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(57) ABSTRACT 

A method and system of screening a player for a gaming 
opportunity, including obtaining disparate data of a player 
from a plurality of data sources, Weighting the player data 
based on at least one business rule, and applying the Weighted 
player data to at least one decision model to generate at least 
one composite score indicative of a scale of eligibility of the 
player for the gaming opportunity. 
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AUTOMATED METHOD AND SYSTEM FOR A 
GAMING OPPORTUNITY 

[0001] This application claims the bene?t of US. Provi 
sional Application Ser. No. 60/907,825, ?led on Apr. 18, 
2007, Which is expressly incorporated by reference herein. 

RELATED APPLICATIONS 

[0002] This application is related to US. patent application 
Ser. Nos. [Attorney Docket Nos. 068042-5003 and 068042 
5004], Which also claim the bene?t ofU.S. Provisional Appli 
cation Ser. No. 60/907,825. 

FIELD OF THE INVENTION 

[0003] The present invention relates to a method and sys 
tem for electronic gaming, and in particular, to multiple juris 
diction electronic gaming With remote access capability. 

DISCUSSION OF THE RELATED ART 

[0004] Over the span of a feW short years, advancements in 
computer netWorks and communication technology have 
bridged the physical gap betWeen users. In particular, the 
Internet has gone from a highly specialiZed quasi-public com 
puter netWork used by a relatively narroW group of individu 
als and institutions to a broadly based WorldWide Web that 
touches upon the daily lives of hundreds of millions, if not 
billions, of individuals, businesses and other entities across 
the globe. The explosive groWth of the Internet has brought 
With it an equally expansive groWth of its use for exchanging 
and sharing information, providing services and conducting 
commercial or business transactions. Business transactions 
conducted over the Internet provide individuals across the 
World the ability to shop for a Wide variety of goods and 
services, offered by countless different businesses and com 
mercial operations, merely through the use of a personal 
computer connected to the Internet by Way of a standard 
modem. The Internet, and to a lesser extent intranet local area 
netWorks, have caused rapid groWth in the desire for various 
online gaming opportunities, from role playing games 
(RPGs) in expansive virtual Worlds to competitive games 
pitting one player against another. 
[0005] Gambling in the US. is controlled by federal and 
state laWs and regulations. Most countries throughout the 
World also have regulations restricting gambling. Despite 
strict and heavy laWs and regulations, there are noW at least 38 
states With card rooms. California, for example, has approxi 
mately 100 facilities With card tables. Gaming facilities are 
also introducing electronic card game tables. The electronic 
tables alloW for electronic interaction betWeen the house and 
the players as Well as electronic interaction betWeen players. 
[0006] As brie?y discussed above, gambling is a highly 
regulated activity, as most governmental jurisdictions 
throughout the World believe that, if not controlled, it can 
have detrimental effects on society. The gating factor for 
many regulators is the degree of skill involved in the game. 
Where less skill is required, (i.e., more chance than skill), 
such as With a Wheel of fortune, regulators generally feel more 
restriction is required. Where more player skill is required to 
participate, regulators, though cautious, are relatively less 
stringent. In many jurisdictions, most card games are consid 
ered games of skill, not chance. 

