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(57) ABSTRACT 

Described herein are systems and methods that offer a 
personalized set of recommended games to an individual. 
The systems and methods collect personal game selection 
information for a person, such as demographic information 
and/or previous gaming experience data. The collected 
information is then analyzed and used to select a set of 
recommended games from all possible games (e.g., offered 
by a gaming establishment) that the person is likely to enjoy. 
The set of recommended games is then offered to the person 
When they are identi?ed at or near a gaming machine or 
When the person provides the personal game selection 
information to a gaming machine. 
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CUSTOMIZABLE AND PERSONAL GAME 
OFFERINGS FOR USE WITH A GAMING 

MACHINE 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application is a continuation of US. patent 
application Ser. No. 11/459,245, ?led Jul. 21, 2006 and 
entitled, “CUSTOMIZABLE AND PERSONAL GAME 
OFFERINGS FOR USE WITH A GAMING MACHINE”, 
Which is incorporated in its entirety herein for all purposes. 

FIELD OF THE INVENTION 

[0002] This invention relates to systems and methods for 
offering games on gaming machines, such as those used in 
casinos and gaming establishments. More particularly, the 
present invention relates to systems and methods that alloW 
a gaming machine to offer a customiZed set of games to a 
person. 

BACKGROUND OF THE INVENTION 

[0003] Processor-based gaming machines are noW the 
norm in the gaming industry. Their popularity bene?ts from 
the vast array of games that a digital architecture can offer. 
Many gaming machines noW employ computing architec 
tures developed for personal computers, Which enables the 
operation of countless games, including games of advanced 
complexity, graphics and story design. 
[0004] Some machines permit play of multiple games on 
a single machine. Notably, the set of games presented by a 
conventional gaming machine remains the same for all 
players. But not all players enjoy the same games. 
[0005] Casinos often offer a large suite of games to 
increase patronage and ensure that a person can play games 
that they enjoy. Finding a neW or different game that an 
individual likes amongst the multitude of options is dif?cult. 
When there are hundreds of games and only a handful that 
the person may prefer, it is far more common for the person 
to encounter distasteful games than pleasant ones. Casinos 
and other gaming establishments Want patrons to enjoy their 
gaming experience, and Would rather have someone playing 
a personally ful?lling game than spending time on games 
that they do not enjoy. Accordingly, it is desirable to provide 
a tailored set of games to a person that the person is likely 
to enjoy. Such tailored game o?ferings do not currently exist. 

SUMMARY OF THE INVENTION 

[0006] The present invention provides systems and meth 
ods that offer a personaliZed set of games to an individual at 
a gaming machine. To do so, the systems and methods 
collect personal information for a person, such as demo 
graphic information and/ or previous gaming experience 
data. The collected information is then analyZed and used to 
select a set of recommended games, from numerous games 
offered by a gaming establishment, that a person correspond 
ing to the personal information is likely to enjoy. The set of 
recommended games is then olfered to the person When they 
are identi?ed at or near a gaming machine or When the 
person provides the personal game selection information to 
a gaming machine. 
[0007] In one aspect, the present invention relates to a 
method for offering a set of recommended games to a person 
near a gaming machine. The method includes storing per 
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sonal game selection information that is useful for selecting 
a game from multiple games for the person. The method also 
includes selecting the set of recommended games, from a set 
of available games, for the person using the personal game 
selection information. The method further includes display 
ing the set of recommended games to the person on a video 
display associated With the gaming machine. 
[0008] In another aspect, the present invention relates to a 
method for selecting a set of recommended games for a 
person. This method includes assembling game meta-data 
for a set of available games, the game meta-data referring to 
data that is useful for characterizing the game. The method 
also includes obtaining personal game selection information 
for the person related to the game meta-data. The method 
further includes selecting a set of recommended games, from 
the set of available games, for the person using the personal 
game selection information and using the game meta-data 
for the set of available games. 

[0009] In yet another aspect, the present invention relates 
to a server for use With a gaming machine netWork. The 
server includes a memory designed or con?gured to store a) 
a set of available games, b) personal game selection infor 
mation for a person that is useful for selecting a set of 
recommended games from the set of available games for the 
person, and c) a softWare application that selects the set of 
recommended games from the set of available games using 
the personal game selection information. The server also 
includes a logic device con?gured to execute the softWare 
application that selects the set of recommended games from 
the multiple games for the person using the personal game 
selection information. The server further includes a com 
munications interface for transmitting a list of the set of 
recommended games to an external device. 

[0010] In yet another aspect, the present invention relates 
to a gaming machine that includes a controller, communi 
cations interface, video device, and a digital memory. The 
controller is designed or con?gured to control one or more 
games played on the gaming machine and to request a set of 
recommended games for a person from a remote server. The 
communications interface is con?gured to communicate 
With the remote server. The video device is con?gured to 
display video data and display the set of recommended 
games. The memory is designed or con?gured to store 
preferential game softWare that instructs the controller to 
request the set of recommended games for the person from 
the remote server When the person is near the gaming 
machine. 

[0011] Another aspect of the invention pertains to com 
puter program products including a machine-readable 
medium on Which are stored program instructions for imple 
menting any of the methods described above. Any of the 
methods of this invention may be represented as program 
instructions and/ or data structures, databases, etc. that can be 
provided on such computer readable media. 

