”. 
These squares are hit When a player hits a scatter pay 
triggering the game ReWard, and than lands on a Cash 
DraWing square located on the game board. Of course, the 
draWing tickets can be provided to the player in other Ways, 
but typically Would include a chance mechanism. 

[0046] The Minor ReWard is based upon the ReWard Pool 
Mechanism detailed above. The game 80 sets the coin-in 
trigger that causes the machine to grant the player an 
opportunity to Win a number of Cash DraWing Tickets. Upon 
the trigger occurring, the player Will proceed to have an 
opportunity to earn a random number of tickets. The number 
of ticket earned is stored on the PSGS 70. The player has the 
ability to examine their inventory of tickets. Each ticket may 
be assigned a series of numbers that are represented on the 
ticket. In addition to the series of number representing the 
unique value of the ticket, the ticket also may have an 
individual color assigned to the ticket by the player during 
the ReWard Feature. The player can choose one of, for 
eXample, four available colors. There typically is a maXi 
mum number of Cash DraWing Tickets that can be earned 
before triggering the Cash DraWing Major ReWard. If the 
maXimum number is reached, the system 10 may limit the 
number of any future tickets issued to the player until after 
the already issued tickets have been redeemed. 

[0047] The Major ReWard is based upon the player land 
ing on a speci?c spot on game board during a machine 
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ReWard round. A scatter pay triggers the machine ReWard 
round. Upon landing on the spot, the player gets to partici 
pate in a Cash DraWing ReWards. There can be, for eXample, 
?ve levels of priZes that can be Won. 

[0048] Beginning With the loWest priZe, the machine 80 
simulates a Cash DraWing. If the machine 80 chooses a 
player’s Winning ticket, the value is aWarded to the player, 
using any conventional manner, and the player advances to 
the neXt level of priZe. The Winning ticket is eliminated from 
future Cash DraWing ReWards. If the player does not have 
a Winning ticket, the player advances to the neXt level. Each 
level is repeated, upon completing all levels remaining 
tickets are declared non-Winning, and the player collects the 
Winnings and begins earning Cash DraWing ReWards tickets 
all over again. All non-Winning tickets are forfeited at the 
conclusion of the draWing. 

[0049] The DraW Card ReWard is based upon the ReWard 
Pool Mechanism detailed above. The aWarding of DraW 
Cards is the Minor ReWard, and the redemption of DraW 
Cards for value occurs in the Major ReWard. 

[0050] The Minor ReWard for the DraW Card is based 
upon the ReWard Pool Mechanism. The game sets the 
coin-in trigger that causes the machine to grant the DraW 
Card Tickets. Upon the trigger occurring, the machine 80 
Will proceed to shoW a ticket draWn and placed on the game 
board. The location and value of the DraW Cards are stored 
in the PSGS 70. The player has the ability to vieW their game 
screen. In some embodiments, DraW Cards cannot be placed 
on the Cash DraWing square located on the game board. 

[0051] The Major ReWard for the DraW Card is based 
upon the player landing on a speci?c spot on game board 
during a machine ReWard round. The machine ReWard 
round occurs on a scatter pay. Upon landing on the spot, the 
player Wins an amount based upon the base game ReWard. 
In addition to the base game pay, the player gets to collect 
additional cash priZes for having a DraW Card-in that 
location. As a player moves past locations With DraW Cards, 
the DraW Cards are removed from the game board. 

[0052] Example Game Screen 

[0053] FIG. 2 illustrates an eXample con?guration 200 of 
a game screen that can be displayed on a machine 82 of the 
gaming machine 80 (FIG. 1). A ReWard Feature Messaging 
Area 210 is essentially a banner With messaging graphics 
that change merchandising the ReWard Features, Status in 
the ReWard Feature, Help Screens, Pay Table Screens, and 
other miscellaneous details described herein. The graphical 
messaging may be stored on the machine 80, and the PSGS 
70 Will signal the machine 80 When to display those graph 
ics. The PSGS 70 can use any appropriate message or 
signaling protocol betWeen itself and the machine 80, such 
as the one described beloW. Other areas of the game screen 

200 include game reels 220, Which may include 5 reels, 9 
reels, or any other appropriate number, as Well as a mes 
saging area 230 that presents data related to buttons and 
game meters. The information driving the messaging area 
230 can come from the game 80, the PSGS 70, or elseWhere 
on the architecture system 10 of FIG. 1. 

[0054] A Game Start Screen is a screen shoWn on the 
machine display 82 at the commencement of a game. In 
some embodiments, the Game Start Screen merchandises 
the ReWard Feature, emphasiZing the use of the player’s 
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card. In addition, this screen Will allow the non-carded 
player to vieW a details screen, described below, as Well as 
the pay table for the ReWard Feature. Upon insertion of the 
player card, the ReWard Feature Messaging 210 area Will 
Welcome the customer by name, and Will begin communi 
cating their status in the ReWard Feature. This communica 
tion is described in more detail beloW. 