Oct. 23, 2008 

[0007] In California, a card gaming facility may charge a 
fee for use of the table, but may not take a percentage of a pot. 
Accordingly, in order to maximiZe pro?ts, gaming facilities 
attempt to maximiZe the number of players participating in 
the game. This strategy generally holds true in other jurisdic 
tions as Well. With revenues tied to the number of players, 
facilities need Ways to enable players to play even When 
enough players are not physically present in the facility. 
Therefore, With the increased usage of the Internet, and With 
the advent of sophisticated LAN (i.e., local area netWork) or 
WAN (i.e., Wide area netWork) Intranets, the advantages of 
providing an e?icient, reliable and secure method for a gam 
ing facility to alloW players to participate in a card game, 
locally or via remote access, may be desirable to increase the 
number of players, thereby potentially increasing house prof 
its. Moreover, because such a system Would not require the 
player to be present at the card table, the player may be 
elseWhere, perhaps eating a meal, enjoying a shoW, relaxing 
in another lounge, etc., thereby increasing play time and 
player enjoyment. 
[0008] Online gaming With gambling elements, hoWever, 
requires strict and accurate Ways to verify players’ credit, the 
types of games they can play, and especially their eligibility to 
playimany times based on player age and location. Because 
of the highly regulated environment and eligibility rules that 
vary from jurisdiction to jurisdiction, a need exists for a 
secure, timely, dynamic credit checking, age veri?cation, 
location veri?cation, account establishment system that 
detects ineligible players While minimiZing the risk of losing 
an eligible player and maximiZes use of the many variables 
that come into play When evaluating potential players coming 
from multiple jurisdictions, ages, backgrounds, experience 
levels and the like. 

SUMMARY OF THE INVENTION 

[0009] Accordingly, the present invention is directed to a 
method and system for electronic gaming, and in particular, to 
multiple jurisdiction electronic gaming With remote access 
capability. 
[0010] Embodiments of the invention provide a system and 
methods for online gaming of card games and other games of 
skill, With players able to play With each other While located 
in one or more locations in one or more gaming jurisdictions. 
The present invention provides a system and method for 
online gaming for players physically located in one or more 
locations and/ or Within one or more gaming jurisdictions via 
an Intranet or the Internet. Exemplary embodiments include 
applying the system and method of the present invention to 
electronic card games, such as poker, pai goW, blackjack, and 
the like. The system can also be applied to other games of skill 
Without departing from the scope of the invention. 
[0011] One exemplary embodiment includes a system and 
method for a gaming facility to evaluate a card player user in 
order to facilitate a “cost of annoyance” informed decision as 
to Whether the facility Will alloW the player to establish a 
player’s account or participate in gaming activities at a par 
ticular point in time. The decision may be based on dynamic 
house Weighting factors including, for example, the locale of 
the facility, the applicable jurisdictional rules and regulations, 
the player’s age, the player’s history, at least one of the play 
er’s credit ratings, the time of day, the proposed period of play, 
and the like. According to exemplary embodiments of the 
invention, a gaming facility may have an automated credit 
checking system that calculates a cost of annoyance calcula 
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tion for prospective players, thereby preventing the loss of 
preferred players due to false credit reports, errors, oversights 
and the like. Depending on the classi?cation of the player, a 
player may be restricted to a particular play methodology 
(rules) and strategy, or provided strategic coaching. 
[0012] The invention reduces the manual processing used 
to establish eligibility, thereby reducing processing costs, 
provides more accurate results by increasing the number of 
factors considered in determining eligibility, minimiZes 
adverse effects from false positive and negative results, and 
alloWs for re?nements in player classi?cation that may result 
in restrictions in activity (e.g., enforced strategy) and/or pro 
vision of assistance (i.e., coaching) rather than simply deny 
ing service to the player. 
[0013] To achieve these and other advantages in accor 
dance With the purpose of the present invention, as embodied 
and broadly described, a method of screening a player for a 
gaming opportunity includes the steps of obtaining disparate 
data of a player from a plurality of data sources, Weighting the 
player data based on at least one business rule, and applying 
the Weighted player data to at least one decision model to 
generate at least one composite score indicative of a scale of 
eligibility of the player for the gaming opportunity. 
[0014] In another aspect, a system for screening a player for 
a gaming opportunity includes a server con?gured to com 
municate With a player device, the server including a data 
collection module to obtain disparate data of the player from 
a plurality of data sources, a rules module to Weight the player 
data based on at least one business rule, and a decision module 
to apply the Weighted player data to at least one decision 
model to generate at least one composite score indicative of a 
scale of eligibility of the player for the gaming opportunity. 
[0015] In yet another aspect, a computer program product 
comprising computer readable medium having stored thereon 
computer executable instructions that, When executed on a 
computer, causes the computer to perform a method of 
screening a player for a gaming opportunity includes the steps 
of obtaining disparate data of a player from a plurality of data 
sources, Weighting the player data based on at least one busi 
ness rule, and applying the Weighted player data to at least one 
decision model to generate at least one composite score 
indicative of a scale of eligibility of the player for the gaming 
opportunity. 
[0016] It is to be understood that both the foregoing general 
description and the folloWing detailed description are exem 
plary and explanatory and are intended to provide further 
explanation of the invention as claimed. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0017] The accompanying draWings, Which are included to 
provide a further understanding of the invention and are 
incorporated in and constitute a part of this speci?cation, 
illustrate embodiments of the invention and, together With the 
description, serve to explain the principles of the invention. In 
the draWings: 
[0018] FIG. 1 illustrates an exemplary system architecture 
of the present invention; 
[0019] FIG. 2 illustrates an exemplary embodiment of the 
process for opening a neW account in accordance With the 
present invention; 
[0020] FIG. 3 illustrates an exemplary embodiment of an 
account veri?cation process in accordance With the present 
invention; 
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[0021] FIG. 4 illustrates an exemplary embodiment of an 
account veri?cation process incorporating a manual screen 
ing in accordance With the present invention; 
[0022] FIG. 5 illustrates an exemplary embodiment that 
determines jurisdictional requirements and screens players 
against determined juri sdictional requirements in accordance 
With the present invention; 
[0023] FIG. 6 illustrates an exemplary embodiment using 
business rules to screen players in accordance With the 
present invention; 
[0024] FIGS. 7A and 7B illustrate an exemplary embodi 
ment using a composite score to determine eligibility in 
accordance With the present invention; 
[0025] FIG. 8 illustrates an exemplary embodiment that 
calculates a cost of annoyance in accordance With the present 
invention; 
[0026] FIG. 9 illustrates an exemplary embodiment for 
gaining access to a gaming system in accordance With the 
present invention; 
[0027] FIG. 10 illustrates an exemplary embodiment of a 
more detailed vieW of a sign-on process in accordance With 
the present invention; 
[0028] FIG. 11 illustrates an exemplary embodiment alloW 
ing a player to “bank” a game in accordance With the present 
invention; 
[0029] FIG. 12 illustrates an exemplary embodiment pro 
viding automated coaching tips to players in accordance With 
the present invention; 
[0030] FIG. 13 illustrates an exemplary embodiment that 
determines Whether a player is eligible for automated play in 
accordance With the present invention; and 
[0031] FIG. 14 illustrates an embodiment alloWing auto 
mated player play in accordance With the present invention. 