[0012] These and other features of the present invention 
Will be presented in more detail in the folloWing detailed 
description of the invention and the associated ?gures. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0013] FIG. 1 shoWs an illustrative overvieW of personal 
iZed game recommendation and collection of personal game 
selection information according to the present invention. 
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[0014] FIG. 2 is a perspective drawing of an exemplary 
gaming machine in accordance With a speci?c embodiment 
of the invention. 
[0015] FIG. 3 illustrates a simpli?ed gaming machine 
system in accordance With an embodiment of the invention. 
[0016] FIGS. 4A-4B respectively illustrate an exemplary 
player tracking card and a block diagram of representative 
card components for use With a speci?c embodiment of the 
present invention. 
[0017] FIG. 4C illustrates an exemplary magnetic stripe 
player tracking card con?gured for use in connection With 
another speci?c embodiment of the present invention. 
[0018] FIG. 5 illustrates a method that selects a set of 
recommended games for a person in accordance With one 
embodiment of the present invention. 
[0019] FIG. 6 illustrates a method that offers a set of 
recommended games to a person in accordance With one 
embodiment of the present invention. 
[0020] FIG. 7 illustrates a Weighting algorithm suitable for 
selecting games in accordance With a speci?c embodiment 
of the present invention. 
[0021] FIG. 8A is a block diagram of a user interface for 
selecting and modifying recommended games in accordance 
With one embodiment of the present invention. 
[0022] FIG. 8B is a block diagram of a user interface for 
modifying a player preference account in accordance With 
another embodiment of the present invention. 
[0023] FIG. 9 is a block diagram of a server connected to 
a number of local and Wide area netWorks in accordance 
With one embodiment of the present invention. 
[0024] FIG. 10 is a block diagram of a server connected to 
a gaming machine, kiosk and room access in accordance 
With another embodiment of the present invention. 
[0025] FIG. 11 is a method depicting an implementation of 
recommended games on a preference account server for one 
embodiment of the present invention. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0026] The present invention Will noW be described in 
detail With reference to a feW preferred embodiments thereof 
as illustrated in the accompanying draWings. In the folloW 
ing description, numerous speci?c details are set forth in 
order to provide a thorough understanding of the present 
invention. It Will be apparent, hoWever, to one skilled in the 
art, that the present invention may be practiced Without some 
or all of these speci?c details. In other instances, Well knoWn 
process steps and/or structures have not been described in 
detail in order to not unnecessarily obscure the present 
invention. 
[0027] Game presentation tailoring as described herein 
improves gaming machine and player interaction by select 
ing and providing a set of recommended games to a person 
that the person should like, based on personal information 
for the person. FIG. 1 shoWs an illustrative overvieW 1 of 
this personalized game recommendation process. 
[0028] Personalized game provision includes collecting 
personal game selection information 3 for one or more 
people 4. As the term is used herein, personal game selection 
information refers to any data that is useful in predicting 
What game(s) a person may like. In one embodiment, 
personal game selection information includes personal infor 
mation and/or historical game play data. Personal informa 
tion may include demographic information, interests and/or 
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personal preferences, such as favorite movies and actors, etc. 
For example, people in demographic groups that appreciate 
games related to television shoWs from a past era such as the 
1960s (e.g., “I Love Lucy”) are often different than people 
that favor science ?ction games (e.g., “Star Wars”). Age may 
then be used to indicate a proximity to the former, While 
science ?ction interest acquired in a personal survey may be 
used to predict enjoyment of the latter. Other personal 
information may be used, and is described in further detail 
beloW. Historical game play data may include any informa 
tion associated With the previous game interaction, such as 
What games a person played in the past, When they played, 
and betting history. For example, frequent play on one game 
design or betting format (e.g., multiple paylines) may lead to 
a recommendation of another game With a similar game 
design or betting format. 
[0029] The personal game selection information 3 may 
come from a variety of sources, such as prior game inter 
action, demographic sources, marketing information, com 
binations thereof, etc. Marketing information obtained by 
businesses associated With a casino represents one source of 
personal information. Such marketing information is com 
monly provided With tour groups, trade shoWs (e.g., a 
Science Fiction or computer industry convention attending 
Las Vegas for a feW days), and other temporary visitors to a 
city or casino. In addition, gaming information may be 
obtained by a personal questionnaire. The questionnaire may 
be acquired via paper, telephone, Web-based. A person When 
signing up for a room at a casino/hotel, for example, may ?ll 
out a paper questionnaire. Player tracking systems represent 
a continuous source for prior game interaction and demo 
graphic information. The player tracking systems gather 
personal information When the person signs up for the 
system, and collect historical game play data, over time, at 
gaming machines that the person plays. These systems alloW 
a player to be identi?ed at a machine, track games played by 
the player, and gather any information related to game 
interaction. Players agree to have their game play tracked by 
a central system in exchange for perceived added value in 
the form of reWards or other services offered by a casino. 
Additional techniques to collect personal game selection 
information are described beloW. 

[0030] The personal game selection information 3 is 
stored in a database or memory 5, either locally at a gaming 
establishment 13 or on a remote server 15. The database or 

game selection server 15 stores: personal information for 
each person 4, personal game selection information 3, the 
selection criteria 7, and/or the set of recommended games 8 
for each person 4. The personal game selection information 
3 is updated, as desired, as the system obtains neW infor 
mation about person 4. 

