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(57) ABSTRACT 

Systems and methods are provided for providing a service to 
a player using a player device. A indication of a player 
identi?er Which corresponds to a player of a gaming device 
is received. A player device is provided to the player. A 
service to provide the player is determined based on a 
gaming activity of the player, and the service is then 
provided to the player using the player device. 
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METHOD AND APPARATUS FOR PROVIDING A 
COMPLIMENTARY SERVICE TO A PLAYER 

PRIORITY CLAIMS 

[0001] This application claims the bene?t of priority of 
US. Provisional Patent Application Ser. No. 60/408,473, 
?led Sep. 4, 2002, entitled “METHOD AND APPARATUS 
FOR PROVIDING A COMPLIMENTARY SERVICE TO A 
PLAYER”, the entirety of which is incorporated by refer 
ence herein for all purposes. 

[0002] This application is a continuation-in-part (CIP) of 
US. patent application Ser. No. 10/322, 107, ?led on Dec. 
18, 2002, entitled “FREE LONG DISTANCE CALLS ON 
SLOT MACHINES”; which is a continuation of US. patent 
application Ser. No. 09/641,903, ?led on Aug. 18, 2000, 
entitled “FREE LONG DISTANCE CALLS ON SLOT 
MACHINES”, now US. Pat. No. 6,530,835; which is a 
continuation of US. patent application Ser. No. 08/821,437, 
?led on Mar. 21, 1997, entitled “FREE LONG DISTANCE 
CALLS ON SLOT MACHINES”, now US. Pat. No. 6,139, 
431. 

[0003] The entirety of each of the above is incorporated by 
reference herein for all purposes. 

FIELD OF THE INVENTION 

[0004] The present invention relates to methods and appa 
ratus for gaming. 

BACKGROUND OF THE INVENTION 

[0005] Casinos pro?t from their patrons frequently play 
ing their gaming machines, such as slot machines, video 
poker or video blackjack. Each gambling machine is 
designed to ensure that, on average, the casino retains a 
predetermined percentage of the total amount gambled (the 
hold percentage or “vig”). In fact, gaming machines gener 
ally have a very high hold percentage, often surpassing the 
table games of blackjack, roulette or craps. 

[0006] Thus, the more such gambling machines are 
played, the greater is the revenue to the casino. Accordingly, 
it is highly desirable to provide ways to maintain player 
interest and keep players of gambling machines playing 
longer. Moreover, casinos are always looking for new, ?n 
ways to attract players to the slot machines, as well as to 
draw existing players away from competing casinos. 

[0007] Thus in general, casinos would like to ?nd new 
ways to attract players and to make a player’s gaming 
experience more enjoyable. Casinos would also like to 
provide bene?ts to players in a convenient and cost-effective 
manner. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0008] FIG. 1A shows one embodiment of a system that 
implements the invention. 

[0009] FIG. 1B shows a second embodiment of a system 
that implements the invention. 

[0010] 
[0011] FIG. 3 shows one embodiment of the controller 
shown in FIG. 1A and FIG. 1B. 

FIG. 2 shows one embodiment of a player device. 
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[0012] FIG. 4 shows one embodiment of a player device 
database that may be stored by the controller. 

[0013] FIG. 5 shows one embodiment of a player database 
that may be stored by the controller. 

[0014] FIG. 6 shows one embodiment of a condition 
database that may be stored by the controller. 

[0015] FIG. 7 shows one embodiment of a service track 
ing database that may be stored by the controller. 

[0016] FIG. 8 shows a ?owchart corresponding to a 
process according to an embodiment of the invention. 

[0017] FIG. 9 shows a ?owchart corresponding to a 
process according to an embodiment of the invention. 

[0018] FIG. 10 shows a ?owchart corresponding to a 
process according to an embodiment of the invention. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0019] The present invention is described herein, as are a 
variety of differing embodiments of the invention. 

[0020] According to one embodiment, the invention 
allows a player at a casino to receive a service through a 
player device, based on his gaming activities. For example, 
a player may receive free long distance telephone service 
through a cordless phone as long as he maintains a rate of 
play of at least twenty coins per minute at a slot machine. 

[0021] A variety of different types of player devices are 
possible, including a cordless telephone, a cell phone, a 
personal digital assistant (PDA), a notebook computer, or a 
portable television set. According to one embodiment, a 
player device may be provided to a player by a casino (e. g., 
as a rental, or requiring a security deposit). 

[0022] According to one embodiment, a casino may oper 
ate a controller that monitors a player’s activities at one or 

more game machines (e.g., slot machines, video poker 
machines) and determines whether to provide a service to 
the player. For example, a service may be provided to a 
player as long as the player operates a game machine at a 
certain rate of play. According to one embodiment, the 
controller may determine what service to provide to a player 
or how much of a service to provide. For example, a player 
may receive 100 kilobytes of Internet access for each coin 
that he bets at a slot machine. 

[0023] A variety of different services may be provided by 
a player device based on a player’s gaming activities. For 
example, players may receive communications services like 
free telephone calls, free Internet access, or free viewing of 
a television channel. According to one embodiment, a player 
device may communicate with the controller or a commu 
nications server in order to provide a service to a player. 

[0024] According to one embodiment, a player device 
may also output messages or alerts to a player based on the 
service that is provided. For example, a player’s free tele 
phone call may be interrupted to alert the player that he only 
has 5 minutes of free telephone talk time remaining and that 
he should gamble more quickly in order to earn more 
telephone talk time. 

[0025] The following terms are used in the present appli 
cation. 
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[0026] A player is at least one entity Who operates a game 
machine. 

[0027] A casino is an entity that enables a player to play 
a game (e.g., by operating a game machine). 

