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(57) ABSTRACT 
A gaming terminal comprises an input device for receiving 
a player card during a Wagering game. The input device has 
a reading component(s) for reading at least tWo different 
media on the game card. The gaming terminal includes a 
display for displaying a randomly selected game outcome 
and information related to different functions associated 
With the tWo different media on the game card. A method of 
operating a Wagering game comprises storing data in at least 
one database and receiving, at a gaming terminal, a player 
card from a player. The player card includes ?rst and second 
distinct media. The ?rst and second media provide informa 
tion to the gaming terminal. The method includes perform 
ing a ?rst function in response to comparing the information 
on the ?rst media With the data, and performing a second 
function in response to comparing the information on the 
second media With the data. 
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GAMING SYSTEM USING SINGLE 
PLAYER-IDENTIFICATION CARD FOR 
PERFORMING MULTIPLE FUNCTIONS 

FIELD OF THE INVENTION 

[0001] The present invention relates generally to gaming 
machines and, more particularly, to a gaming terminal and a 
gaming network having an enhanced progressive game 
Which is accessible by only a certain individual, or a limited 
number of players. 

BACKGROUND OF THE INVENTION 

[0002] Gaming machines, such as slot machines, video 
poker machines, and the like, have been a cornerstone of the 
gaming industry for several years. Generally, the popularity 
of such machines With players is dependent on the likelihood 
(or perceived likelihood) of Winning money at the machine 
and the intrinsic entertainment value of the machine relative 
to other available gaming options. Where the available 
gaming options include a number of competing machines 
and the expectation of Winning each machine is roughly the 
same (or believed to be the same), players are most likely to 
be attracted to the most entertaining and exciting of the 
machines. 

[0003] Consequently, shreWd operators strive to employ 
the most entertaining and exciting machines available 
because such machines attract frequent play and, hence, 
increase pro?tability to the operator. In the competitive 
gaming machine industry, there is a continuing need for 
gaming machine manufacturers to produce neW types of 
games, or enhancements to existing games, Which Will 
attract frequent play by increasing the entertainment value 
and excitement associated With the game. 

[0004] One concept that has been successfully employed 
to enhance the entertainment value of a game is that of a 
“secondary” or “bonus” game Which may be played in 
conjunction With a “basic” game. The bonus game, Which is 
entered upon the occurrence of a selected event or outcome 

of the basic game, may comprise any type of game, either 
similar to or completely different from the basic game. Such 
a bonus game produces a signi?cantly higher level of player 
excitement than the basic game because it provides a greater 
expectation of Winning than the basic game. 

[0005] Another concept that has been employed to 
enhance player entertainment is the use of progressive 
games. In the gaming industry, a “progressive” game 
involves collecting coin-in data from participating gaming 
device(s) (e.g., slot machines), contributing a percentage of 
that coin-in data to a progressive jackpot amount, and 
aWarding that jackpot amount to a player upon the occur 
rence of a certain jackpot-Won event. A jackpot-Won event 
typically occurs When a “progressive Winning position” is 
achieved at a participating gaming device. If the gaming 
device is a slot machine, a progressive Winning position 
may, for example, correspond to alignment of progressive 
jackpot reel symbols along a certain payline. The initial 
progressive jackpot is a predetermined minimum amount. 
That jackpot amount, hoWever, progressively increases as 
players continue to play the gaming machine Without Win 
ning the jackpot. Further, When several gaming machines are 
linked together such that several players at several gaming 
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machines compete for the same jackpot, the jackpot pro 
gressively increases at a much faster rate, Which leads to 
further player excitement. 

[0006] In the existing progressive games, the progressive 
jackpot is available to anyone Who is playing at a gaming 
terminal that is participating in the progressive game. In 
other Words, all players of a progressive game feel as though 
they are being treated equally, and no special status is 
aWarded to any one player. If a player recogniZes that he or 
she is being uniquely reWarded in a Way that is not available 
to the general public, hoWever, then he or she is much more 
likely to play a game longer. 

[0007] While some progressive game features provide 
some enhanced excitement, there is a continuing need to 
develop neW features for progressive games to satisfy the 
demands of players and operators. Preferably, such neW 
features for progressive games Will further enhance the level 
of player excitement. The present invention is directed to 
satisfying these needs in that it provides access to a pro 
gressive game to only a certain person or groups of persons. 

SUMMARY OF THE INVENTION 

[0008] The present invention relates to a gaming system 
requiring a player to identify himself or herself for perform 
ing multiple functions. The present invention includes a 
gaming terminal capable of playing a Wagering game. The 
gaming terminal includes an input device for receiving a 
single player card from a player during the Wagering game. 
The input device has multiple reading components for 
reading at least tWo different media on the single game card. 
The gaming terminal includes a display for displaying a 
randomly selected outcome of the Wagering game in 
response to receiving a Wager amount from the player. The 
display may also display information related to the different 
functions associated With the tWo different media on the 
single game card. 

[0009] The present invention also includes a method of 
operating a Wagering game, comprising storing data in at 
least one database, Wherein the data is used for operating the 
Wagering game, and receiving, at a gaming terminal, a 
player card from a player. The player card includes ?rst 
media and second media distinct from the ?rst media. The 
?rst and second media provide information to the gaming 
terminal. The method includes performing a ?rst function in 
response to comparing the information on the ?rst media 
With the data and performing a second function in response 
to comparing the information on the second media With the 
data. 

[0010] The above summary of the present invention is not 
intended to represent each embodiment, or every aspect, of 
the present invention. This is the purpose of the Figures and 
the detailed description Which folloW. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0011] The foregoing and other advantages of the inven 
tion Will become apparent upon reading the folloWing 
detailed description and upon reference to the draWings. 

[0012] FIG. 1 illustrates a gaming terminal that is useful 
for operating a restricted-access progressive game in accor 
dance With the present invention. 
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[0013] FIG. 2 illustrates a control system that is used in 
conjunction With the gaming terminal of FIG. 1. 

[0014] FIGS. 3A and 3B illustrate a card having multiple 
media that can be read by the gaming terminal of FIG. 1 to 
determine Whether a player is eligible for the restricted 
access progressive game. 

[0015] FIG. 4 is an alternative embodiment of the gaming 
terminal that includes different devices for identifying the 
player. 
[0016] FIG. 5 illustrates a How chart for conducting play 
in accordance With the restricted-access progressive game. 

[0017] FIG. 6 illustrates one embodiment for a netWork 
that is useful for conducting restricted-access progressive 
games. 

[0018] FIG. 7 is an alternative embodiment to the netWork 
of FIG. 6 that is useful for conducting restricted-access 
progressive games. 

[0019] FIG. 8 is another alternative embodiment to the 
netWork of FIG. 6 that is useful for conducting restricted 
access progressive games. 

[0020] FIG. 9 is a further alternative embodiment to the 
netWork of FIG. 6 that is useful for conducting restricted 
access progressive games. 

[0021] FIG. 10 is yet another alternative embodiment to 
the netWork of FIG. 6 that is useful for conducting restricted 
access progressive games. 

[0022] While the invention is susceptible to various modi 
?cations and alternative forms, speci?c embodiments have 
been shoWn by Way of example in the draWings and Will be 
described in detail herein. It should be understood, hoWever, 
that the invention is not intended to be limited to the 
particular forms disclosed. Rather, the invention is to cover 
all modi?cations, equivalents, and alternatives falling Within 
the spirit and scope of the invention as de?ned by the 
appended claims. 