[0031] Data mining systems and methods 7 then ?lter the 
personal game selection 3 information and select a set of 
recommended games 8 for a person. The recommended 
games 8 refer to games that a person is likely to enjoy based 
on personal game selection information for that person. 
Different people enjoy different games, and techniques 
described herein tailor game offerings toWards individuals 
based a) on their personal and stored information, and b) 
data mining criteria established to convert personal game 
selection information 3 into a set of recommended games 8. 
This ?ltering process reduces a total number of games 
offered by a gaming establishment to a lesser number that is 
likely to interest a person. 
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[0032] In one embodiment, an automated and computer 
implemented data mining analysis 7 ?lters personal game 
selection information 3 using a) personal information and b) 
selection criteria for the personal information. The auto 
mated ?lter outputs a set of recommended games 8 for each 
person, given only a list of available games, personal 
information, and a selection criterion. The automated ?lter 
thus provides techniques and algorithms that mine personal 
game selection data for hundreds or thousands of people 4 
and provides high throughput production of sets and indi 
vidualized results and recommended games 8 for each 
person. 
[0033] The present invention contemplates a Wide range of 
suitable selection criteria for ?ltering personal game selec 
tion information 3. In one embodiment, the game selection 
process applies a Weight for each personal criterion that 
affects hoW relevant the criterion is relative to the other 
information. For example, a Weighting function that includes 
Weights based on a personal survey or prior game play 
permits control of selection criteria by adjusting the Weights 
(e.g., from 0 to l or from 0 to 100), e.g., as the person plays 
a game more, a Weight for that speci?c game and/or a Weight 
for its genre increases. The Weight also permit a system 
designer to choose What personal information is used in the 
selection process (giving Weights of ‘0’ or loW Weight 
devalues its corresponding personal information), and What 
value it is given relative to other personal information. Other 
techniques for selecting games using personal game selec 
tion information are contemplated. 

[0034] In one embodiment, the data mining and game 
selection process is con?gurable. First, a system designer 
may determine Which personal game selection information 
is used. Second, the system designer also determines the 
relative Weight or value of each bit of personal information. 
When the personal information and/or criterion Weights are 
altered, the selection process usually produces a different set 
of recommended games 8 for a person. This permits a 
system designer to sculpt the game selection process. Casi 
nos and other gaming establishments 13 value their oWn 
expertise in patronage. Con?gurability in the selection pro 
cess permits a casino to control and tailor individualized 
game offerings to its patrons, to promote various games or 
improve service according to their oWn standards and values 
of customer patronage. In general, con?gurability alloWs 
any system designer or gaming establishment to controllably 
mine personal data to generate a set of recommended games 
8 for each person 4 and each gaming establishment. 
[0035] As time passes, a designer may change the data 
mining criteria and/or Weights. Again, this usually produces 
a different set of recommended games. Thus, a casino or 
other gaming establishment may alter individualized game 
o?ferings over time by manipulating the criteria. This alloWs 
the casino to select neW sets of games for an individual, or 
encourage certain games for business purposes (e.g., a neW 
game they are promoting). The personal game selection 
information 3 may also be updated for a person (as they play 
more games and more information is recorded), Which may 
also produce a neW set of recommended games 8 for that 
person, given the same selection criteria. 
[0036] When a person 4 nears a gaming machine 2, 
machine 2 recognizes the person (or otherWise links them 
With an identity stored in a database for their set of recom 
mended games 8) and associates the person 4 With a set of 
recommended games 8 that has been selected for that 
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person. Several techniques for recognizing a person at a 
gaming machine are described in further detail beloW. 
[0037] Selecting subsets of games offered by gaming 
establishment 13 alloWs the establishment to offer a large 
suite of games for all types of peopleibut custom ?t game 
offerings to individual patrons. 
[0038] A set of recommended games 8 may be organized 
into one or more logical sets. Each logical set groups games 
into a common theme, subject or idea. A ‘descriptor’ is used 
herein to characterize and/or label a logical set of games and 
thematically links an organized set of games With an easily 
understood term. For example, one or more games may be 
grouped into logical sets characterized by the labels: ‘Games 
Played’, ‘Science Fiction’, ‘Poker Games’, ‘Payline 
Games’, ‘Recommended Games’, ‘NeW Games’, ‘Recently 
Played’, ‘Played Most’, etc. Additional logical groups and 
descriptors are provided beloW. Other logical groups are 
permissible, are a matter of design choice and convenience, 
and the present invention is not limited to or by any 
particular groupings or labels. As the term is used herein, a 
‘set’ may refer to a set of games or a subset of any set, and 
the tWo terms are interchangeable as used herein. It is also 
Worth noting that a game may be in grouped into multiple 
logical sets; for example, ‘Star Trek’ may be grouped into: 
a ‘Science Fiction’ logical set, a ‘Television ShoW’ logical 
set, and/or a ‘Recently Played’ logical set. 
[0039] The logical sets may be displayed by gaming 
machine 2, e.g., on a menu (see FIG. 8A). The sets may be 
initially displayed by their descriptors. In this case, a player 
chooses a descriptor (e.g., using a touch screen on the 
gaming machine) to access a set of games for that descriptor 
(and player). After the person selects a game Within the set, 
gaming machine 2 then presents the selected game to the 
player. 
[0040] Multiple sets of recommended games 8 can be 
presented. The sets can be displayed simultaneouslyior by 
their descriptors. This alloWs display of the sets themselves 
to vary depending on the capabilities of a device displaying 
the sets, player preference, or even the context they are being 
displayed in. 
[0041] The present invention also permits a person to have 
input on the selection process. In one embodiment, a gaming 
machine provides a graphical user interface that alloWs a 
player to input information related to recommended games 
and sets. For example, a player may input the number of 
games he/she Wants in a set4one player might Wish a 
gaming machine to present the last 5 Games Played, While 
another may Wish to see the last 10 Games Played. Or one 
player may Wish for games to stay in a Recently Played set 
for 30 days, While another may Wish for games to stay in that 
set for only 1 Week. User controlled options may also 
include the types of games to include or exclude from a 
logical set, and What descriptors to present When they arrive 
at a gaming machine. The player may also add or remove 
games to or from the lists of recommended games 8. An 
exemplary user interface for controlling a set of recom 
mended games 8 is described beloW With respect to FIG. 8A. 
[0042] Thus, the set of recommended games 8 may be 
affected by: the player, the selection criteria, a gaming 
establishment, and/or the gaming machine based on a subset 
of games available thereon. In one embodiment, remote 
server 15 doWnloads the set of recommended games 8, as 
determined by a gaming establishment and selection pro 
cess, to a gaming machine 2. This doWnloaded set may 
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change over time. For instance, a gaming establishment 13 
may promote a neW game that player has never seen before. 
If the player does not like the one or more games in the set 
of recommended games 8, the player may change the set via 
a user interface. 