[0055] The game played on the machine 80 may continu 
ally display information to the player that summarizes their 
current ReWard Feature Status in the ReWard Feature Mes 
saging Area 210. The folloWing messaging in Table 1 are 
eXamples of What might be displayed: 

TABLE 1 

Status Action Message 

Idle Game No Play Attract message enticing play 
Game Play No Card-In Entice message encouraging carded play 
Game Play Eligible Messaging alternating between several 

Card-In graphics 
Current List of Graphical Representation Items Collected 
Items are through the entire Reward round 
Prize Potential (Collect all 10 items to Win $10,000) 

[0056] Game status information Will be detailed further 
beloW. 

[0057] Promotional concepts implemented in the PSGS 70 
system are based on the presumption that details about the 
player are knoWn someWhere on the architecture 10. The 
details may be stored on the machine 80. These details may 
also be stored in the patron database 72 of the PSGS 70 or 
elseWhere on the architecture 10. The player Will be iden 
ti?ed to the machine 80 using the existing player tracking 
card and slot data collection system. An eXample data How 
through the PSGS is illustrated in FIG. 3. The diagram 
depicts the How of messaging through the architecture 10 
including the PSGS 70 When a player inserts their card-into 
a machine. Examples illustrated in FIG. 3 include: 

[0058] (1) Aplayer inserts a player-tracking card With 
identifying card number in a card reader 22 of the 
player tracking hardWare 20. 

[0059] (2) A Serial Machine Interface Board (SMIB) 
28, such as that described in US. Pat. No. 5,655,961 
assigned to the assignee of the present invention and 
incorporated herein by reference performs loW level 
number checking then forWards the card-in request 
to player tracking system 20. 

[0060] (3) The player tracking system 20 con?rms an 
active account status by checking the player tracking 
card against data stored in the architecture 10, and 
then forWards an appropriate card-in message to the 
PSGS 70. 

[0061] (4) The PSGS 70 looks up reWarding related 
data for that player and forWards information to the 
machine 80. 

[0062] (5) The machine 80 processes reWard infor 
mation, making appropriate adjustments to game 
behavior. 

[0063] (6) Promotional information presented to the 
player on the machine video screen 200 illustrated in 
FIG. 2, or on another screen shoWn on the machine 
display 82. 
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[0064] (7) At the start of a carded play session, a 
special card-in message is preferably displayed in the 
ReWard message area 210. 

[0065] Player Identi?cation Protocol 

[0066] In some embodiments, all messages and transac 
tions betWeen the machine 80 and the PSGS 70 of the 
architecture 10 of FIG. 1 are tracked by player card id as an 
identi?er. The player-tracking system 20 validates the player 
card id for the PSGS 70. The PSGS 70 manages and stores 
the card id for use by the machine and the PSGS. In some 
embodiments, all message packets include the player id. 

[0067] A Card Reader Monitor 24 (FIG. 1) is a device or 
a function operated on a processor that acquires the same 
identi?cation card strip information and insert status that is 
seen by the player tracking SMIB 28. This device is used to 
double-check the player tracking system 20 card in and out 
operation. If the PSGS 70 sees either a Card Reader Monitor 
24 card out or a player-tracking 20 generated card out, the 
PSGS 70 Will end a player’s session. The PSGS 70 Will not 
start a player session until it sees a card in from the Card 
Reader Monitor 24 and the player-tracking card in. Upon 
receiving the ?rst card in, the PSGS 70 starts a timer. Upon 
receiving the second card in, the PSGS 70 starts the session. 
If the PSGS 70 does not receive the card in during the 
allotted time, the PSGS 70 Will not start a session, and Will 
request the customer to re-insert card. 

[0068] One of the purposes of having the card reader 
monitor 24 is that it alloWs signals coming out of the 
hardWare card reader to be read and used by other portions 
of the PSGS 70. The Card Reader Monitor 24 provides a 
standard mechanism to detect and derive information from 
player cards that is separate and distinct from eXisting player 
tracking/patron management systems. 

[0069] In implementation the card reader monitor 24 
includes a communication system, such as a cabling system 
attached betWeen the hardWare card reader to convert the 
output to, for eXample, a standard RS-232 format. The other 
end of this cable is then attached to a serial port on the 
machine 80. The card reader monitor 24 also includes a 
process, such as a softWare process that runs on a processor 
in the player tracking system 20 or on the machine 80, for 
eXample. This running process monitors that RS-232 port, 
detects incoming data, decodes the data, and sends an 
appropriate message to the message controller interface 
betWeen the machine 80 and the PSGS 70. 

[0070] Messages sent by the card reader monitor 24 can 
include, for eXample card in (With Card ID) card out (With 
Card ID), and abandoned card (With Card ID). After a 
message is created it is sent to the PSGS 70 to update the 
current status of the inserted player tracking card. 

[0071] A“heartbeat” (periodic messages to ensure another 
component is still “alive”) is initiated by the game 80 or the 
PSGS 70 to ensure the Card reader monitor 24 is still active. 
If, for any reason, that heartbeat is lost, the Game 80 is 
signaled to disable PSGS 70 functionality. A detailed 
description of a heartbeat implementation is described 
beloW. 

[0072] The card reader monitor 24 may use poWer from 
the SMIB 28 for its uP, and poWer from the machine 80 
serial port for optoisolation. In some particular embodi 






