DESCRIPTION OF ILLUSTRATIVE 
EMBODIMENTS 

[0023] FIG. 1 shoWs a perspective vieW of a typical 
gaming terminal 10 used by gaming establishments, such as 
casinos. With regard to the present invention, the gaming 
terminal 10 may be any type of gaming terminal and may 
have varying structures and methods of operation. For 
example, the gaming terminal 10 may be a mechanical 
gaming terminal con?gured to play mechanical slots, or it 
may be an electromechanical or electrical gaming terminal 
con?gured to play a video casino game such as blackjack, 
slots, keno, poker, etc. 

[0024] As shoWn, the gaming terminal 10 has a top box 
including a rotating element 12 for playing a bonus game 
that may be played during or after the player has played the 
basic Wagering game associated With the gaming terminal 
10. The gaming terminal 10 includes input devices, such as 
a Wager acceptor 16, a touch screen 21, and a push-button 
panel 22, and a player-identi?cation card reader 24. For 
outputs, the gaming terminal 10 includes a progressive game 
display 25 for displaying the value of a progressive game, a 
main display 26 for displaying information about the Wager 
ing game, and a secondary display 27 that can display 
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game-related information or other entertainment features. 
While these typical components found in the gaming termi 
nal 10 are described beloW, it should be understood that 
numerous other elements may exist and may be used in any 
number of combinations to create various forms of a gaming 
terminal. 

[0025] The Wager acceptor 16 may be provided in many 
forms, individually or in combination. The Wager acceptor 
16 may include a coin slot acceptor or a note acceptor to 
input value to the gaming terminal 10. Or, the Wager 
acceptor 16 may include a card-reading device for reading a 
card that has a recorded monetary value With Which it is 
associated. 

[0026] The push button panel 22 is typically offered, in 
addition to the touch screen 21, to provide players With an 
option on hoW to make their game selections. Alternatively, 
the push button panel 22 provides inputs for one aspect of 
operating the game, While the touch screen 21 alloWs for 
inputs needed for another aspect of operating the game. 

[0027] The operation of the basic Wagering game is dis 
played to the player on the main display 26. The main 
display 26 may take the form of a cathode ray tube (CRT), 
a high resolution LCD, a plasma display, LED, or any other 
type of video display suitable for use in a gaming terminal 
10. As shown, the main display 26 includes a touch screen 
21 overlaying the entire monitor (or a portion thereof) to 
alloW players to make game-related selections. In the alter 
native, instead of a main display 26, the gaming terminal 10 
may have a number of mechanical reels to display the game 
outcome. 

[0028] The player-identi?cation card reader 24 alloWs for 
identi?cation of a certain player. Currently, the identi?cation 
is used by gaming establishments for reWarding certain 
players With complimentary services or special offers. For 
example, a player may be enrolled in the gaming establish 
ment’s player club and may be aWarded certain complimen 
tary services as that player collects points in his or her 
player-tracking account. The player inserts his or her card 
into the player-identi?cation card reader 24, Which alloWs 
the casino’s computers to register that player’s play at the 
gaming terminal 10. The gaming terminal 10 may use the 
secondary display 27 for providing the player With infor 
mation about his or her account or other player-speci?c 
information. 

[0029] As shoWn in FIG. 2, the various components of the 
gaming terminal 10 are controlled by a central processing 
unit (CPU) 30 (such as a microprocessor or microcontrol 
ler). To provide the gaming functions, the CPU 30 executes 
a game program. The CPU 30 is also coupled to or includes 
a system memory 32. The system memory 32 may comprise 
a volatile memory 33 (e.g., a random-access memory 
(RAM)) and a non-volatile memory 34 (e.g., an EEPROM). 
It should be appreciated that the CPU 30 may include one or 
more microprocessors. Similarly, the memory 32 may 
include multiple RAM and multiple program memories. 

[0030] Communications betWeen the peripheral compo 
nents of the gaming terminal 10 and the CPU 30 occur 
through input/output (I/O) circuits 3511. As such, the CPU 30 
also controls and receives inputs from the peripheral com 
ponents of the gaming terminal 10. Further, the CPU 30 
communicates With external systems via the I/O circuits 
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35b. Although the I/O circuits 35 may be shown as a single 
block, it should be appreciated that the I/O circuits 35 may 
include a number of different types of I/O circuits. 

[0031] As Will be discussed in more detail beloW With 
respect to FIGS. 6-10, the gaming terminal 10 is typically 
operated as part of a gaming netWork Which, With regard to 
the present invention, includes a progressive game control 
system 40 that controls the play of the restricted-access 
progressive games and includes control circuitry and 
memory devices. Thus, the gaming terminal 10 often has 
multiple serial ports, each port dedicated to providing data 
to a speci?c host computer system that performs a speci?c 
function (e.g., accounting, player-tracking, or a progressive 
game control system 40, etc). To set up a typical serial 
communication hardWare link to the host system, the typical 
RS-232 point-to-point communication protocol that is often 
present in the gaming terminal 10 is converted to an RS-485 
(or RS-485-type) master-slave protocol. To perform this 
function, a Slot Machine Interface Board (SMIB) 38 is used 
by the gaming terminal 10. One SMIB 38 is typically present 
for each communication port in the gaming terminal 10. 

[0032] The conversion from the RS-232 to the RS-485 
protocol eliminates some Weaknesses of the RS-232 proto 
col. One Weakness is that each gaming terminal 10 must be 
separately Wired to each host computer if only the RS-232 
standard Were used. The RS-485 standard provides a multi 
drop capability that alloWs many gaming terminals 10 to 
communicate With the progressive game control system 40 
or other netWork control system. Thus, When considering a 
gaming system having multiple gaming terminals 10, a 
single communication interface can tap into all of the 
gaming terminals 10 by connection to the RS-485 data line, 
minimiZing Wiring requirements. 

[0033] In addition to storing the communication protocol 
for the gaming terminal 10, the SMIB 38 may also have an 
embedded proprietary host communication protocol. The 
SMIB 38 converts the RS-232 input data from a proprietary 
gaming terminal protocol (e.g., lGT’s Slot Accounting Sys 
tem (SAS) protocol or Bally’s Simple Serial (BESS)) to the 
RS-485 (or proprietary RS-485-type) host communication 
protocol. The SMIB 38 may poll the gaming terminal 10 for 
data, as With the SAS protocol, or the SMIB 38 may only 
listen for data being transmitted from the gaming terminal 
10 as it is produced on an event-driven basis. This data is 
stored on the SMIB 38 and is accessible to the host or polling 
computer via the RS-485 side of the SMIB 38. The RS-485 
side of the SMIB 38 takes that data, When polled by the host, 
Which in this case is the progressive game control system 40, 
and transmits it typically in a proprietary RS-485-type 
communication protocol to the progressive game control 
system 40. It should be noted that the gaming terminal 10 
can initially be designed to be con?gured for a typical 
RS-485 protocol, instead of the typical RS-232 protocol. 