[0043] As a result of the list of recommended games, a 
player might discover a neW favorite game that they previ 
ously did not knoW about, play the game a lot, play more 
often in the responsible casino 13, and have a generally more 
pleasant experience With casino gaming and that casino 13. 
On a mass consumer scale, offering recommended games 
may also increase player enjoyment and participation, 
increase player exposure to different games, and speed 
adoption of neW games. 
[0044] Many possible games, including traditional casino 
games, video slot games, video poker, digitiZed mechanical 
slot games, video black jack, video keno, video pachinko, 
lottery games and other games of chance as Well as bonus 
and progressive games are suitable for use With this inven 
tion. The gaming industry includes a number of game 
manufacturers that each provides a suite of games. For 
example, International Game Technology (IGT) of Reno, 
Nev. offers a Wide variety of entertaining and thematic 
games (over 100 games) suitable for use With the present 
invention. A casino may offer games from one or multiple 
game manufacturers and select subsets from the total list as 
desired. In general, the present invention is not limited to a 
speci?c game played on a gaming machine 2. In addition, a 
set of recommended games may also include bonus games 
and progressive games linked together by one or more 
descriptors, e.g., ‘Bonus Games’ or ‘Progressive Games’. 
[0045] The personaliZed game recommendation process of 
FIG. 1 is also ?exible and extendable. When a designer 
Wants to add or amend criteria for selecting games, they can 
do so, and thereby create a neW set of recommended games 
and/or logical set for each person 4 associated With a 
database 5 or gaming establishment 13. The designer or 
casino may also designate a game as recommended for all 
players. One example of this is a ‘Recommended Games’ 
logical set, Which recommends games to a player based on 
the types of games they usually play (e.g., Science Fiction, 
games related to movie characters, etc.) or games favored by 
a casino. 