DETAILED DESCRIPTION OF THE 
EMBODIMENTS 

[0032] Reference Will noW be made in detail to the exem 
plary embodiments of the present invention, examples of 
Which are illustrated in the accompanying draWings. 
[0033] The present invention is directed to a method and 
system for electronic gaming, and in particular, to multiple 
jurisdiction electronic gaming With remote access capability. 
In accordance With the present invention, a system and meth 
ods for providing automated account veri?cation and 
approval, automated and manual player eligibility screening, 
automated jurisdictional regulatory compliance, automated 
player strategy enforcement and automated player coaching 
for online card games are disclosed. 
[0034] System Architecture 
[0035] FIG. 1 illustrates an example of system architecture 
in accordance With the present invention. Through a data 
communications netWork (100), such as connections to the 
Internet and/ or through connections to LAN or WAN intra 
nets, multiple players may participate in a gaming opportu 
nity, such as a card game, locally or via remote access. The 
data communications netWork, such as a connection to the 
Internet and/or Intranet, for example, can be secure or non 
secure. In the embodiment shoWn, players in multiple juris 
dictions and multiple locations Within jurisdictions are con 
nected to each other via a data communications channel. By 
alloWing electronic access to a gaming opportunity, such as a 
card game, for example, players may play in multiple games, 
thereby increasing play time, player enjoyment, and gaming 
facility house revenue. 
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[0036] Screening and/or play may be coordinated through 
one or more servers (102) in a gaming center (120). The 
servers (102) may include one or more database servers, 
application servers, and Web servers (not shoWn). The one or 
more servers (102) may be centralized With all functions and 
data consolidated Within the gaming center (120). The one or 
more servers (102) may be centraliZed in one location or may 
be on a distributed platform. Other server con?gurations may 
be used Without departing from the scope of the invention. 
The gaming center (120) in accordance With the present 
invention may also have a call center (104). 