[0034] FIGS. 3A-3B illustrate a player-identi?cation card 
50 that is inserted into the gaming terminal 10 by a player. 
The player-identi?cation card 50 can simply carry identi? 
cation data, or can also carry an associated monetary value 
that may be alterable, like a smartcard. The ?rst side of the 
player-identi?cation card 50 includes information 52 about 
the player (i.e., John Q. Public). The second side includes at 
least one type of media that can be read by the player 
identi?cation card reader 24 (FIGS. 1 and 2) Within the 
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gaming terminal 10. Preferably, the player-identi?cation 
card 50 includes at least two different media 54, 56 that are 
read by two different reading: devices Within the player 
identi?cation card reader 24, or by a single reader With the 
capability of reading multiple media. By providing at least 
two different media on the player-identi?cation card 50, the 
player can utiliZe one card 52 for serving multiple functions 
Within the gaming establishment. For example, the ?rst 
media 54 can be used for identifying the player in a database 
that is used for player tracking Within the gaming establish 
ment so as to reWard loyal patrons, While the second media 
56 can be used for identifying the player for purposes of 
providing access to a speci?c type of game, such as a 
restricted-access progressive game. 

[0035] As shoWn, the ?rst media 54 and the second media 
56 are both bar codes. Alternatively, one or both of the media 
54, 56 can be a magnetic stripe. As a further alternative, the 
player-identi?cation card 50 may include a contactless 
media, such as a radio frequency identi?cation device 
(RFID). Using an RFID, the gaming terminal 10 Would need 
to include a device (e.g., transceiver or receiver) adjacent to 
or Within the player-identi?cation card reader 24 that com 
municates With the RFID transponder located on the player 
identi?cation card 50. Accordingly, the media 54 may be an 
RF transponder that, When located Within a certain distance 
of the gaming terminal 10, provides player-identi?cation 
data to the player-identi?cation card reader 24 that is further 
transferred to the CPU 30 (FIG. 2). RFID components can 
be those available from Paci?c Northwest National Labo 
ratory (under the United States Department of Energy) of 
Richland, Wash. 

[0036] Accordingly, the present invention contemplates a 
gaming terminal 10 that can receive the player-identi?cation 
card 50 having multiple media, including perhaps different 
types of media for the player-identi?cation card 50, so as to 
retrieve identi?cation information about a player. Such a 
player-identi?cation card 50 and the corresponding player 
identi?cation card reader 24 Within the gaming terminal 10 
provide substantial ?exibility When performing various 
tasks that require separate player identi?cation functions at 
the gaming terminal 10. As one example, Which is described 
beloW With respect to FIG. 6, a player inserts one player 
identi?cation card 50 having the ?rst media 54 and the 
second media 56, and the ?rst media 54 provides the 
player’s identity to a casino player-tracking system and the 
second media 56 provides the player’s identity to a progres 
sive game netWork. 

[0037] FIG. 4 illustrates the gaming terminal 10 of FIG. 1 
that has been modi?ed to include other forms of player 
identi?cation for the purposes of accessing the restricted 
access progressive game that is available at the gaming 
terminal 10. While FIGS. 3A and 3B discuss the concept of 
the player-identi?cation card 50, including an RFID tran 
sponder that identi?es the player by use of a transceiver or 
receiver adjacent to or Within the player-identi?cation card 
reader 24, the gaming terminal 10 may include a transceiver 
or receiver 62 located at another portion of the gaming 
terminal 10 that is different from the player-identi?cation 
card reader 24. Here, the gaming terminal 10 includes the 
RFID transceiver or receiver 62 so that an RFID transponder 
held by the player can be used to identify the player at the 
gaming terminal 10 Without the need to insert a card into the 
gaming terminal 10. 
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[0038] Alternatively, the gaming terminal 10 of FIG. 4 
may include a biometric reading device 64 for recognizing 
a distinguishable physical attribute of a player so as to 
identify the player for providing access to the restricted 
access progressive game. As shoWn, the biometric reading 
device 64 is contacted by the hand of the player to read the 
geometry of the hand or the ?ngerprints on one or more of 
the ?ngers. After the biometric reading device 64 scans the 
information, a controller (either locally or at a remote 
location) performs a comparison to determine the identi? 
cation of the player at the gaming terminal 10. Additional 
information regarding ?ngerprint scanning or hand geom 
etry scanning is available from International Biometric 
Group LLC of NeW York, N.Y. 

[0039] Other biometric identi?cation techniques can be 
used as Well for determining Whether the player has access 
to a restricted-access progressive game. For example, a 
microphone can be used in the biometric identi?cation 
device 64 so that a player can be recognized using a voice 
recognition system. In such a system, a player claims an 
identity, Which is recorded, and his or her voice-print is 
matched to a voice-print on ?le to verify the player’s 
identity. Further, the gaming terminal 10 may include a 
biometric identi?cation device 64 that scans the retina or the 
iris for identifying Whether the player has access to the 
restricted-access progressive game. Additional information 
regarding iris or retinal scanning is available from Interna 
tional Biometric Group LLC of NeW York, NY. 

[0040] In another further alternative, the gaming terminal 
10 may use a combination of the player-identi?cation card 
50 (FIG. 3) and some type of biometric identi?cation 
technique for verifying information. In other Words, the 
biometric identi?cation is like a PIN. used With the player 
identi?cation card 50. Thus, the gaming terminal 10 can 
ensure that it is permissible for the player Who has inserted 
the player-identi?cation card 50 into the gaming terminal 10 
to access the restricted-access progressive game associated 
With that player-identi?cation card 50. 

[0041] Additionally, to determine a player’s identity, the 
gaming terminal 10 can receive a player input in the form of 
a player identi?cation name or number, and possibly an 
associated passWord. These inputs can be can be received 
through the touch screen 21 or the push buttons 22 (FIGS. 
1 and 2). After receiving this information, the gaming 
terminal 10 alloWs the player to access the restricted-access 
progressive game that is associated With the player. 

[0042] While FIGS. 3 and 4 illustrate various methods by 
Which a player can be identi?ed to determine Whether that 
player has access to a progressive game, FIG. 5 illustrates a 
How diagram that describes the general methodology 80 
involved With playing the restricted-access progressive 
game. First, at step 82, the gaming terminal 10 receives 
information from the player regarding his or her identi?ca 
tion. Then, at step 84, the gaming terminal 10, or a controller 
Within the progressive gaming netWork, determines Whether 
the player has access to any of the progressive games 
available at the gaming terminal 10. Next, at step 86, one of 
the displays at the gaming terminal 10 displays information 
to the player regarding Which progressive games are acces 
sible to him or her. Then, at step 88, the gaming terminal 10 
receives player selections as to Which progressive game he 
or she desires to enact. After receiving the selections, at step 
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90, the selected progressive game(s) is enacted and the 
player becomes eligible to Win the jackpot(s) associated With 
the selected progressive game(s). 

[0043] At step 92, the player begins playing the basic 
Wagering game associated With the game terminal 10. 
Within step 92, a portion of the Wager associated With the 
basic Wagering game is allocated to the progressive game 
jackpot(s) associated With the selected progressive game(s). 
The gaming terminal 10 then aWards the player credits if a 
positive outcome is achieved in the basic Wagering game at 
step 94. Further, to the extent the player has achieved a 
positive outcome associated With the progressive game, the 
progressive jackpot is aWarded to the player at step 96. The 
value of the progressive jackpot is typically knoWn by the 
player prior to playing the progressive game, such as being 
displayed on the progressive game display 25 (FIG. 1) on the 
gaming terminal 10. It should be noted that, in addition to 
the progressive jackpot associated With the individual or 
group progressive game, the player can also be eligible for 
the jackpot for a publicly available progressive game acces 
sible by the general public at the gaming terminal 10. 