[0046] In a speci?c embodiment, information collection, 
game ?ltering and selection, personal identi?cation, and 
individualized offering are all automated. This requires little 
personaliZed management by the gaming establishment for 
each person 4. In this case, casinos may implement the 
present invention With minimal overhead for a large number 
of patrons using automated processes. 
[0047] The invention is also dynamic in: a) selection 
criteria, b) personal game selection information, and c) and 
games offered. Notably, no static set of recommended games 
needs to be maintained in database 5 for each person 4, just 
the person’s personal game selection information 3 and the 
selection criteria 7. Machine 2 may request a set of recom 
mended games 8, and receive the set 8 from remote server 
15, all in real time. Recommended sets are then generated in 
real time based on games that are currently available to a 
casino, either on a gaming machine 2 and/or on a server 15. 
In this case, the set of recommended games 8 may vary each 
time the gaming machine 2 requests games. Many gaming 
machines permit games to be doWnloaded using a netWork 
connection from a centraliZed server. This permits currently 
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available games offered by a gaming machine to change in 
real-time, Without the need for manual recon?guration of 
each gaming machine Whenever the casino installs a neW 
game offered by a game manufacturer. 
[0048] As the term is used herein, a gaming establishment 
13 refers to any business or organiZation that operates at 
least one gaming machine on its premises and/or offers 
gaming machine services to potential customers. Exemplary 
businesses include gaming machine services providers, casi 
nos, hotels, airports, restaurants, nightclubs, grocery stores, 
gas stations and convenience stores. A gaming machine 
services provider may include a gaming machine manufac 
turer or a business that offers gaming machine services (such 
as progressive pools or ?nancial services for ticket redemp 
tion). Portable gaming instruments such as player tracking 
cards and paper tickets are gaining popularity; many such 
portable gaming instruments identify the person Who carries 
them. The same portable gaming instrument may be offered 
and redeemed by one or multiple establishments. For 
example, a portable gaming instrument may have been 
generated at one property, redeemed at that property, or 
redeemed at another property, such as a second casino. 
While the present invention Will be discussed primarily With 
respect to casinos, it is understood that the present invention 
is Well-suited for use by any gaming establishment. 
[0049] While the present invention Will primarily be dis 
cussed With respect to gaming machines found in casinos 
and the like, the present invention is Well-suited for use With 
any device that a player is capable of playing games on. For 
example, this invention can be applied to gaming machines 
With Internet access or remote access to a player tracking 
system, thin clients playing games on a server, and/or a 
hybrid environment. In one embodiment, the invention 
applies to any environment Where an identi?ed player inter 
acts With a device that is capable of playing multiple games. 
[0050] The invention thus tailors a gaming experience to 
each person. When a casino offers hundreds of games, this 
reduces the number of games presented to a player to a 
manageable level, and games that are most likely to be 
enjoyed. 
[0051] Turning to FIG. 2, an exemplary video gaming 
machine 2 is shoWn. Machine 2 includes a main cabinet 14, 
Which generally surrounds the machine interior (not shoWn) 
and is vieWable by users. The main cabinet includes a main 
door 18 on the front of the machine, Which opens to provide 
access to the interior of the machine. Attached to the main 
door are player-input sWitches or buttons 32, a coin acceptor 
28, and a bill validator 30, a coin tray 38, and a belly glass 
40. Viewable through the main door is a video display device 
34 and an information panel 36. The main display device 34 
may include one of more of: a cathode ray tube, ?at-panel 
LCD, a transparent LCD, plasma/LED display, an OLED 
device or other conventional electronically controlled video 
display device. 
[0052] The gaming machine 2 includes a top box 16, 
Which sits on top of the main cabinet 14. A second display 
device 42 may be provided in the top box 16. Display device 
42 may also include one of more of: a cathode ray tube, 
?at-panel LCD, a transparent LCD, plasma/LED display, an 
OLED device or other conventional electronically con 
trolled video display device. 
[0053] Typically, after a player initiates a game on gaming 
machine 2, the main display device 34 and the second 
display device 42 visually display a game presentation, 
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possibly including one or more bonus games, and controlled 
by a main processor (see FIG. 10). The video component of 
a game presentation may include a sequence of frames 
refreshed at a su?icient rate on at least one of the displays, 
34 and/or 42, such that it appears as a continuous presen 
tation to a player playing the game on gaming machine 2. 
[0054] Information panel 36 may be a back-lit, silk 
screened glass panel With lettering to indicate general game 
information including, for example, the denomination of 
bills accepted by the gaming machine (e.g., $1, $20, and 
$100). Bill validator 30, player-input sWitches 32, video 
display device 34, and information panel are devices used to 
play a game on game machine 2. A main processor, housed 
inside main cabinet 14, controls these devices. During game 
play, information regarding the operation of one or more of 
these devices may be captured by gaming machine 2 as part 
of a game history on the gaming machine. 
[0055] In the example shoWn in FIG. 2, top box 16 houses 
a number of devices, Which may be used to input player 
tracking information or other player identi?cation informa 
tion into the gaming machine 2, including bill validator 30 
Which may read bar-coded tickets 20, key pad 22, ?uores 
cent display 17, camera 44 and card reader 24 for reading 
magnetic striped cards or smart cards. Camera 44 may be 
mounted in top box 16 and used to record images of a person 
near the gaming machine. Key pad 22, ?uorescent display 
17 and card reader 24 may be used to enter and display 
player tracking information. In addition, other input devices 
besides those described above may be used to enter player 
identi?cation information including a ?nger print recording 
device or a retina scanner. 

[0056] In addition to the devices described above, top box 
16 may contain different or additional devices than those 
shoWn in the FIG. 2. For example, the top box may contain 
a bonus Wheel or a back-lit silk screened panel, Which may 
be used to add bonus features to a game being played on 
gaming machine 2. During a game, these devices are con 
trolled and poWered, in part, by circuitry (not shoWn) housed 
Within main cabinet 14. 

[0057] Understand that gaming machine 2 is but one 
example from a Wide range of gaming machine designs on 
Which the present invention may be implemented. For 
example, not all suitable gaming machines have top boxes or 
player tracking features. Those of skill in the art Will 
understand that the present invention, as described beloW, 
can be deployed on most any gaming machine noW available 
or hereafter developed. 