[0028] A game machine can be any electronic or electro 
mechanical device that is operated by a player to play a 
game. Examples of game machines include slot machines, 
video poker machines, video games, and pachinko 
machines. 

[0029] A controller includes a computer system operated 
by a casino, Which may communicate With one or more 
game machines or one or more player devices. According to 
one embodiment, the controller may determine a service to 
provide to a player based on his gambling activities. 

[0030] A player device is an electronic device that may 
provide a service to a player. Examples of player devices 
include: a cordless telephone, a cellular phone, a notebook 
computer, a portable television. 

[0031] Gaming activities include activities by a player that 
may relate to gaming. Examples of gaming activities include 
playing one or more spins on a slot machine, maintaining a 
certain rate of play on a video poker machine, or maintaining 
a certain credit balance on a pachinko machine. 

[0032] A service may be provided to a player based on his 
gaming activities. Examples of services include local tele 
phone service, long-distance telephone service, Internet ser 
vice, and messaging service. 

[0033] An authentication code may be, for example, an 
alphanumeric code, Which indicates gaming activities by a 
player, and Which may indicate or prove a player’s operation 
of the game machine. 

[0034] An activation code may be, for example, an alpha 
numeric code Which indicates that a service should be 
provided to a player. An authentication code may function as 
an activation code. 

[0035] The folloWing example provides an illustrative 
usage of one embodiment of the invention. Alice may visit 
a casino that has a special promotion going on: players get 
to make free long distance phone calls While they gamble. To 
sign up for the promotion, Alice visits a booth at the casino 
that is manned by three friendly casino employees. They 
explain to Alice hoW the promotion Works: For every minute 
that Alice spends gambling at a slot machine, she gets one 
minute of long distance telephone service. She can call 
anyone she Wants to in the continental United States, and can 
talk for as long as she Wants (just so long as she keeps 
gambling at a reasonable rate). The casino Will even lend 
Alice a cordless phone to use in making her phone calls. 
There’s no sign-up fee and no hidden charges. 

[0036] Alice decides to sign up for the promotion. In order 
to sign up, she needs to have a player tracking card. Most of 
the other people Who are signing up for the promotion 
already have player tracking cards, but since Alice is neW to 
the casino, she has to ?ll out a form to sign up for a card. The 
casino employees issue Alice a player tracking card, and tell 
her that she can use it to earn other great bene?ts at the 
casino like free meals and shoW tickets. 

[0037] Next, Alice gets to pick out What phone she Would 
like to use. If Alice had a cell phone, she could use this for 
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the service, but since she doesn’t, she can borroW one of the 
casino’s telephones. The casino employees at the booth offer 
her a choice of phones: a cordless hands-free phone, a more 
traditional looking cordless phone. Alice picks the hands 
free phoneiit’ll be easier for her to use While she’s playing 
video poker. Since she’s only borroWing the phone from the 
casino, Alice has to provide her credit card number for 
security purposes. The casino employees assure her that 
they’ll only charge her credit card if she doesn’t return the 
phone. If Alice returns the phone on time in Working order, 
she Won’t be charged a thing. As a ?nal step, one of the 
casino employees sWipes Alice’s player tracking card num 
ber through a magnetic stripe reader and records an identi 
?cation number on her hands-free phone and enters them 
into a computerithis Will ensure that Alice gets credit for 
all the phone minutes that she deserves. 

[0038] NoW that Alice has her player tracking card and her 
phone, she’s ready to go! She heads out onto the casino ?oor 
and ?nds her favorite slot machineia Wheel of Riches 
game With a bonus round. When Alice inserts her player 
tracking card into the machine, the green LED on the 
hands-free phone lights upithis means that the phone is 
ready to go. The phone also has an LCD display that shoWs 
Alice’s balance of minutesicurrently “5 minutes”, since 
Alice hasn’t started gambling yet (The casino gives Alice 5 
free minutes so that she doesn’t have to Wait to build up a 
balance of phone minutes before she can make a phone call.) 

[0039] Alice decides to make her ?rst phone call. Using a 
numeric keypad on her phone, she dials the number of her 
boyfriend Bob back in NeW York City. After a brief delay, 
the phone rings a feW times, and then Bob picks up. Alice 
proceeds to talk on the phone With Bob, discussing every 
thing from her trip to Las Vegas to her current gaming 
activities at the Wheel of Riches slot machine. Of course, all 
of Alice’s stories about Las Vegas remind Bob that he Wants 
to make a trip out to Los Vegas sometime too; he makes a 
note to himself to mention the idea to his friends at their next 
softball game. 

[0040] Alice is alloWed to continue talking on the phone 
With Bob for free for as long as she likes, just so long as she 
maintains a rate of play of at least 15 coins per minute. 
While 15 coins per minute is a bit faster than Alice usually 
gambles, she’s Willing to play a little faster for the conve 
nience of being able to talk on the phone With Bob for free. 

[0041] At one point, Alice stops gambling for a feW 
minutes as she tells Bob a story about the musical she saW 
last night. When the balance of minutes on her phone gets 
doWn to 2 minutes, a recorded voice interrupts their con 
versation. “You have only 2 minutes remaining. Please start 
gambling again to avoid having your telephone call be 
disconnected.” Alice quickly responds by placing feW bets 
on the slot machine and getting her average rate of play up 
to an acceptable level of 15 coins per minute. Since Alice is 
noW gambling at more than 20 coins per minute, she earns 
phone minutes at an even better rate of 1.1 phone minutes for 
each minute spent gambling. Her increasing balance of 
phone minutes is shoWn on the LCD screen on her tele 
phone. 