[0044] Several types of restricted-access progressive 
games can be played at the gaming terminal 10. For 
example, the restricted-access progressive game may only 
be available to one individual player. Or, the restricted 
access progressive game may only be available to a selected 
group of players. In either scenario, the gaming terminal 10 
must be able to uniquely identify the player so as to 
determine Whether that player has access to one or more of 
the restricted-access progressive games. The various iden 
ti?cation techniques described above With respect to FIGS. 
3 and 4 are useful for this purpose. 

[0045] Within the individual or personaliZed progressive 
game, Which is played by only a single player, there are 
several variations for determining When the individual 
player is eligible for the progressive jackpot, but eligibility 
generally requires the player to be Wagering at the maximum 
level for a particular basic Wagering game (although the 
present invention is surely not limited to only a maximum 
level Wager requirement). In the most basic scenario, the 
player is eligible for the progressive jackpot every time the 
player engages the basic game at the gaming terminal 10, 
assuming the player is Wagering at the maximum level. For 
example, if the gaming terminal 10 is a slot machine, each 
time the player pulls the handle While Wagering at the 
maximum level, he or she has the possibility of Winning the 
individual progressive jackpot in addition to achieving a 
Winning outcome in the basic slot machine game. It should 
be noted that the progressive jackpot has a base level that is 
increased by funding provided only by that individual 
player. Thus, each time the player pulls the handle, a portion 
of the Wager on the basic game is allocated to the individual 
progressive jackpot. 

[0046] Alternatively, the player may become eligible for 
the individual progressive jackpot after a predetermined 
number of times playing the Wagering game (e.g., 100 pulls 
of a slot machine handle). In this embodiment, the player 
receives a noti?cation that eligibility for the individual 
progressive jackpot has occurred, either through some sort 
of audio cues that are broadcast from the gaming terminal 10 
or video/animation cues on one of the displays 25, 26, 27 
(FIG. 1). The progressive jackpot for this embodiment is 
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funded each time the player places a Wager on the basic 
Wagering game, even though eligibility to Win the progres 
sive jackpot occurs less frequently. In this embodiment, the 
individual progressive game can be con?gured such that the 
number of plays of the Wagering game from multiple 
sessions are added When counting toWard the predetermined 
number of plays to become eligible for the progressive 
jackpot. Or, the player must achieve that predetermined 
number of plays in a single session to become eligible for the 
progressive jackpot. 
[0047] In yet a further alternative, the player becomes 
eligible for the individual progressive jackpot only after a 
predetermined number of coins/credits are played. In this 
con?guration, the progressive game could be set up such that 
after the predetermined number of coins have been input to 
the gaming terminal 10, the next time the player plays the 
basic Wagering game at a maximum coin-in level, the player 
then has the opportunity to Win the progressive jackpot 
during or after that speci?c play of the basic Wagering game. 
Like the previous embodiment, adding coins/credits to reach 
the predetermined number can occur over multiple sessions 
by the player, or can be limited to only the coins/credits 
inputted by the player in one single session. 

[0048] In another alternative to the individual progressive 
game, the player becomes eligible to Win the progressive 
jackpot after inputting an additional side Wager during play 
of the basic Wagering game. Accordingly, While a portion of 
each of the player’s Wagers is allocated to the progressive 
jackpot for the individual progressive game, a player only 
becomes eligible to Win the progressive jackpot after he or 
she “buys” a chance via a side Wager. 

[0049] In other alternatives, the player becomes eligible 
for the progressive jackpot by achieving a certain outcome 
or accomplishing a certain task in the basic Wagering game. 
For example, When a certain combination of symbols are 
displayed in a slot machine, the player then becomes eligible 
to Win the progressive jackpot. When doing so, the gaming 
terminal 10 may sWitch over into a progressive game mode 
in Which the player is then focused only on Winning the 
individual progressive jackpot. Alternatively, if the basic 
Wagering game is a poker game, the player may achieve four 
chances at the progressive jackpot for every four-of-a-kind 
hand that occurs during the basic poker game, While achiev 
ing only one chance at the progressive jackpot for every 
three-of-a-kind hand. The progressive game jackpot can also 
be Won through a bonus game that is coupled to the basic 
game, Where the bonus game provides the individual player 
With the chance to Win various priZes, one of Which is the 
individual progressive jackpot. In other Words, the progres 
sive game jackpot is not aWarded based on a simple random 
computer determination but, instead, on some type of selec 
tion on the part of the individual player during a bonus game. 

[0050] To attract players to the gaming establishments 
during traditionally sloW periods (e.g., a Tuesday), the 
eligibility for achieving the individual progressive jackpot 
may occur only during certain time periods or more fre 
quently during sloW periods. Further, a player may become 
eligible for a randomly selected individual mystery priZe 
that is based on the amount of Wagering that a player has 
made during a certain day, Week, or month, etc. Such a 
mystery prize may be an alternative, or supplement, to the 
individual progressive jackpot for Which the player is eli 
gible. 
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[0051] This mystery priZe can be periodically aWarded 
(e.g., Weekly or monthly) based on a random draWing of all 
players participating in individual or group progressive 
games and, thus, serves as an incentive for individuals to 
take part in an restricted-access progressive game. The 
Winner of the mystery priZe can be displayed on the sec 
ondary display 27 (FIG. 1) so as to attract other players to 
play the individual or group restricted-access progressive 
games. Of course, using the secondary display 27 to illus 
trate a recent Winner of a priZe associated With a Wagering 
game is not limited to only Winners of the mystery priZe 
described above. Winners of any type of prize or bonus 
associated With a certain brand of gaming machine, a certain 
gaming terminal, or an entire gaming establishment can be 
displayed on the secondary display 27. Or, the secondary 
display 27 can display the image of the biggest loser for a 
certain day or Week, While providing some type of special 
payout to that biggest loser. 

[0052] In any of the embodiments involving an individual 
progressive game, the progressive game may be con?gured 
such that the progressive jackpot is available for only a 
limited time period (e.g., a Week, a month, or a year) and the 
value of the progressive jackpot is reset to the base value 
after that time period expires. Or, the individual progressive 
jackpot does not reset to the base value as long as the player 
plays the basic game a minimum number of times Within a 
certain period of time. As an example, if the player plays the 
Wagering game at least four different days during every 
month, the individual progressive jackpot increases by con 
tinuously allocating a portion of the Wager to the progressive 
jackpot, such that the progressive jackpot is not reset to the 
base value. 

[0053] In all of these variations of a restricted-access 
progressive game that is available to only a single player, the 
preferred embodiment involves a progressive game netWork 
that alloWs the player to continue to be eligible for and have 
access to the individual progressive jackpot by playing any 
one of a variety of Wagering games that are connected to the 
gaming netWork. In other Words, the individual player is not 
forced to play only one type of Wagering game, but has a 
progressive jackpot that can be accessed and Won by playing 
a number of different types of Wagering games Within a 
gaming establishment. 

[0054] In another preferred embodiment of the restricted 
access progressive game, Wagering games that are available 
at numerous gaming establishments can be played by the 
individual player While having access to his or her speci?c 
individual progressive game at any of the gaming establish 
ments. As an example, the individual progressive game may 
be offered by a speci?c manufacturer of gaming terminals 
that are linked to a central computer system that alloWs an 
individual player to access his or her speci?c individual 
progressive game anytime he or she plays a Wagering game 
produced by that speci?c manufacturer, regardless of loca 
tion. Gaming netWorks that are useful for these preferred 
embodiments are discussed in more detail With respect to 
FIGS. 6-10. 