[0058] Returning to the example of FIG. 2, When a user 
selects a gaming machine 2, the gaming machine identi?es 
the person and offers a list of recommended games. The 
person then selects a game. In some cases, the gaming 
machine offers a previeW game to the player. Alternatively, 
a person inserts cash or credit through the coin acceptor 28 
or bill validator 30. Bill validator may also accept a printed 
ticket voucher, Which may be accepted by the bill validator 
30 as indicia of credit. Once the gaming machine has 
accepted cash or credit, or the previeW game accepted, game 
play may commence on the gaming machine. Typically, a 
player may use all or part of the cash entered or credit into 
the gaming machine to make a Wager on game play. During 
the course of a game, a player may be required to make a 
number of decisions that affect the outcome of the game. For 
example, a player may vary his or her Wager, select a priZe, 
or make game-time decisions that affect game play. These 
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choices may be selected using the player-input sWitches 32, 
a touch screen associated With main video display screen 34 
or using some other device Which enables a player to input 
information into the gaming machine including a key pad, a 
touch screen, a mouse, a joy stick, a microphone and a track 
ball. 
[0059] During certain game events, gaming machine 2 
may display visual and auditory effects that can be perceived 
by a player. These effects add to the entertainment and 
excitement of a game, Which makes a player more likely to 
continue playing. Auditory effects include various sounds 
that are projected by the speakers 21. Visual effects include 
?ashing lights, strobing lights or other patterns displayed 
from lights on the gaming machine 2 or from lights behind 
the belly glass 40. After the player has completed a game, 
the player may receive game tokens from coin tray 38 or a 
ticket 20 from printer 30, Which may be used for further 
games or to redeem a priZe. Further, a player may receive a 
ticket 20 for food, merchandise, or games from printer 30. 
This information may also be incorporated into game history 
information or saved in a textual record of game history. 

[0060] Many possible games, including video slot games, 
video poker, video pachinko, video black jack and video 
keno, may be provided With gaming machines of this 
invention. In general, the invention may be applied to any 
type of video game implemented on a gaming machine 
supporting video game presentations. Gaming machine 2 
also provides multi-game capabilities Where more than one 
type of game may be played on the gaming machine. For 
instance on gaming machine 2, a player may select video 
black jack using the input buttons 32, make a Wager, initiate 
a game and vieW a video black jack presentation on the 
display screen 34 and then select a video slot game, make a 
Wager, initiate a game and vieW a video slot presentation. 

[0061] Typically, using a master gaming controller, the 
gaming machine controls various combinations of devices 
that alloW a player to play a game on the gaming machine 
and also encourage game play on the gaming machine. For 
example, a game played on a gaming machine usually 
requires a player to input money or indicia of credit into the 
gaming machine, indicate a Wager amount, and initiate a 
game play. These steps require the gaming machine to 
control input devices, including bill validators and coin 
acceptors, to accept money into the gaming machine and 
recogniZe user inputs from devices, including touch screens 
and button pads, to determine the Wager amount and initiate 
game play. 
[0062] After game play has been initiated, the gaming 
machine determines a game outcome, presents the game 
outcome to the player and may dispense an aWard of some 
type depending on the outcome of the game. A game 
outcome presentation may utiliZe many different visual and 
audio components such as ?ashing lights, music, sounds and 
graphics. 
[0063] The present invention is Well suited for server 
based gaming in Which a centraliZed server manages the 
personaliZed game recommendation process. 
[0064] FIG. 3 illustrates a gaming machine system 100 in 
accordance With an embodiment of the invention. System 
100 includes at least one gaming machine 2 at a particular 
location, remote gaming machines 103 at another location, 
a bus 104, and a recommended games server 105. The 
gaming machines 2, 103 and server 105 communicate With 
each other electronically via bus 104, Which may include 
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any conventional data transmission line. Each gaming 
machine 2, 103 alloWs a player to play a game, and dis 
penses rewards, monetary or otherwise, as appropriate. The 
con?guration of system 100 encompasses embodiments in 
Which server 105 controls the operation of gaming machines 
2, 103. The system 100 also encompasses embodiments in 
Which gaming machines 2, 103 are each stand-alone units 
capable of operating play of their games largely Without 
server 105. Like gaming machine 2, machines 103 are 
con?gured to alloW a player to play a game. The gaming 
machines 103 are shoWn as separate from gaming machine 
2 simply to illustrate the fact that various embodiments of 
the invention can be utiliZed Within systems 100 that have 
multiple netWorked gaming machines. 
[0065] The present invention identi?es a person at a 
gaming machine. In one embodiment, identi?cation uses 
biometric recognition. Biometrics uses biological informa 
tion to establish and verify identity of a person. The basic 
idea behind biometrics is that each person’s body contains 
unique properties that can be used to distinguish the person 
from others. ‘Biometric data’ refers to data used to identify 
a person based on a person’s physical trait or behavioral 
characteristics. ‘Biometric identi?cation’ refers to the pro 
cess of identifying of a person based on his or her biometric 
data. Fingerprint identi?cation is one example of biometric 
identi?cation, and can be accomplished With an optical 
scanner and ?ngerprint softWare installed on a gaming 
machine. Facial recognition, retina scans, hand-Written sig 
natures, voice patterns and/or palm prints are all forms of 
biometric identi?cation that are suitable for use herein. The 
?rst tWo may use camera 44 on gaming machine 2 of FIG. 
2, and both alloW identi?cation Without the user performing 
any initiating action. Other forms of biometric authentica 
tion may also be used. 