[0042] Alice continues talking on the phone With Bob for 
a While longer and then calls her mother in Los Angeles. 
While she’s on the phone With her mother, Alice decides to 
stop playing Wheel of Riches and sWitch over to video 
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poker. Since she’s built up a balance of 8 minutes on her 
telephone, she has plenty of time to remove her player 
tracking card from the Wheel of Riches machine, Walk over 
to the video poker machine, insert her player tracking card 
into the video poker machine, and start gambling at the 
video poker machine. At the video poker machine, Alice 
earns 10 seconds of phone time for each hand of video poker 
that she plays. 

[0043] After a couple of hours of gambling, Alice has 
exhausted the money in her Wallet and is getting hungry. So 
she ?nishes gambling and uses up her last feW minutes of 
phone time talking on the phone With her friend Claire from 
Seattle. To return the phone that she borroWed from the 
casino, she places it in a deposit box next to the door of the 
casino. At the end of the day, a casino employee Will collect 
all the phones in the deposit box, enter into the computer 
system that they have been returned on time, and recharge 
the phones’ batteries so that the phones can be lent out to 
other players the next day. 

[0044] Various embodiments provide bene?ts to players, 
casinos and I or service providers. For example, a player 
may receive a bene?t of a service based on his gambling. 
Thus the player can be made happier. Further, friends of a 
player may receive a bene?t of communicating With the 
player. A casino or other provider of gaming services may 
receive increased revenue from players, Who may be happier 
and gamble more. A service provider (e.g., a phone com 
pany) likeWise can receive increased revenues 

System 

[0045] Referring noW to FIG. 1A, an apparatus 100 
according to embodiments of the present invention includes 
a controller 110 that is in communication With one or more 
game machines 130, and With one or more player devices 
140. The controller 110 may communicate With the game 
machines 130 and the player devices 140 directly or via a 
communication netWork of any knoWn type or types. Pos 
sible communication netWorks include: a local area netWork 
(LAN), a Wide area netWork (WAN), the Internet, a tele 
phone line, a cable line, a radio channel, an optical com 
munications line, a satellite communications link. In FIG. 
1A, such communication is illustrated as taking place 
through communication netWorks 120a and 12019. 

[0046] Possible communications protocols include: Ether 
net, Bluetooth, TCP/IP, 802.11. According to one embodi 
ment, communication may be encrypted to ensure privacy 
and prevent fraud. 

[0047] The communication referred to herein can alloW 
any or all of several types of communication to take place. 
For example, the controller may transmit information to a 
game machine (e.g., to control its operation), and a game 
machine may transmit information to the controller (e.g., 
information about a player’s gaming activities) 

[0048] The controller may transmit information to a player 
device, and a player device may transmit information to the 
controller A player device may provide communications 
service to a player. 

[0049] Note that both Wireline and Wireless communica 
tion netWorks are possible. According to one embodiment, a 
Wireless communication netWork that is used to communi 
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cate With a player device may have a limited range (e.g., 
10-20 feet). Advantages of this include the folloWing: 

[0050] Transmission frequencies may be reused in differ 
ent areas of a casino. For example, a ?rst player device may 
communicate on a frequency band in a ?rst room of casino, 
and a second player device may communicate on the same 
frequency band in a second room of the casino. Since the 
tWo player devices may be separated by a relatively large 
distance (e. g., 100 ft), they may not interfere With each other. 

[0051] LoW-poWer transmissions are not regulated by the 
FCC. 

[0052] LoW-poWer transmissions do not consume as much 
poWer, meaning that player devices may include smaller 
poWer supplies or operate for longer periods of time before 
needing to be recharged. 

[0053] In one embodiment of the system, shorter commu 
nication ranges for player devices may make it more di?icult 
for cheaters to steal services based on another player’s 
gaming activities. For example, a cheater Who has a player 
device may sneak up behind a player Who is operating a 
game machine and attempt receive free services based on the 
player’s gaming activities. Reducing the communications 
range of the player device may force the cheater to stand 
closer to the player and thereby make him easier to detect. 

[0054] The controller 110 may communicate With a game 
machine to monitor gaming activities at that game machine. 
Similarly, each player device may be operated by a player, 
and may communicate With the controller to enable the 
player device to provide a service to the player. 

[0055] Each of the game machines 130 and the player 
devices 140 may comprise computers, such as those based 
on the Intel® Pentium® processor, that are adapted to 
communicate With the controller 110. Any number of game 
machines 130 and the player devices 140 may be in com 
munication With the controller 110, though three each are 
illustrated in FIG. 1A. 

[0056] Examples of game machines include a slot machine 
(e.g., located in a casino or riverboat), a video poker 
terminal, a video lottery terminal, a pachinko machine, a 
table-top game (e.g., located in a bar or other commercial 
establishment), a personal computer (e.g., to communicate 
With Website that provides gambling services), a telephone 
(e.g., to communicate With an automated sports book that 
provides gambling services), a portable handheld gaming 
device (e.g., a personal digital assistant or Nintendo Game 
Boy), a skill crane, a skee-ball machine, a video game and 
a set-top box (e.g., HotelNet). 

[0057] In embodiments of the invention addressing table 
games such as blackjack, craps, roulette, poker, baccarat, 
keno, bingo, and the like, the game machine may be hard 
Ware (e.g., a table-top box) located at the game table suitable 
for tracking events at the game table. 

[0058] According to one embodiment, a game machine 
may enable a player to play a game of chance (e.g., bingo). 
Alternatively, a game machine may enable a player to play 
a game of skill (e.g., chess). 