[0055] The previous paragraphs have discussed the con 
cept of an individual progressive game that is accessed by 
only a single player. Another type of restricted-access pro 
gressive game alloWs access to a group having a limited 
number of players. In such an embodiment, the players can 
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select a certain group to Which they Will be associated for a 
particular restricted-access progressive game. Alternatively, 
the control system for the progressive game network can 
group various individuals together to form a group that has 
access to a particular restricted-access progressive game. 
Entry of the information needed to develop a group can be 
performed at the gaming terminal 10, or at a station Within 
the gaming establishment dedicated to such a function. In 
either type of method, the information related to the group 
is preferably stored by a control system dedicated to oper 
ating the restricted-access progressive games. Such a gam 
ing network is discussed in more detail With respect to FIGS. 
6-10. 

[0056] In the most fundamental embodiment of a group 
progressive game, every player in the group is eligible for 
the progressive jackpot and the progressive jackpot is incre 
mented upWardly from the base value each time one of the 
players in the group inputs a maximum value Wager on the 
basic Wagering game associated With the gaming terminal 
10. Accordingly, for each Wager input, assuming the Wager 
input is at the maximum level, each player has the identical 
chance of Winning the randomly selected progressive jack 
pot. 

[0057] Alternatively, each player Within a group becomes 
eligible for the group progressive jackpot after a predeter 
mined number of times playing the basic Wagering game 
(e.g., after every 30 pulls of a slot machine handle), or after 
Wagering a certain amount on the basic gaming machine 
(e.g., after every $30 Wagered on a video poker game). As 
discussed With respect to the individual progressive game, 
these increments that alloW for the opportunity to Win the 
group progressive jackpot can be reset after a particular 
gaming session or can be added over multiple gaming 
sessions. When a certain player Within a group becomes 
eligible for a chance to Win the group progressive jackpot, 
the gaming system may send a signal to each of the other 
players in the group to let them knoW that a certain player 
is about to play for a chance to Win the group progressive 
jackpot. 

[0058] Unlike the individual progressive game, the group 
progressive game can be con?gured such that every player 
Within the group receives a chance to play for the group 
progressive jackpot after the entire group plays a predeter 
mined number of games in the basic Wagering game (e.g., 
after 200 total pulls of a slot machine handle), or after the 
group Wagers a certain amount on the basic gaming machine 
(e. g., after every $100 Wagered on the basic games played by 
the group). Further, the control system for the progressive 
game may keep track of Which player Within the group has 
been playing more and aWard that player additional chances 
to play for the group progressive jackpot. The skilled artisan 
Will appreciate other types of incentives to create a com 
petitive atmosphere among players Within a group. 

[0059] Like the individual progressive game, the group 
progressive game can be con?gured such that eligibility is 
based on a player Within the group placing a side Wager on 
the basic Wagering game, achieving a certain outcome in the 
basic or bonus game (e.g., certain combinations of symbols 
on a slot machine, or selections made for priZes in the bonus 
game), or playing the basic game during certain periods of 
time (e.g., certain hours on a Tuesday evening). The group 

Jun. 14, 2007 

of players can also be eligible for a randomly aWarded group 
mystery priZe Which is different from the group progressive 
jackpot. 

[0060] The eligibility for Winning a group progressive 
jackpot may require a certain level of participation by each 
player With the group. In other Words, one player in the 
group Who has contributed signi?cantly less to the group 
progressive game jackpot may be instructed that he or she 
must make certain contributions to the progressive game 
jackpot to again be eligible to compete for the group 
progressive jackpot. Alternatively, an algorithm can be 
established such that failure to play for and contribute to the 
group progressive jackpot over a certain period of time 
causes a player to forfeit his or her opportunity to Win and, 
thus, only the other players Within the group have an 
opportunity to Win the group progressive jackpot. 

[0061] As a hybrid betWeen the individual restricted 
access progressive game and the group restricted-access 
progressive game mentioned above, a restricted-access pro 
gressive game can be designed Where players are grouped 
together, but play for their oWn individual progressive game 
jackpot. When engaging the progressive game With the 
hopes of Winning his or her oWn progressive jackpot, one 
possible randomly selected outcome in the progressive game 
is a “transfer to” outcome. If such an outcome is achieved, 
the player loses a portion (or all) of his or her individual 
jackpot to a second player Within the group. Thus, the 
second player receives an additional amount in his or her 
individual progressive jackpot. Of course, the second payer 
could also achieve a “transfer to” outcome and be forced to 
transfer a portion (or all) of his or her individual jackpot 
(Which includes the ?rst player’s jackpot) to a third player in 
the group, or perhaps back to the ?rst player. The “transfer 
to” outcome can be speci?c in directing the player’s indi 
vidual jackpot (or portion thereof) to a speci?c player Within 
the group, such that each player in the group has an 
associated “transfer to” possible outcome When others in the 
group are playing the progressive game. Or, after the ?rst 
player knoWs that he or she has received the undesired 
“transfer to” outcome, he or she provides an input Which 
then randomly selects the recipient player Within the group. 

[0062] Communication at the gaming terminals 10 among 
the players in the group regarding the occurrence of a 
“transfer to” outcome provides enhanced excitement and 
increases player competition. Further, the communication 
may be set up so that all players see Who the randomly 
selected recipient is after the player Who is losing his or her 
jackpot provides inputs to the gaming terminal 10 instruct 
ing the random selection of the recipient. As an alternative, 
all other players in the group can receive an equal share of 
What is transferred by the player receiving the undesirable 
“transfer to” outcome. 

[0063] Accordingly, the present invention contemplates a 
progressive game Where players can actually lose the oppor 
tunity to achieve a large progressive jackpot because that 
player’s progressive jackpot is restricted to another player or 
group of players. It should be noted that, in addition to or in 
place of the “transfer to” outcome, the progressive game can 
be set up With a “transfer from” outcome, Which is desirable 
because a player then “takes” another player’s individual 
progressive jackpot. Regarding the amount of the progres 
sive jackpot that is transferred to or transferred from a 
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player, that amount can be limited to the amount above the 
base amount of the progressive jackpot (i.e., the amount that 
a speci?c player has contributed to the progressive game). 

[0064] For the individual and group restricted-access pro 
gressive games described above, the base amount of the 
jackpot can be a variable that depends on the previous 
participation by the player or players. Consequently, the 
base level for the jackpot may be set at a gold level, a silver 
level, and a bronZe level, depending on Whether the player 
or group meets certain criteria. Further, any of the various 
embodiments of the restricted-access progressive game can 
structured to have multiple jackpot levels such that there are 
various Winning outcomes Within each restricted-access 
progressive game. 