[0066] In addition to biometrics, a person may carry 
something that identi?es them to a gaming machine. For 
example, also included in system 100 of FIG. 3 is a portable 
gaming instrument 106 that can be carried by players. 
Portable gaming instrument 106 refers to any device used to 
convey value in a gaming establishment and/or identify a 
player. This may include a paper ticket or voucher, a smart 
card or debit card, for example. For example, portable 
instrument 106 can be a knoWn player tracking card or paper 
ticket that stores information that identi?es the person 
carrying a portable gaming instrument 106. In such a case, 
gaming machine 2 can be equipped With a card reader that 
alloWs players to insert their portable device into gaming 
machine 2 to be read before or during game play. Exemplary 
printed credit devices include printed-paper tickets and 
printed plastic cards. Plastic cards including a magnetic strip 
that stores information are also suitable for use herein. Some 
casinos issue player identi?cation or player tracking cards 
that furnish a person aWards for frequent patronage. Before 
beginning play, a player presents the card to a magnetic card 
reader that communicates With the gaming machine. The 
reader detects the card, and softWare on the gaming machine 
or netWork notes the card value and person. The credit 
device is often portable. A person may carry the portable 
gaming instrument until redemption at a gaming machine, 
cash-out station or another location in a gaming establish 
ment that redeems portable credit devices. Although the 
remaining discussion Will primarily be described With 
respect to player tracking cards, any suitable portable instru 
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ment 106 that communicates identity of a person to a gaming 
machine is suitable for use herein. 

[0067] The portable gaming instrument 106 may uniquely 
or generally identify the person carrying the instrument 106. 
Unique identi?cation exclusively refers to that person. Gen 
eral identi?cation broadly identi?es the person as belonging 
to a group of people. For example, a paper ticket may be 
given to each member of a Science Fiction convention; in 
this case, the personal information on the ticket only 
includes Science Fiction information for the person (and 
maybe other information such as a hotel for the convention). 
[0068] FIGS. 4A-4C illustrate exemplary player tracking 
cards capable of identifying a person at a gaming machine. 
FIGS. 4A-4B illustrate an exemplary “smart” player track 
ing card 125 having contacts 135 on its outer surface, as Well 
as internal components including a microprocessor 120 and 
memory 130 (FIG. 4B). The microprocessor 120 and 
memory 130 are in electronic communication, alloWing 
microprocessor 120 to store information in, and retrieve 
information from, memory 130. Microprocessor 120 is also 
electrically connected to contacts 135, alloWing it to inter 
face With external devices and systems. 
[0069] In the operation of a gaming machine 2 utiliZing a 
smart card 125, a person inserts their tracking card 125 into 
a reader at gaming machine 2. The microprocessor 120 then 
retrieves information from the memory 130 and provides it 
to the gaming machine 2. The information can include such 
items as the person’s identi?cation, or a number related to 
the person’s identi?cation suitable for identifying the person 
in a database. Receipt of this information prompts the 
gaming machine 2 to display a set of recommended games 
for the person, to or call server 105 to retrieve and transmit 
such information before display on the gaming machine. 
[0070] FIG. 4C illustrates an exemplary magnetic stripe 
tracking card 140. In contrast to the smart tracking card 125, 
magnetic card 140 does not contain a microprocessor 120. 
Instead, its magnetic stripe 150 stores a relatively small 
amount of information, such as an identi?cation number for 
the card or an identi?cation number for a person that the card 
Was given to. A card reader in the gaming machine can read 
information on stripe. Operation of a gaming machine 
system 100 utiliZing magnetic stripe tracking cards 140 
often employs server 105 to provide information that cannot 
be stored on the card 140. Commonly, the gaming machine 
2 automatically retrieves an identi?cation number stored on 
the card 140, and sends it to server 105. Server 105 then 
checks the identi?cation number or the person’s identity to 
obtain a set of recommended games for the person. In some 
cases, the server may also determine Whether the user of that 
particular card 140 is entitled to sample or previeW play and, 
if so, initiates sample play on gaming machine 2. 
[0071] Having discussed exemplary gaming machines, 
server-based systems, techniques for identifying a person at 
a gaming machine, and portable devices, methods for select 
ing and offering recommended games Will noW be expanded 
upon. FIG. 5 illustrates a How chart 60 for selecting a set of 
recommended games for a person in accordance With one 
embodiment of the present invention. 
[0072] FloW chart 60 begins by assembling game meta 
data for a set of available games (62). The game meta-data 
refers to a category or data related to a game that is useful 
for characterizing the game. The game meta-data is particu 
larly useful to map the game and its characteristics. In a 
speci?c embodiment, the meta-data may include a key-Word 
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description of content in the game. For example, a ‘Star 
Wars’ game may include the following meta-data: {Science 
Fiction; movie; licensed; live video; dual screen presenta 
tion; multiple paylines; bonus game included, progressive 
jackpot included; etc.}. The meta-data may also include 
logical information, such as a game type (e.g., reels or 
cards), number of paylines, Wager denominations, payout 
percentages and characteristics (e.g., frequency and siZe of 
Wins, overall volatility), genre, Whether the game is licensed, 
betting information such as Wager amounts and/or payout 
tables, Whether the game alloWs the player to buy features 
(eg chance to trigger a bonus, chance to Win a progressive 
jackpot) Whether the game video includes any notable 
actors, Whether the game audio includes any notable music, 
the types of extended features the game offers (e.g., free spin 
features, bonus features that alloW the player to select from 
a set of priZes, double-or-nothing features, etc. Often, the 
meta-data does not directly pertain to game play, but 
describes characteristic aspects of the game. For example, a 
“Wheel of Fortune” game may include the folloWing meta 
data: {TV ShoW; licensed; live video; dual screen presen 
tation; multiple paylines; Wheel bonus; game shoW; puZZle 
solving; 2D or 3D graphics; celebrities; Vanna White; Pat 
Sajak; Merv Grif?n (designer of original shoW); second 
screen bonus; etc. 