[0059] Game machines are Well knoWn to those skilled in 
the art, and need not be described in further detail herein. 
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[0060] Communication between the game machines 130, 
the player devices 140 and the controller 110 may be direct 
or indirect, such as over the Internet through a Web site 
maintained by controller 110 on a remote server or over an 

on-line data netWork including commercial on-line service 
providers, bulletin board systems and the like. In yet other 
embodiments, the devices may communicate With controller 
110 over RF, cable TV, satellite links and the like. 

[0061] Those skilled in the art Will understand that devices 
in communication With each other need not be continually 
transmitting to each other. On the contrary, such devices 
need only transmit to each other as necessary, and may 
actually refrain from exchanging data most of the time. For 
example, a device in communication With another device via 
the Internet may not transmit data to the other device for 
Weeks at a time. 

[0062] The controller 110 may function as a “Web server” 
that generates Web pages (documents on the Web that 
typically include an HTML ?le and associated graphics and 
script ?les) that may be accessed via the Web and alloWs 
communication With the controller 110 in a manner knoWn 
in the art. 

[0063] Any or all of the game machines 130 and the player 
devices 140 may be, e.g., conventional personal computers, 
portable types of computers, such as a laptop computer, a 
palm-top computer, a hand-held computer, or a Personal 
Digital Assistant (PDA). 

[0064] FIG. 1B depicts another embodiment of a system 
according to the present invention. FIG. 1B likeWise indi 
cates components described above With respect to FIG. 1A. 
This embodiment includes one or more communication 

servers 160. According to one embodiment, the controller 
155 may communicate With the communication server 160 
to provide communications services to a player Who is using 
a player device 190. 

[0065] According to various embodiments, a communica 
tion server may comprise, for example, a PBX (private 
branch exchange) for a telephone netWork (e.g., to provide 
telephone service, including long distance telephone ser 
vice); a Web proxy server (e.g., to provide Internet access as 
service); a video-on-demand server (e.g., to provide video 
services, including movies, sporting events, and television 
shoWs); and/or a digital media server (e.g., to provide music, 
movies, or communicate other forms of digital media). 

[0066] As used herein, the terms “service provider” and 
“media server” also indicate a “communication server”. 

[0067] According to one embodiment, a player device 
may connect to a communication server that is separate from 
the controller This communication server may then provide 
a service to the player device. 

[0068] According to one embodiment, a communication 
server may provide service to a player device based on an 
indication by the controller. For example, the controller may 
indicate to a player device that it should connect to a 
communication server. In response to this indication, the 
player device may connect to the communication server and 
provide a service to a player. According to one embodiment, 
the controller may provide a passWord, authentication code, 
or other indication that alloWs a player device to connect to 
a communication server. 
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[0069] As another example, the controller may indicate to 
a communication server that it should provide a service to a 
player device. For example, a communication server may be 
a PBX sWitch. The controller may transmit an indication to 
the PBX sWitch that it should alloW a player device (e.g., a 
cellular telephone) to make phone calls. 

[0070] As another example, the controller may indicate to 
a communication server What amount of a service it should 
provide to a player device. For example, a communication 
server may be a calling card server. To provide a service to 
a player, the controller may add minutes to a calling card 
account. To make a phone call, a player may telephone the 
calling card server and enter a calling card number corre 
sponding to the calling card account. The communication 
server may continue to provide telephone service to the 
player as long as there are minutes left on the calling card 
account. 

Devices 

[0071] FIG. 2 shoWs one embodiment 200 of a player 
device. This embodiment includes a processor 205, a 
memory 210, at least one input device 220, at least one 
output device 230, a communication port 240, a poWer 
supply 250 and a tracking device 260. 

[0072] The player device may be embodied as, e.g., cord 
less telephone, a cell phone, a PDA (personal digital assis 
tant), a notebook computer, a handheld device, a tWo-Way 
radio (e.g., a Walkie-talkie), a one-Way radio (e.g., AM-FM 
radio), a disposable cell phone (e.g., from Telespree, Diece 
land Technologies, or NeW Horizons Technologies Intema 
tional), a corded telephone handset, a portable television set, 
a portable combination TV/V CR or combination TV/DVD 
player, a CD player, an electric foot massager, an MP3 
player, a camera (e.g., a digital camera), a handheld lottery 
terminal or a video game player (e.g., a Nintendo Game 
Boy). 

[0073] Some embodiments of a player device may not 
include all of the components illustrated in FIG. 2. For 
example, a cordless telephone that has no memory may 
operate as a player device. In a second example, an FM radio 
that has no input device may operate as a player device. 
Also, some embodiments of a player device may include 
additional components. 

[0074] The processor 205 (also referred to as “CPU” or 
“central processing unit”) may include a microprocessor 
suitable for executing instructions and performing pro 
cesses. For example, a game machine may include an Intel 
Pentium III microprocessor. According to one embodiment, 
a controller may include a plurality of processors. 

[0075] The memory 210 may include volatile or non 
volatile memory, or a combination thereof. This memory 
may be electronic, capacitive, inductive, and/or magnetic. 
Examples of memory include RAM (random access 
memory), ROM (read-only memory), a magnetic disk drive 
and an optical drive. Examples of information that may be 
stored in memory include a program (e.g., to control opera 
tion of the player device) and entertainment content (e.g., to 
provide to a player as a service). For example, a player 
device may be a combination TV/DVD player that includes 
a DVD movie. Based on a player’s game activities, the DVD 
movie may be provided to the player as a service. 
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[0076] The input device 220 is used to receive an input 
from a player. Examples of input devices include, e.g., any 
appropriate combination of a computer keyboard, a com 
puter mouse, a touch screen, a microphone, a video camera, 
a magnetic stripe reader (e. g., to read a player tracking card), 
a biometric input device (e.g., a ?ngerprint or retinal scan 
ner), an radio antenna, a voice recognition module, a coin or 
bill acceptor. 