[0065] It should further be noted that the present invention 
contemplates one player having the ability to access several 
different restricted-access progressive games during one 
session of gaming at a speci?c gaming terminal 10. For 
example, a certain player may have his or her oWn individual 
restricted-access progressive game, While also participating 
in restricted-access progressive games associated With one 
or more groups. Such a player may enact one of the different 
restricted-access progressive games just prior to he or she 
Wagering on the basic Wagering game. Alternatively, the 
player may be able to access and play for more than one 
progressive jackpot as he or she engages the basic Wagering 
game. This may require the player to input additional credits, 
or the progressive game netWork may be set up to provide 
incentives for this type of multiple-progressive game play 
Without requiring additional credits. Furthermore, While 
playing for the progressive jackpot associated With the 
individual or group progressive game, the player can also be 
eligible for the jackpot for a publicly available progressive 
game accessible by the general public at the gaming terminal 
10. 

[0066] Additionally, the present invention is different from 
knoWn progressive games that are accessible by any member 
of the general public in that the identity of the player Who is 
playing for the progressive jackpot according to the present 
invention is knoWn. This identity is stored in a database in 
communication With the control system for the restricted 
access progressive game. This feature has several advan 
tages, such as being able to tailor the presentation or 
operation of the progressive game to the speci?c likes of a 
particular player. Further, because the player’s identify is 
knoWn, the restricted-access progressive game can be struc 
tured such that one of the Winning progressive game out 
comes alloWs a particular player to be aWarded 100% of all 
of the contributions ever made to one restricted-access 
progressive jackpot (Which is advantageous When consider 
ing a restricted-access progressive jackpot may be available 
for only a limited time period before resetting to the jack 
pot’s base value), or 100% of all of the contributions ever 
made by the player to any restricted-access progressive 
jackpot. Thus, this “historical pay-in” payout concept pre 
sents another type of possible Winning outcome in the 
restricted-access progressive game, in addition to simply 
having Winning outcomes associated With different jackpot 
levels described in the previous paragraphs. 

[0067] FIG. 6 illustrates a netWork 120 that is useful for 
conducting the restricted-access progressive games that are 
described above. As used herein, this netWork 120 Will be 
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referred to as the Wide-area progressive (“WAP”) netWork 
120. The WAP netWork 120 typically includes components 
Within a casino 122 and components at a remote location 
124. Within the casino 122, a plurality of gaming terminals 
10a, 10b, 100 are connected through a multi-drop serial line 
126 to a WAP carousel controller 128. The multi-drop serial 
line 126 may be, for example, an RS-485 serial data line, 
Which is compatible With and linked to the SMIB 38 (FIG. 
2) Within the gaming terminal 10. A WAP site controller 130 
is connected to the WAP carousel controller 128 through an 
ethernet connection 152. 

[0068] To link the WAP site controller 130 to the remote 
location 124, the casino 122 includes one or more sWitches 
154 and routers 156. The router 156 Within the casino 122 
is connected through a phone line to a corresponding router 
158 at the remote location 124. A WAP central site server 
160 at the remote location 124 is coupled to the router 158 
through a sWitch 162 and an ethernet connection 164. The 
WAP central site server 160 is connected to a player iden 
ti?cation server 166 to alloW for the exchange of player data 
and progressive game data stored Within the player identi 
?cation server 166. 

[0069] In operation, a player identi?es himself or herself 
to the WAP netWork 120 at the gaming terminal 1011 through 
the player-identi?cation card 50 having multiple media 
(FIG. 3.), an identi?cation card With a single media that is 
speci?c to the progressive game netWork, entry of a login 
name and personal passWord or pin number, an RFID 
device, through biometric inputs, or any other method for 
identifying the player. Several types of player-identi?cation 
inputs are described above With respect to FIGS. 3 and 4. 
The player’ s information is transmitted along the multi-drop 
serial line 126 and collected by the WAP carousel controller 
128. As tWo of its functions, the WAP carousel controller 
128 serves to quickly collect player-identi?cation data from 
a plurality of gaming terminals 10a, 10b, 10c and to com 
municate progressive game information to selected ones of 
the gaming terminals 10a, 10b, 100 Where progressive 
games are being played. 

[0070] The player-identi?cation data is collected at the 
WAP site controller 130 and processed into a format for 
transmission to the WAP central site server 160 at the remote 
location 124. After transmission to the WAP central site 
server 160, the data is compared to existing data Within the 
player identi?cation server 166. The identi?cation of the 
player at the gaming terminal 10a occurs Within the player 
identi?cation server 166. Further, the player identi?cation 
server 166 determines Which, if any, restricted-access pro 
gressive games are associated With the identi?ed player. 
Information related to the player and the associated 
restricted-access game is then transmitted to the WAP site 
controller 130. Based on this information from the remote 
location 124, the WAP site controller 130, via the WAP 
carousel controller 128, communicates With the gaming 
terminal 1011 Where the player has entered his or her iden 
ti?cation information. The WAP site controller 130 is 
responsible for randomly selecting Whether the player has 
Won the individual or group progressive jackpot, increment 
ing the personal progressive jackpot, aWarding the jackpot, 
and notifying the player of all other information related to 
the progressive game. 

[0071] After the player has completed the gaming session 
at the gaming terminal 1011, all information concerning the 
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game play that occurred in the restricted-access progressive 
game is transmitted from the WAP site controller 130 to the 
WAP central site server 160. Accordingly, updated player 
information and game play information regarding the 
restricted-access progressive game is stored Within the 
player identi?cation server 166. If the player attends a casino 
different from the casino 122 at a future date and the other 
casino is linked to the WAP central site server 160, the player 
can continue playing the updated version of the progressive 
game at the other casino. In other Words, the present 
invention contemplates that the WAP central site server 160 
can be linked to various types of gaming terminals in several 
casinos so that players can play their group or individual 
restricted-access progressive games at several different casi 
nos. 

[0072] The WAP netWork 120 of FIG. 6 provides an 
example Where the player-identi?cation card 50 (FIG. 3) 
having at least tWo media is useful. One media on the 
player-identi?cation card 50 can be used for identifying a 
player for access to the restricted-access progressive games 
as described above. The second media on the same player 
identi?cation card 50 could be used for identifying the 
player in a player tracking system (not shoWn in FIG. 6) that 
is used by the casino 122 to provide special reWards to a 
certain player. As mentioned above, the single player-iden 
ti?cation card 50 can have different types of media (e.g., bar 
code, magnetic stripe, RFID, etc.) for each of these func 
tions. 

[0073] The WAP netWork 120 in FIG. 6 is merely one 
example of many possible netWorks that can be developed to 
support a restricted-access progressive game. Many other 
types of connections betWeen the gaming terminals 10a, 
10b, 10c and the WAP site controller 130 and betWeen the 
WAP site controller 130 and the player tracking server 133 
can be utiliZed. Further, the WAP netWork 120 can be 
located entirely Within the casino 122 and dedicated to only 
one casino 122, such that it performs all functions related to 
the restricted-access progressive game Within the casino 
122. In such an embodiment, all information regarding the 
player and his or her associated individual or group pro 
gressive games are stored locally in databases Within the 
casino 122. 

[0074] As previously mentioned, gaming establishments 
often use player tracking systems for reWarding certain 
players With complimentary services or special offers. FIGS. 
7-10 illustrate gaming netWorks serving tWo purposesi 
providing information to the player tracking system and 
providing the necessary information to operate the 
restricted-access progressive games. For simplicity, these 
alternative netWorks in FIGS. 7-10 Will be described With 
respect to reference numerals in the ZOO-series, 300-series, 
400-series, and 500-series, respectively, in Which commonly 
numbered items are similar components for performing 
similar functions (e.g., the WAP carousel controller 128 in 
FIG. 6 is similar to the WAP carousal controller 228 in FIG. 
7, the WAP carousal controller 328 in FIG. 8, the WAP 
carousal controller 428 in FIG. 9, and the WAP carousal 
controller 528 in FIG. 10). Hence, many of the components 
that Were described in detail With reference to FIG. 6 Will not 
be described in detail With respect to FIGS. 7-10. 