[0037] The system in accordance With the present invention 
includes at least one gaming device through Which a player 
gains access to a gaming opportunity. For example, a gaming 
device may be computer (106), player device (108), or por 
table gaming device (110). HoWever, other electronic devices 
may be used Without departing from the scope of the present 
invention. For example, players may play on a computer 
(106), such as a personal computer (PC), a player device 
(108), such as an electronic gaming table or gaming kiosk, or 
a portable gaming device (110), such as a mobile phone or 
personal digital assistant (PDA). Other electronic device that 
can connect to the data communications netWork (100) may 
be used Without departing from the scope of the invention. As 
used herein, these devices are collectively referred to as 
player devices. A player device may connect to the one or 
more servers (102) via Internet, Intranet, LAN, WAN, peer 
to-peer, telephone, Wireless connections, such as satellite, 
cellular, Wi-?, and bluetooth, or other communication chan 
nels including other interface devices Without departing from 
the scope of the invention. Accordingly, players may be 
physically located in different gaming jurisdictions (112, 
114, 116) but still be connected to each other remotely. Play 
ers may play on gaming terminals that are physically con 
nected to each other. Other embodiments of the invention may 
be used to provide a system and method for online gaming of 
card game players desiring to play With each other While 
located in one or more gaming jurisdictions. The system 
architecture shoWn in FIG. 1 is exemplary only and is not 
intended to be limited to What is shoWn. 

[0038] NeW Account Generation 
[0039] FIG. 2 illustrates an exemplary embodiment of the 
process for opening a neW account in accordance With the 
present invention. In the embodiment shoWn, the player com 
pletes a neW account application (202). The server(s) (102) 
then checks the application for valid player data entries (204). 
Examples of valid entry checks include (a) ensuring that 
entries have been made in all required ?elds, (b) ensuring that 
the contents of a ?eld is in the proper format (e.g., e-mail 
address contains text With no spaces, folloWed by an “@” 
character, folloWed by text With no spaces, folloWed by a 
period, folloWed by text With no spaces), and (c) verifying the 
data entered using an independent source (e.g., address is 
veri?ed using a U.S. Postal Service database). The applica 
tion is then screened by one or more applicable eligibility 
algorithms (206). Eligibility algorithms include, but are not 
limited to, checking jurisdictional eligibility, age eligibility, 
regulatory or player exclusion lists, and credit eligibility. In 
other embodiments, players may also be screened for eligi 
bility based on player skill level, and/or any history of using 
impermissible playing methods (e. g., counting cards). 
[0040] In the embodiment shoWn, an application that has 
passed the eligibility algorithm screening (206) is then 
screened by a cost of annoyance algorithm (208). An exem 
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plary embodiment of the cost of annoyance algorithm is 
described beloW in reference to FIGS. 7A and 7B. If the neW 
account application passes the annoyance algorithm screen 
ing (208), the neW account application is checked for com 
pliance With house rules (210). Non-limiting examples of 
house rules include screening for a minimum cost of annoy 
ance score separately or in combination With other eligibility 
scores, Which are described in detail beloW. Other house rules 
may be used, and may vary from establishment to establish 
ment. For instance, a player may be ruled out based solely on 
the fact that data entered in the application Was proved false 
through a third party data veri?cation process. Once the appli 
cation is found to be in compliance With house rules, the 
application is accepted (212). 
[0041] In an alternative exemplary embodiment shoWn in 
FIG. 2, the system of the present invention alloWs for manual 
revieWs any time an application does not pass an automated 
screening. For example, if the application fails the eligibility 
algorithm screening (206), the application is submitted for 
manual revieW (214). The application may be screened by a 
manual revieWer for potential subjective criteria that may not 
have been appreciated by the algorithm screening process 
(i.e., 206, 208). Upon manual revieW, the application may 
then be accepted (212) or rejected (218). LikeWise, if the 
application is found not to comply With house rules, it may be 
manually revieWed (214). The manual revieWer then decides 
Whether to accept the application (212) or reject the applica 
tion (218). 
[0042] Account Veri?cation 
[0043] FIG. 3 illustrates an exemplary embodiment of an 
account veri?cation process in accordance With the present 
invention. In the embodiment shoWn, the system of the 
present invention determines Whether a player is a neW player 
on the system or a returning player (302). NeW players are 
invited to open a neW account (304). The system prompts the 
neW player for player-speci?c information, for example, 
through the neW account application process as described 
above in reference to FIG. 2 and/or submission of documen 
tation, such as copies of government identi?cation and money 
transfer information. Other data may also be used Without 
departing from the scope of this invention. If the player is an 
existing player, the player is prompted to verify player data by 
providing personal information attributable only to the 
player, such as passWords, the correct ansWer or ansWers to 
personal information questions, biometric data, and the like 
(306). 
[0044] Once an existing player veri?es player data (306) or 
a neW player completes a neW account application (304) and 
is approved, the player is automatically screened for compli 
ance With system-determined criteria (308). Non-limiting 
examples of data used to screen the player for compliance 
With system-determined criteria include credit reports, IP 
address of the player device used to request a session or neW 
application, the ID of the player device used, gaming facility 
databases, reverse email directories, and public records. 
Other information may be required and/or provided Without 
departing from the scope of the present invention. Examples 
of screening criteria include, but are not limited to, location, 
age, credit score, and Whether the player provides the correct 
ansWer or ansWers to personal information questions. 