[0077] For player devices, common input devices include 
a numeric keypad on a telephone, a microphone on a 
telephone, and channel up/doWn buttons on a portable 
television set. 

[0078] The output device 230 is used to output informa 
tion from a game machine to a player. Examples of output 
devices include: a video monitor, a light-emitting diode 
(LED), an audio speaker, an electric motor, a printer, a radio 
antenna, an infra-red port (e.g., for communicating With a 
second slot machine), a Braille computer monitor, a ?oppy 
disk drive. A player device may include Wireline or Wireless 
communications capabilities. 

[0079] For player devices, common output devices include 
an audio speaker on a telephone handset, headphones for a 
hands-free telephone, an LCD display on a PDA (personal 
digital assistant). 
[0080] The communication port 240 facilitates at least one 
connection to one or more communication netWorks in any 

knoWn manner. For example, a player device may commu 
nicate With a controller to determine When to provide a 
bene?t to player or communicate With a communication 
server to provide communication services to a player. 

[0081] The poWer supply 250 includes a source of energy 
to operate electronics and other aspects of a player device. 
Examples of energy sources include alkaline batteries, 
lithium batteries, nickel-metal hydride batteries, lead-acid 
batteries, fuel cells (e.g., those made by PolyEuel), solar 
cells, solar panels, a poWer line (e.g., a 120V alternating 
current connection, a 12V direct current connection), and an 
internal combustion engine. 

[0082] The tracking device 260 is used to determine the 
location of the player device. A tracking device may be 
particularly useful in preventing players from accidentally or 
intentionally taking the player devices outside of a casino or 
some other designated area (e.g., the Las Vegas strip). 

[0083] Examples of tracking devices include a GPS (glo 
bal positioning system) card and antenna, and a radio 
frequency identi?cation (REID) tag. For example, a casino 
may include exit gates similar to those in department stores. 
If a player attempts to exit the casino While carrying a player 
device that has a REID tag, then an alarm may sound or a 
casino employee may be alerted. REID tags are an inexpen 
sive and effective manner of insuring that player devices are 
kept Within a certain perimeter. 

[0084] Referring to FIG. 3, the controller 300 comprises 
a processor 305, such as one or more Intel® Pentium® 

processors. The processor 305 is coupled to a communica 
tion port 310 through Which the processor 305 communi 
cates With other devices. 

[0085] The processor is also in communication With one or 
more input devices 315 and one or more output devices 320. 
Examples of input devices include, e.g., any appropriate 
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combination of a computer keyboard, a computer mouse, a 
touch screen, a microphone, a video camera, a magnetic 
stripe reader (e.g., to read a player tracking card), a biomet 
ric input device (e.g., a ?ngerprint or retinal scanner), an 
radio antenna, a voice recognition module, a coin or bill 
acceptor. Examples of output devices include: a video moni 
tor, a light-emitting diode (LED), an audio speaker, an 
electric motor, a printer, a radio antenna, an infra-red port 
(e.g., for communicating With a second slot machine), a 
Braille computer monitor, a ?oppy disk drive. A player 
device may include Wireline or Wireless communications 
capabilities. 

[0086] The processor 305 is also in communication With a 
data storage device 325. The data storage device 325 com 
prises an appropriate combination of magnetic, optical and/ 
or semiconductor memory, and may include, for example, 
Random Access Memory (RAM), Read-Only Memory 
(ROM), a compact disc and/or a hard disk. The processor 
305 and the storage device 325 may each be, for example: 
(i) located entirely Within a single computer or other com 
puting device; or (ii) connected to each other by a remote 
communication medium, such as a serial port cable, tele 
phone line or radio frequency transceiver. In one embodi 
ment, the controller may comprise one or more computers 
that are connected to a remote server computer for main 
taining databases. 

[0087] The data storage device stores a program 330 for 
controlling the processor 305. The processor 305 performs 
instructions of the program, and thereby operates in accor 
dance With the present invention, and particularly in accor 
dance With the methods described in detail herein. The 
program may be stored in a compressed, uncompiled and/or 
encrypted format. The program furthermore includes pro 
gram elements that may be necessary, such as an operating 
system, a database management system and “device drivers” 
for alloWing the processor 305 to interface With computer 
peripheral devices. Appropriate program elements are 
knoWn to those skilled in the art, and need not be described 
in detail herein. 

[0088] According to an embodiment of the present inven 
tion, the instructions of the program may be read into a main 
memory from another computer-readable medium, such 
from a ROM to RAM. Execution of sequences of the 
instructions in program causes processor 305 to perform the 
process steps described herein. In alternative embodiments, 
hard-Wired circuitry may be used in place of, or in combi 
nation With, softWare instructions for implementation of the 
processes of the present invention. Thus, embodiments of 
the present invention are not limited to any speci?c combi 
nation of hardWare and softWare. 

[0089] The storage device 325 also stores (i) a player 
device database 340, (ii) a player database 350, (iii) a 
condition database 360, and (iv) a service tracking database 
370. The databases 340, 350, 360 and 370 are described in 
detail beloW and depicted With exemplary entries in the 
accompanying ?gures. As Will be understood by those 
skilled in the art, the schematic illustrations and accompa 
nying descriptions of the databases presented herein are 
exemplary arrangements for stored representations of infor 
mation. A number of other arrangements may be employed 
besides those suggested by the tables shoWn. Similarly, the 
illustrated entries of the databases represent exemplary 
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information only; those skilled in the art Will understand that 
the number and content of the entries can be different from 
those illustrated herein. 