[0075] FIG. 7 illustrates a WAP netWork 220 that is similar 
to the WAP netWork 120 of FIG. 6. The casino 222, hoWever, 
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includes a player tracking database server 240 for the 
purpose of monitoring the Wagering activities of players at 
the gaming terminals 10a, 10b, 100. The player tracking 
database server 240 can be used to provide certain players 
With complimentary services or special offers based on their 
Wagering activities at the various gaming terminals 10a, 
10b, 100. This type of marketing helps the casino 222 to 
maintain customer loyalty, thereby increasing pro?tability. 

[0076] The player tracking database server 240 includes a 
database With player tracking data for a player playing the 
Wagering game at one of the gaming terminals 1011. When 
the player inputs his or her identifying information (like 
player-identi?cation card 50 of FIG. 3, or the other identi 
fying techniques of FIG. 4) into the gaming terminal 1011, the 
inputted information is passed through the multi-drop serial 
line 226 to the WAP carousel controller 228. The inputted 
information is then transferred to the WAP site controller 
230, Which is then transferred to the player tracking database 
server 240 of the casino 222. 

[0077] At the player tracking database server 240, the 
player can be identi?ed and the identifying information for 
that player can be transferred back to the WAP site controller 
230. That identifying information (e.g., data indicating an 
alpha-numeric of the player’s name and his or her social 
security number) is then sent back to the game terminal 1011 
via the WAP carousel controller 228 and also to the WAP 
central site server 260. 

[0078] At the WAP central site server 260, by using the 
identifying information from the player tracking database 
server 240, the progressive game information for that par 
ticular player can be located and transferred back to the WAP 
site controller 230. This progressive game information 
Would include signals indicating Whether a player has access 
to individual or group progressive games, signals indicating 
various progressive games to Which the player has access, 
and signals related to the status of certain progressive games 
to Which that player has access. If positive signals are 
received at the gaming terminal 1011, the gaming terminal 
1011 then displays information about the restricted-access 
progressive games that the player may access. The player 
may choose to enact a certain progressive game or decline 
to participate in any of the restricted-access progressive 
games available to him or her. If the player chooses to begin 
play on one of the restricted-access progressive games, the 
WAP site controller 230 and WAP central site server 260 
then controls all functions related to the restricted-access 
progressive games. 

[0079] Unlike FIG. 6, the player can identify himself or 
herself through the use of a casino player tracking card that 
he or she uses to receive special incentives from the casino 
222. The player tracking data that is used for comparison 
With the player’s inputted information is stored in a memory 
device Within the player tracking database server 240. On 
the other hand, the data that is used to determine a list of 
restricted-access progressive games that are available to 
each player is stored in a different memory device Within the 
WAP central site server 260. 

[0080] Alternatively, the netWork 220 in FIG. 7 can be 
con?gured such that player tracking data that is present 
Within the player tracking database server 240 is periodically 
sent to the WAP central site server 260. In this scenario, a 
memory device Within the WAP central site server 260 
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Would include both the player tracking data (from the player 
tracking database server 240) and the data that describes 
Which progressive games are available to Which players. 
This alloWs for the building of the central database for the 
progressive game functions, in that the WAP central site 
server 260 Will knoW that “player 512” in the player tracking 
database server 240 in that particular casino 222 is “player 
2043” in the WAP central site server 260. Further, because 
the WAP central site server 260 can be linked to numerous 

casinos, that same player, “player 2043,” in the WAP central 
site server 260 may also be “player 851” in a different 
casino’s player tracking database. Hence, that player, 
“player 2043,” can play the same restricted-access progres 
sive game While Wagering at different casinos. Periodic 
updating of player tracking data in the WAP central site 
server 260 alloWs for the WAP site controller 230 to send the 
inputted player information from the terminals 10a, 10b, 10c 
directly to the WAP central site server 260 for comparison 
With data therein, Without needing to receive the identifying 
information from the player tracking database server 240. 

[0081] Because the player tracking system used by the 
casino 222 may require the communication of additional 
information unrelated to the progressive game, the compo 
nents Within the WAP netWorking system 220 Will be 
transmitting information unrelated to the progressive game. 
Accordingly, if the WAP netWork system is controlled by an 
entity different from the casino 222 (e.g., a gaming machine 
manufacturer), cooperation betWeen the casino 222 and the 
manufacturer is required to communicate the proper mes 
sages to the player tracking database server 240 Within the 
casino 222. Preferably, the WAP site controller 230 and the 
player tracking database server 240 communicate through an 
inter-process communication on a semi-real-time basis. 

[0082] Alternatively, the netWork 220 of FIG. 7 can be 
constructed such that the WAP netWork performs the entire 
player tracking function during the gaming session (i.e., 
from the time the player inputs his or her identifying 
information to the end of the player’s Wager session). After 
the session, the player tracking database server 240 receives 
a batch-mode communication concerning information about 
the session so that the memory device Within the player 
tracking database server 240 can be updated. In such an 
embodiment, the components Within the WAP netWork 220 
must be able to identify and record certain types of player 
tracking events from the gaming terminals 10a, 10b, 100 that 
are important for the player tracking function of the casino 
222. 

[0083] FIG. 8 illustrates a netWork 320 that removes some 
of the necessity for communicating and sharing information 
With the player tracking database server 240 in the casino 
222 ofFIG. 7. In FIG. 8, each gaming terminal 10a, 10b, 100 
includes at least tWo communication ports. One port com 
municates With the player tracking system by transferring 
information to the player tracking database server 340 via 
the player tracking concentrator device 342. The other port 
communicates to the WAP carousel controller 328 for per 
forming functions related to the restricted-access progres 
sive game in the same manner described above With respect 
to the WAP carousel controller 128 of FIG. 6. 

[0084] If the player inputs identifying information to be 
compared With data stored in the player tracking database 
server 340 in FIG. 8, then that data needs to be shared With 
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the WAP central site server 360 for the purpose of deter 
mining the restricted-access progressive games for Which 
the player is eligible. Accordingly, the WAP site controller 
330 receives information about the players from the player 
tracking database server 340 and transmits that information 
to the WAP central site server 360. As such, a player can use 
one player identi?er card that can be used for tracking the 
player at the casino 322 and for determining Whether the 
player has access to certain restricted-access progressive 
games. 

[0085] As an alternative to FIG. 8, a direct communication 
line betWeen the WAP carousel controller 328 and the player 
tracking concentrator device 342 can be utiliZed. Thus, 
instead of using tWo communication ports at the gaming 
terminals 10, information for both the player tracking func 
tion and the progressive game function can be transmitted to 
the WAP carousel controller 328, Which then transfers the 
necessary player tracking information to the player tracking 
concentrator device 342. 

[0086] FIG. 9 illustrates an alternative netWork 420 in 
Which the player tracking database server 440 shares infor 
mation With the WAP site controller 430 through an inter 
process communication method. In this netWork 420, the 
WAP site controller 430 receives all of the necessary player 
identi?cation information directly from the “back-end” of 
the player tracking database server 440 on a continuous or 
near continuous basis. 