[0045] Screening may also include the collection of non 
intrusive data. Examples of non-intrusive data include credit 
reports, information from public records, the IP address from 
Which the account request originated, the ID of the player 
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device from Which the account request Was sent, the system’s 
internal database or history, and reverse email directories. 
The player’s Media Access Control (MAC) address or device 
serial number may also be used. A MAC address is assigned 
by a manufacturer for uniquely identifying a particular physi 
cal netWork intemet card used by a computer or electronic 
device to access the Internet or Intranet. Existing databases 
may be used to ascertain a country in Which the device Was 
purchased to a certain degree of accuracy to help screen out 
ineligible players located in foreign countries. Similarly, a 
computer’s serial number may be requested as part of the neW 
player application process, and may be obtained indepen 
dently by the screening application. The serial number may 
be looked up in a database to verify a player’s location and/or 
identify stolen player accounts. 
[0046] If the player does not pass the automatic screening, 
the player account is manually screened (310). Manual 
screening is discussed in further detail beloW With reference 
to FIG. 4. Accounts that pass automatic screening are also 
randomly selected for manual screening (312). If a manually 
screened account fails, the account data is sent to a declined 
account feedback module (314) and the player account is 
denied (316). If an account passes screening, manual or auto 
matic, the account data is sent to an accepted account feed 
back module (318) and the account is accepted (320). The 
embodiment described is exemplary only, and the invention is 
not intended to be limited to What is shoWn. For example, in 
other embodiments, screening may be only partially auto 
matic, or entirely manual. 
[0047] FIG. 4 illustrates an exemplary embodiment of an 
account veri?cation process incorporating a manual screen 
ing in accordance With the present invention. In this embodi 
ment, if the account or account application fails to meet one or 
more account criteria (e.g., the eligibility or the annoyance 
algorithm criteria), the account or application is manually 
revieWed. A gaming facility may choose to reject a player 
Without manual screening depending on the results of the 
automatic screening (e.g., the composite score is above a 
particular threshold or the cost of annoyance is beloW a par 
ticular threshold). An account that passes automatic screen 
ing may also be randomly selected for manual screening. 
[0048] In the embodiment shoWn, a score is received (402) 
and an account is evaluated to determine Whether manual 
revieW is desired (404). Manual revieW may require live 
player contact, With the player being asked to submit to a 
manual revieW (406). If the player refuses a manual revieW, 
the account is rejected and service is refused (408). If the 
player accepts, the documents provided to shoW player age 
and location eligibility are manually revieWed (410). If the 
player age and location information meet system criteria, the 
manual revieWer approves the transaction (412). If the appli 
cation fails the document only manual screening, the appli 
cation may undergo manual information veri?cation screen 
ing (414). The gaming facility may determine the Weight 
given to this manual revieW. In this screening, the manual 
revieWer performs a more detailed revieW of the account 
application information and has the ability to modify the data 
entered by the automatic screening process. Fields in the 
manually screened application may be changed, updated, or 
augmented. Manual information veri?cation screening (414) 
includes consideration of one or more of a player’s oral argu 
ments for Why he or she should be eligible, manually col 
lected additional information (e.g., applicant’s current 
employment), the player’s reputation among other establish 
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ments (e. g., player skill level, use of prohibited play method 
ologies, public behavior, the number of other players the 
player may attract), and individual judgment as to the player’s 
Worthiness. Manual information veri?cation screening (414) 
may be performed by one or more people experienced in 
gaming facility operations, marketing or consumer credit. It 
may also involve revieWing of all of the pieces of information 
thus far collected on a player (and sometimes requesting 
additional information like current bank statements), to deter 
mine Whether the player is eligible. 
[0049] If the player fails manual information veri?cation 
screening (414), the application or account is declined and 
service is refused (408). If the application passes the manual 
information veri?cation, the system checks to see if data Was 
modi?ed (416). If data Was modi?ed, the manually screened 
application is placed back into the automated screening pro 
cess (418). If no data Was modi?ed, the transaction is alloWed 
(412). As a ?nal step, Whether the account is alloWed or 
rejected, the screening results are input into a model feedback 
process (420). The embodiment shoWn is exemplary only. For 
example, in other embodiments, the house may choose 
Whether to accept or rej ect an account even if it passes manual 
screening. In other embodiments, accounts may be selected 
for the manual veri?cation process Without regard to the 
score. This can be used to validate the results of and provide 
feedback to automated processes. 