[0073] Assembling game meta-data may occur When the 
recommendation system is ?rst established, and each time a 
neW game is obtained or introduced. For each game, the 
meta-data is assessed and recorded. The meta-data may also 
be mapped into categories. For example, a ‘Wager’ category 
may include the folloWing meta-data: ‘bet amount’, ‘number 
of paylines’, ‘bonus game’, ‘progressive betting?’ etc. 
[0074] Notably, meta-data for the available games is not 
static and may change over time. Thus, When a casino 
Wishes to change hoW they characteriZe their games and 
patronage, step 62 may be repeated as desired. Meta-data 
may be added, removed, completely overhauled, etc. Each 
change may produce a different set of games for each person. 
[0075] Game selection softWare is then con?gured to 
select recommended games from a set of available games 
(e.g., to a casino) using the personal game selection infor 
mation for a person (64). In one embodiment, the recom 
mended game selection softWare includes a) selection cri 
teria that use the meta-data from 62 and b) personal game 
selection information for multiple people. The selection 
criteria permit designers and casinos to tailor the selection 
process by adding Weights and controlling the relative 
contributions of different meta-data. For example, game 
genre (one particular meta-data) may be given a Weight of l 
on a scale from 0 to 1, While number of paylines (another 
particular meta-data) receives a Weight of 0.1. The Weights 
thus affect the relative relevance of meta-data according to 
individual personal game selection information for any 
person. In the example, a personal survey may have indi 
cated a strong preference to game genres, but indifference 
toWards the number of paylines in a game. Further descrip 
tion of the game selection softWare and rules engine design 
is provided beloW. 
[0076] Personal game selection information for one or 
more people is then obtained (66). As mentioned above, 
personal information may come from demographic sources, 
marketing information, one or more casinos and gaming 
establishments, prior game interaction, combinations 
thereof, etc. In one embodiment, personal game selection 
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information includes personal information and/or historical 
game play data. Such personal information may include a 
person’s age, current residence, country of origin, favorite 
TV shoW, favorite actor, favorite movie, preferred movie 
genres (e.g., horror, comedy, etc.), preferred sport, favorite 
sports team, hobbies and interests (e.g., hunting or snoW 
boarding), preferred vacation destination, education level, 
annual income, sex (lVI/F), occupation, marital status, num 
ber of children, favorite game, preferred game type (multiple 
paylines, etc.), preferred card game, favorite video game, 
favorite slot game, preferred traditional reel game, favorite 
poker game, social preferences and recreations, preferred 
music, and favorite musician, for example. This list only 
includes one of each of the items (e.g., a favorite sport), it 
is understood that a person may have multiple inputs for 
each item (e.g., preferred sports), such as three preferred 
sports or three favorite movies or actors. This list is not 
meant to be exhaustive and other personal information is 
suitable for use herein. 

[0077] Personal game selection information may be 
obtained by a personal questionnaire ?lled out by a person, 
e.g., When signing up for a room at a casino/hotel. Such a 
questionnaire may be designed to produce information use 
ful for the present invention, or not. For example, the 
personal questionnaire may include questions that the hotel 
uses for quality service. Useful information from a ques 
tionnaire may include one or more of the items listed above. 

[0078] Historical game play data may include any data and 
information relating to the interaction betWeen a person and 
a gaming machine, such as information gained via a player 
tracking card. Player tracking systems are one source for 
historical game play information. By inserting their player 
tracking card into a gaming machine, the person alloWs the 
gaming machine to identify the person and start collecting 
information related to interaction betWeen the player and 
gaming machine. Such information may include Wager 
denominations, Wagering patterns in games that offer mul 
tiple paylines, times of day in Which the person played, What 
games Were played, durations of play, What bonus games 
Were played, What progressive games Were played, time on 
device, coin in, volatility of games played, amount Won, siZe 
of Wins, gaming machines played on (does the player have 
a preferred machine?), number of large Wins aWarded in a 
given game session, etc. 
[0079] The personal information may be initially collected 
via one or more means (surveys, etc.) and/or updated based 
on neW information (game history). The neW information 
may include historical game play data gained via player 
tracking card, information shared by other casinos and 
sources after a person’s identity has been established, etc. 
[0080] Information may also be gathered for numerous 
people at a single time. For example, attendees at a Science 
Fiction convention or a trade shoW in Las Vegas may receive 
complimentary game play cards When they attend the con 
ference and/or stay at a particular hotel/casino. In this case, 
a casino already knoWs enough information for each 
attendee (they like Science Fiction) to recommend Science 
Fiction games to them; and the complimentary game play 
cards may be player tracking cards that identify the person 
and present one or more Science Fiction games on a gaming 
machine When the person attempts to redeem the free credits 
provided on the complimentary card. Additional personal 
game selection information for the person may be gained 
When the person booked their room (e.g., age, sex (lVI/F), 


