Databases 

Player Device Database 

[0090] FIG. 4 is a tabular representation 400 of the player 
database. The tabular representation 400 of the database 
includes a number of example records 445-475 (or entries) 
each de?ning a player device Which may have been provided 
to a player. Those skilled in the art Will understand that the 
database may include any number of entries. The tabular 
representation of the database also de?nes ?elds for each of 
the entries or records. The ?elds specify: (i) a player device 
identi?er 410; (ii) a type of device 420; (iii) an indication 
430 of Which party (e.g., What player) currently possesses 
the device; and (iv) payment identi?er for security purposes. 

Player Database 

[0091] FIG. 5 is a tabular representation 500 of the player 
database. The tabular representation 500 of the database 
includes a number of example records 565-585 (or entries) 
each de?ning a player. Those skilled in the art Will under 
stand that the database may include any number of entries. 
The tabular representation of the database also de?nes ?elds 
for each of the entries or records. The ?elds specify: (i) a 
player identi?er 510; (ii) a player name 520; (iii) comp 
points 530 that have been earned by the player; (iv) average 
rate of play 540 (e.g., on average); (v) a current credit 
balance 550 the player currently has stored at a game 
machine; and (vi) the duration 560 of current gaming session 
(e.g., Whether a continuous or semi-continuous period of 
gaming activity). 
Condition Database 

[0092] FIG. 6 is a tabular representation 600 of the player 
database. The tabular representation 600 of the database 
includes a number of example records 655-675 (or entries) 
each de?ning a condition for providing service. Those 
skilled in the art Will understand that the database may 
include any number of entries. The tabular representation of 
the database also de?nes ?elds for each of the entries or 
records. The ?elds specify: (i) a player identi?er 610; (ii) a 
condition 620 for providing a service (e.g., When the con 
dition is true); (iii) Whether the condition is true 630; (iv) a 
service 640 to be provided to the player (e. g., if the condition 
is true; and (v) a player device 650 that may provide the 
service to the player. 

Service Tracking Database 

[0093] FIG. 7 is a tabular representation 700 of the player 
database. The tabular representation 700 of the database 
includes a number of example records 745-775 (or entries) 
each de?ning a player device. Those skilled in the art Will 
understand that the database may include any number of 
entries. The tabular representation of the database also 
de?nes ?elds for each of the entries or records. The ?elds 
specify: (i) a player device identi?er 710; (ii) an indication 
720 of Which party (e.g., What player) currently possesses 
the device; (iii) the minutes 730 of service earned (if any); 
(iv) the minutes 740 of service already used or consumed. 

[0094] In FIG. 7, the entry 745 indicates that PLAYER 
l-02834555 has spent 78 minutes talking on DEVICE-l 
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24579282 (e.g., a cordless phone). In general the number of 
minutes of service used Will be less than the number of 
minutes of service earned (i.e., a player can’t use What he 
hasn’t earned), but it is also possible for the number of 
minutes of service used to be greater than the number of 
minutes of service earned (e.g., a player may be extended 
credit to use a service). 

[0095] Referring to FIG. 8, a How chart 800 represents an 
embodiment of the present invention. The particular 
arrangement of elements in the How chart of FIG. 8, as Well 
as the other How charts discussed herein, is not meant to 
imply a ?xed order to the steps; embodiments of the present 
invention can be practiced in any order that is practicable. 

[0096] A player device corresponding to a player is iden 
ti?ed (step 810), and gaming activities by the player are 
monitored (step 820). A service to be provided is determined 
(step 830). As described herein, the service and/or determi 
nation thereof is based on gaming activities of the player. 
The service is provided (step 840) to the player using the 
player device. 

[0097] Referring to FIG. 9, a How chart 900 represents an 
embodiment of the present invention similar to that illus 
trated in FIG. 8. 

[0098] A player identi?er is received (step 910), and a 
player device is provided to the player (step 920). A service 
to be provided is determined (step 930). As described herein, 
the service and/or determination thereof is based on gaming 
activities of the player. The service is provided (step 840) to 
the player using the player device. 

[0099] With respect to both FIGS. 8 and 9, the player 
device of the player may obtained from a variety of different 
parties, including a casino, a merchant and an automated 
dispenser. For example, a player may borroW a player device 
from the front desk at a casino. In a second example, a player 
device may be placed in a player’s hotel room at a casino for 
the player to pick up When he checks into the hotel. 
Alternatively, a player may purchase or rent a player device 
from a merchant that maintains a shop in casino. Altema 
tively, a vending machine located in the lobby of a casino 
may be con?gured to dispense player devices to players. An 
automated dispenser may include various input devices to 
enable it to receive inputs from a player (e.g., a player 
identi?er, a payment identi?er, consideration). 

[0100] According to one embodiment, a player may pro 
vide a player identi?er When obtaining a player device. 
Examples of player identi?ers include a player’s name (e. g., 
?rst name, last name), a player’s home address, a player’s 
home telephone number, a player tracking card number, a 
player’s hotel room number (e.g., if a player is staying at a 
hotel that is associated With a casino), a player’s email 
address, a payment identi?er belonging to the player. 

[0101] Obtaining a player identi?er from a player may 
help in monitoring gaming activities by the player, and deter 
players from stealing player devices. 

[0102] According to one embodiment, a player may pro 
vide a payment identi?er When obtaining a player device. 
Examples of payment identi?ers include a credit card num 
ber, a debit card number, a ?nancial account number (e.g., a 
bank account number), a home billing address, a player’s 
hotel room number (e.g., if a player is staying at a hotel that 
is associated With a casino). 
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[0103] Obtaining a payment identi?er from a player may 
be useful in obtaining a payment from a player (e. g., a rental 
or lease payment for using a player device). 