[0050] Jurisdictional Screening 
[0051] FIG. 5 illustrates an exemplary embodiment in 
accordance With the present invention Where jurisdictional 
requirements are determined and players are screened against 
the determined jurisdictional requirements. In the embodi 
ment shoWn, each of the screening requirements must be 
satis?ed or the player request is denied, and the request and 
reason for denying the request are logged. HoWever, other 
variations may be implemented Without departing from the 
scope of the present invention. 
[0052] As shoWn in the exemplary embodiment of FIG. 5, 
When a player requests entry (502), the system checks to see 
if the player has an account (504). If the player account exists, 
the system checks to see if the player is in an authoriZed 
jurisdiction (506). The criteria for an authoriZed jurisdiction 
may be determined based on the location of the gaming center 
(120). If the player is in an authorized jurisdiction, the system 
of the present invention checks to see if the player is in an 
authoriZed location Within the jurisdiction (508). The system 
also checks to see if the player is utiliZing an authoriZed 
device for accessing the system (510). AuthoriZed devices 
may vary from jurisdiction to jurisdiction. Non-limiting 
examples of authorized locations may include a gaming facil 
ity, retail outlet, or even a home. Players may play on a 
computer, an electronic gaming table, kiosk, a portable gam 
ing device, or any other electronic device that can connect to 
a data communication netWork. Other non-limiting examples 
of gaming devices include personal digital assistants (PDAs) 
and mobile phones. The player device may connect to the 
server via Internet, Intranet, LAN, WAN, satellite, telephone, 
or other communication channels or interface devices. 

[0053] As discussed above, some non-limiting examples of 
information the system of the present invention may use to 
determine if the player meets jurisdictional requirements 
include, but are not limited to, (a) the IP address from Which 
the account request originated, (b) the ID of the player device 
from Which the account request Was sent, (c) the system’s 
internal database or history, and (d) reverse email directories. 


