[0087] The WAP site controller 430 receives signals When 
a player has begun and completed a gaming session at one 
of the gaming terminals 10a, 10b, 100. Once the WAP site 
controller 430 receives information about a certain player 
playing at a speci?c gaming terminal 1011, it sends the 
necessary information to the WAP central site server 460. 
The WAP central site server 460 determines Which, if any, of 
the restricted-access progressive games are available for that 
certain player at the gaming terminal 10a and sends corre 
sponding signals back to the WAP site controller 430. The 
WAP site controller 430 sends the corresponding instruc 
tions, Which relate to the operation of the restricted-access 
progressive game, to the gaming terminal 1011 via the WAP 
carousel controller 428. Further, information related to the 
restricted-access progressive game, including game opera 
tion instructions, are passed through the multi-drop serial 
line 426 betWeen the gaming terminal 10a and the WAP 
carousel controller 428. 

[0088] FIG. 9 also illustrates the use of a separate card 
reader and display device 441a, 441b, 4410 for each of the 
gaming terminals 10a, 10b, 100. These card reader and 
display devices 441 can be installed by the casino 422 for the 
sole purpose of the player tracking function that is often used 
by the casino 422. Accordingly, in this embodiment, the 
gaming terminal 10 does not need to have an integral 
player-identi?cation card reader 24 (FIGS. 1 and 2). As 
shoWn, information located on a player-identi?cation card 
that is inserted into one of the card reader and display 
devices 441 does not necessarily get transmitted into the 
gaming terminal 10, but is transmitted to the player tracking 
database server 440 via the player tracking concentrator 
device 442. It should be noted that, While not shoWn in the 
other embodiments set forth in this speci?cation, the present 
invention contemplates use of a separate (i.e., not integral) 
player-identi?cation device (like the card reader 441) for 
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performing the functions associated With identifying, a 
player for the restricted-access progressive game. For 
example, in FIG. 8, a separate identi?cation device could be 
attached to the gaming terminals 10a, 10b, 100 for commu 
nicating player identi?cation information to the gaming 
terminals 10a, 10b, 100, Which is then further transmitted to 
both the progressive game system and the player tracking 
system. 

[0089] FIG. 10 illustrates another netWork 520 for sharing 
information betWeen the player tracking system and the 
progressive game system. In this embodiment, each gaming 
terminals 10a, 10b, 100 has an associated tap 545a, 545b, 
5450. When a player inputs his or her identi?cation infor 
mation to the gaming terminal 1011 (Whether through an 
integral player-identi?cation device, like the player-identi 
?cation card reader 24 of FIG. 1 or the RFID transponder 62 
of FIG. 4, or through a separate identi?cation device, like the 
card reader device 441 of FIG. 9), that information is 
transmitted to the player tracking concentrator device 542. 
When doing so, the corresponding tap 545 receives the same 
information because it bridges the multi-drop serial line 526 
and the player tracking line 543. The taps 545 communicate 
With the WAP carousel controller 528, providing it With 
information related to the gaming sessions at the gaming 
terminals 10a, 10b, 100. The transfer of information is 
preferably unidirectional through the tap 545 so that it does 
not interfere With the communications to the player tracking 
concentrator device 542. 

[0090] As With the previous embodiments, it is necessary 
to knoW information about the players that are playing at the 
gaming terminals 10a, 10b, 100. Thus, the WAP site con 
troller 530 receives player tracking data from the player 
tracking database server 540 and transmits that information 
to the WAP central site server 560. This transfer of player 
tracking data can occur on a semi real-time basis, or periodic 
basis. As With the previous embodiments, to control the 
operation of the progressive game, the transfer of informa 
tion is bi-directional betWeen the gaming terminals 10a, 10b, 
10c and the WAP carousel controller 528 

[0091] Often, a proprietary communication protocol may 
be used for communications betWeen the gaming terminal 
10 and the player tracking database server 540. For example, 
one such protocol is Slot Accounting System (SAS) proto 
col, Which is made by lntemational Gaming Technology 
(IGT). Consequently, the tap 545 can be one that is dedicated 
to receiving information according to a certain proprietary 
protocol and can be, for example, a “SAS tap” as shoWn in 
FIG. 10. Additional information about the SAS tap 545 may 
be found in Us. Ser. No. l0/409,285, ?ledApr. 8, 2003, and 
entitled “Gaming Terminal Data Monitoring NetWork”, 
Which is oWned by the assignee of the present application 
and is herein incorporated by reference in its entirety. 

[0092] In any of the previous embodiments, a player must 
provide information to the netWork so that he or she can 
enroll in the system that alloWs for playing the restricted 
access progressive games. This enrollment can be done at a 
gaming terminal that has the necessary player input devices 
to provide information for enrollment. Or, it can be per 
formed on a separate enrollment device located Within the 
casino. Alternatively, enrollment can be performed on an 
internet site that alloWs a player to enter information. The 
enrollment process results in the development of a player 
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identi?er, such as a unique player card, that alloWs a player 
to be identi?ed that he or she desires to begin playing a 
restricted-access progressive game at a gaming terminal. 
The skilled artisan Will appreciate numerous other types of 
enrollment devices that serve the purpose of storing the 
player’s information along With a unique identi?er in a 
database. 

[0093] While the present invention has been described 
With reference to one or more particular embodiments, those 
skilled in the art Will recogniZe that many changes may be 
made thereto Without departing from the spirit and scope of 
the present invention. Each of these embodiments and 
obvious variations thereof is contemplated as falling Within 
the spirit and scope of the claimed invention, Which is set 
forth in the folloWing claims. 

1. A method of operating a Wagering game, comprising: 

storing data in at least one database, said data being used 
for operating said Wagering game; 

receiving, at a gaming terminal, a player card from a 
player, said player card including ?rst media and sec 
ond media distinct from said ?rst media, said ?rst and 
second media each providing information to said gam 
ing terminal; 

performing a ?rst function in response to comparing said 
information on the ?rst media With said data; and 

performing a second function in response to comparing 
said information on the second media With said data. 

2. The method of claim 1, Wherein said ?rst function 
relates to tracking a player. 

3. The method of claim 2, Wherein said second function 
relates to determining access to a restricted-access progres 
sive game. 

4. The method of claim 1, Wherein said second function 
relates to determining access to a restricted-access progres 
sive game. 

5. The method of claim 1, Wherein said ?rst and second 
media are both bar codes. 

6. The method of claim 1, Wherein said ?rst and second 
media are both magnetic strips. 

7. The method of claim 1, Wherein said ?rst and second 
media provide radio frequency identi?cation signals. 

8. The method of claim 1, Wherein only one of said ?rst 
and second media is a bar code. 

9. The method of claim 1, Wherein only one of said ?rst 
and second media is a magnetic strip. 

10. A gaming terminal capable of playing a Wagering 
game, comprising: 

an input device for receiving a single player card from a 
player during said Wagering game, said input device 
having at least one reading component for reading at 
least tWo media on said single game card; and 

a display for displaying a randomly selected outcome of 
said Wagering game in response to receiving a Wager 
amount from a player. 

11. The gaming terminal of claim 10, Wherein said tWo 
media are both bar codes and said multiple reading compo 
nents read bar codes. 

12. The gaming terminal of claim 10, Wherein said tWo 
media are both magnetic strip codes and said multiple 
reading components read magnetic strip codes. 