[0104] According to one embodiment, a player may pro 
vide a security deposit other consideration to obtain a player 
device. According to one embodiment, a security deposit 
may be any form of consideration (e.g., money, alternate 
currencies, products, services). According to one embodi 
ment, a security deposit may be returned to a player if the 
player returns the player device. 

[0105] According to one embodiment, the cost of renting 
a player device may be determined based on a player’s 
gaming activities, gaming activities of other players, or one 
or more offers accepted by the player (e.g., an offer to 
receive a discounted rental price if the player performs an 
value-added activity). 

[0106] According to one embodiment, the controller may 
store an indication that a particular player device corre 
sponds to a particular player. For example, the controller 
may store a player device database such as the one shoWn in 
FIG. 4. Note that the player device database shoWn in FIG. 
4 also stores an indication of a payment identi?er that may 
be provided by a player to help insure that the player device 
is returned. 

[0107] According to one embodiment, a player may 
receive a bene?t of a service based on his performance of at 
least one gaming activity. Examples of gaming activities 
include operating a game machine (e.g., video poker 
machine, a slot machine), playing a table game (e.g., black 
jack, craps), betting on a sporting event (e.g., a horse race, 
a boxing match), playing a game of chance (e.g., keno, a 
state lottery), playing a game of skill (e.g., a video game, a 
trivia quiz, a skill crane). 

[0108] In order to determine What bene?t (if any) to 
provide to a player, the controller may monitor gaming 
activities by the player. Information relating to gaming 
activities by a player may be referred to as “game data”. For 
example the controller may monitor gaming activities by a 
player to determine the player’s rate of play. If the player is 
playing a game machine at a rate of at least 20 coins per 
minute, then the player may receive a bene?t (e.g., a service 
provided by a player device). 

[0109] According to one embodiment monitoring gaming 
activities may include receiving an indication of gaming 
activities from a device. Examples of devices that may 
provide indications of gaming activities include an elec 
tronic device operated by a casino employee, a game 
machine, a sensor (e.g., a video camera and/or image 
recognition softWare), a player device operated by a player 
(e.g., cellular telephone). 

[0110] According to one embodiment, monitoring gaming 
activities may include identifying a player. For example, a 
game machine may transmit an indication of a player to the 
controller. A player may insert his player tracking card into 
a game machine. The game machine may obtain information 
identifying the player from the player tracking card (e.g., a 
player identi?cation number) and transmit an indication of 
this information to the controller. 

[0111] The controller may identify a player based on one 
or more records stored in a database. For example, the 
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controller may identify a player using information stored in 
the player database shoWn in FIG. 5. 

[0112] A casino employee may use an electronic device 
(e.g., a PDA or tablet computer With a Wireless netWork 
connection) to identify a player Who is playing a table game 
(e.g., blackjack, craps). For example, a cashier at an off-track 
betting parlor may type a player’s identi?cation number into 
a point-of-sale terminal. In a second example, a pit boss at 
a casino may observe a player Who is gaming at a craps 
table. If the player appears to be making large bets and 
playing continuously, the pit boss may use a Wireless tablet 
computer indicate to the controller that a service should be 
provided to the player. 

[0113] A sensor (e.g., a video camera, a biometric sensor) 
may identify a player and transmit an indication of the player 
to the controller. 

[0114] A player may identify himself (e.g., using a player 
device). For example, a player may use his cellular tele 
phone to call an “800” number and indicate his player 
identi?cation number using the numeric keypad on his 
cellular telephone. In a second example, a player may use a 
GPS device or other location sensor to determine his precise 
location (e.g., position #3 at poker table #110) and transmit 
an indication of his location to the controller. 

[0115] According to one embodiment, monitoring gaming 
activities may include identifying a game machine that a 
player is operating. Examples include receiving an indica 
tion from a game machine. For example, a player may insert 
his player tracking card into a game machine. The game 
machine may then transmit an indication to the controller 
that the player is operating the game machine. 

[0116] In addition an indication may be received from a 
player. For example, a player may use a player device to 
indicate an identi?cation number corresponding to a game 
machine that he is operating. This identi?cation number may 
be printed on the side of the game machine or otherWise 
displayed by the game machine. 

[0117] Further, a record in a database may be identi?ed. 
For example, the controller may store a database that 
includes information about a player’s gaming activities. To 
monitor gaming activities by the player, the controller may 
identify a record in this database corresponding to the player, 
a game machine, or a session. A bene?t may then be 
provided to a player based on information in the database. 

[0118] Further, an indication from a casino employee may 
be received. For example, casino employee may use an 
electronic device (e.g., a Wireless PDA) to indicate the 
identi?cation number of a game machine that is being 
operated by a player. 

[0119] It is also possible that a player may not operate a 
game machine. For example, a player may play a table game 
such as poker, craps, or blackjack, or to place bets With a 
sports book or racetrack cashier. 

[0120] According to one embodiment, monitoring gaming 
activities may include receiving an indication of gaming 
activities. For example, a game machine, player device, 
sensor, or other electronic device may transmit an indication 
of a player’s gaming activities to the controller. 

[0121] According to one embodiment, the controller may 
track a player’s gaming activities. Examples of information 
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about gaming activities that may be tracked by the controller 
include an amount of play, a rate of play, a credit balance, 
comp points earned, events at a game machine that is 
operated by a player, statistics relating to usage of a game 
machine by a player. 

[0122] According to one embodiment, the controller may 
track factors relating to an amount of play by a player. 
Examples include a duration of play (e.g., hoW many min 
utes a player has operated a game machine), hoW many 
games a player has played, hoW many comp points a player 
has earned, hoW long a player uses a feature on the game 
machine (e.g., hoW long a player operates a game machine 
in 3D Graphics Mode), hoW long a condition has been true 
(e.g., HoW long has the player maintained a rate of play of 
more than 20 games per minute? For hoW many games has 
the player’s credit balance been above 60 coins?). 

[0123] Note that an amount of play may be measured in a 
variety of different units, including time (e.g., seconds, 
minutes, hours), occurrences (e.g., number of spins, number 
of games), currency (e.g., number of coins, dollar value, 
comp points). 

[0124] According to one embodiment, the controller may 
track factors relating to player’s rate of play. Examples 
include amount of currency per minute (e.g., coins per 
minute, dollars per minute), average amount of currency per 
minute (e.g., on a game machine that he is currently oper 
ating, on all game machines that he has played since 
acquiring a player device), average amount of currency per 
spin, average number of games per minute, Whether a player 
currently operates a game machine (i.e., is his rate of play 
greater than Zero?). 

[0125] According to one embodiment, a rate of play may 
be measured as an amount of play per unit. For example, the 
controller may track an average amount of currency bet per 
spin (e.g., 2.3 coins/spin) or an average amount of currency 
bet per minute (e.g., 18.7 coins/minute). Examples of units 
for a rate of play include per session, per game (e.g., a spin 
on a slot machine, a hand of video poker), per minute (or 
other unit of timeiseconds, hours, days, etc.), per event 
(e.g., per spin, per usage of a feature, per card selection in 
video poker, per coin bet). 

[0126] According to one embodiment, the controller may 
track factors relating to a player’s credit balance. Examples 
include current credit balance on a game machine, average 
credit balance (e.g., on a game machine that he is currently 
operating, on all game machines that he has played since 
acquiring a player device). 

[0127] According to one embodiment, the controller may 
track a number of comp points earned by a player. Comp 
points may be provided to a player for a variety of different 
reasons, as are knoWn to those skilled in the art. 

[0128] According to one embodiment, the controller may 
track events at a game machine that is operated by a player. 
Examples of events at a game machine include outcomes 
that are generated by the game machine, intra-game events 
(e. g., a player is dealt a card in video poker, a player discards 
a card in video poker, a player gains access to a bonus round 
on a slot machine), payouts that are provided by the game 
machine (e.g., 10 coin payout, a $100 jackpot), money is 
inserted into the game machine by a player (e. g., using a bill 
acceptor or a coin slot), money is removed from the game 
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machine by a player (e.g., a player presses the ‘cash out’ 
button), a bonus is provided to a player (e.g., a player may 
earn a 10 coin bonus for inserting a $20 bill into a game 
machine), a player identi?es himself (e.g., a player may 
insert a player tracking card into the game machine), a 
feature is activated or deactivated, a player operates an input 
device on the game machine (e. g., a player presses the ‘spin’ 
button on a slot machine, a player uses a touch screen to 
select a card on a video poker machine), information may be 
output to a player using an output device (e.g., an message 
may be displayed to a player on a video screen alerting him 
that he only has 10 coins left), indications from sensors (e. g., 
a game machine may have a Weight sensor that determines 
When a player is standing in front of the game machine). 

[0129] In addition to events themselves, the controller 
may track information about events, including What event 
occurred, When the event occurred (e.g., What date, What 
time of day, ordering of events), hoW often an event occurred 
(e.g., 14 times, an average of 32.6 times per hour), hoW 
much money Was added/removed/involved in the event 
(e.g., HoW much money did a player insert into a game 
machine? HoW large Was a payout provided to a player?), 
results of the event (e. g., What Was a player’s credit balance 
after he Won a jackpot? What is the state of a program on a 
game machine after the game machine’s softWare is 
upgraded?), What caused an event to occur (e.g., Why did a 
player Win ajackpot of 100 coins?), other information 
describing the event (e.g., What authentication code Was 
provided, What activation code Was provided). 

[0130] Alternatively, or in addition, the controller may 
track statistics relating to usage of the game machine by a 
player. Examples of statistics include totals, averages, per 
centages and ratios, revenues (“Win”), theoretical Win, total 
prizes Won, play patterns (events, times, order, speed of play, 
strategies used by players). 

[0131] Examples of totals include a total amount of time 
(e.g., hoW many hours a game machine is operated, hoW 
many minutes a feature is used), a total number of occur 
rences of an event (e.g., a total number of offers accepted by 
players, a total number of times that a feature is activated), 
a total value of a plurality of events (e.g., a total amount of 
money cashed out of a game machine, a total amount of 
payouts provided). 

[0132] Examples of averages include average credit bal 
ance, average coin-in per spin, an average number of occur 
rences of an event (e.g., an average number of spins per 
minute), an average value of a plurality of events (e.g., an 
average credit balance, an average price of hotel rooms sold 
to players through a game machine). 

[0133] Averages may be calculated on a ‘per unit’ basis. 
For example, the controller may calculate an average coin-in 
per spin (e.g., 2.3 coins per spin) or an average coin-in per 
session (e.g., 165.2 coins per session). Examples ofunits for 
averages include per session, per play (e.g., a spin on a slot 
machine, a hand of video poker), per minute (or other unit 
of timeiseconds, hours, days, etc.), per event (e.g., per 
usage of a feature, per card selection in video poker). 

[0134] Examples percentages and ratios include a percent 
age of time (e.g., What percentage of time a game machine 
spends Waiting for a input from a player), a percentage of 
events (e.g., What percentage of offers presented to a player 


















