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Disclosed are gaming machines, including related methods, 
apparatus, and systems, including computer program prod 
ucts, implementing and using techniques for players of 
Wagering games to ?nd friends in a gaming environment. 
Player identi?cation information identi?es a ?rst player of a 
?rst gaming device con?gured to play a game of chance. One 
or more friend-?nding criteria associated With the identi?ed 
?rst player are retrieved from a storage medium. A second 
player is identi?ed as a friend or a friend candidate of the ?rst 
player based on the retrieved friend-?nding criteria. A loca 
tion associated With the second player is identi?ed as being in 
a designated area of the gaming environment. Output data 
indicating the identi?ed second player is provided. 
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METHOD AND APPARATUS FOR PLAYERS 
OF WAGERING GAMES TO FIND FRIENDS 

IN A GAMING ENVIRONMENT 

FIELD OF THE INVENTION 

[0001] The present invention relates to Wagering games and 
machines, such as slot machines and video poker machines, 
and gaming networks. More particularly, the present inven 
tion relates to methods and apparatus for players of Wagering 
games to identify, locate, and communicate With friends and 
potential friends in a gaming environment such as a casino. 

BACKGROUND OF THE INVENTION 

[0002] Gaming in the United States is divided into Class I, 
Class II and Class III games. Class I gaming includes social 
games played for minimal prizes, or traditional ceremonial 
games. Class II gaming includes bingo games, pull tab games 
if played in the same location as bingo games, lotto, punch 
boards, tip jars, instant bingo, and other games similar to 
bingo. Class III gaming includes any game that is not a Class 
I or Class II game, such as a Wagering game typically offered 
in non-Indian, state-regulated casinos. Many games of 
chance that are played on gaming machines fall into the Class 
II and Class III categories of games. 
[0003] As technology in the gaming industry progresses, 
the traditional mechanically driven reel slot machines are 
being replaced With electronic counterparts, that is, electronic 
gaming machines having video displays based on CRT, LCD, 
plasma, or the like. Electronic gaming machines such as video 
slot machines and video poker machines are becoming 
increasingly popular. Part of the reason for their increased 
popularity is the nearly endless variety of games that can be 
made available for play on a single gaming machine. 
Advancements in video and electronic gaming enable the 
operation of more complex games that Would not otherWise 
be possible on mechanical-driven gaming machines or per 
sonal computers. 
[0004] Various games, particularly the Class II and Class III 
categories of games, can be implemented as server-based 
games in a server-client system. In a server-based gaming 
arrangement, a gaming server serves multiple gaming 
machines as clients. For example, a casino can include a 
plurality of gaming machines located on the game ?oor, and 
a connected gaming server located in a back room of the 
casino. Generally, the games and capabilities of a gaming 
machine depend on the central server. Games can be doWn 
loaded from the central server to the gaming machines for 
execution, for instance, When initiated by casino operations 
management. Alternatively, the central server can execute the 
games and output game data to the gaming machines. 
[0005] To enhance the gaming experience, there are a num 
ber of peripheral components/devices that can be connected 
to a gaming machine such as a slot machine or video poker 
machine. Examples of these devices include player tracking 
units, lights, ticket printers, card readers, speakers, bill accep 
tors/validators, ticket readers, coin acceptors, display panels, 
key pads, coin hoppers and button pads. These peripheral 
devices are built into the gaming machine or otherWise 
attached to the gaming machine. For instance, a top box is 
often constructed as a separate component on top of the 
gaming machine. 
[0006] Typically, using a master gaming controller, a gam 
ing machine controls various combinations of devices that 
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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 an indicia of credit into the gaming machine, 
indicate a Wager amount, and initiate game play. These steps 
require the gaming machine to control input devices, such as 
bill acceptors/validators and coin acceptors, to accept money 
into the gaming machine and recogniZe user inputs from 
devices, including key pads, button pads, card readers, and 
ticket readers, to determine the Wager amount, and initiate 
game play. 
[0007] After game play has been initiated, the gaming 
machine determines a game outcome, presents the game out 
come 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 lights, music, sounds and graphics. The 
visual and audio components of the game outcome presenta 
tion may be used to draW a player’s attention to various game 
features and to heighten the player’s interest in additional 
game play. 
[0008] Maintaining a game player’s interest in game play, 
such as on a gaming machine or during other gaming activi 
ties, is an important consideration for an operator of a gaming 
establishment. More and more gaming services are being 
provided to gaming machines to maintain player interest. 
These services can be offered via communication netWorks 
that link groups of gaming machines to a remote computer, 
such as a host server, that provides one or more gaming 
services. As an example, gaming services that may be pro 
vided by a remote computer to a gaming machine via a com 
munication netWork of some type include player tracking, 
accounting, cashless aWard ticketing, lottery, progressive 
games, and bonus games or prizes. These services and fea 
tures are provided in addition to the games that are available 
for play on the gaming machines. 
[0009] Player tracking programs are often offered by a 
particular gaming establishment to provide reWards to players 
that typically correspond to the player’s level of patronage, 
for example, to the player’s playing frequency and/or total 
amount of game plays at the particular gaming establishment. 
Player tracking reWards may be free meals, free lodging and/ 
or free entertainment. These reWards may help to sustain a 
game player’s interest in additional game play during a visit to 
a gaming establishment and may entice a player to visit a 
gaming establishment to partake in various gaming activities. 
[0010] In general, player tracking programs may be applied 
to any game of chance offered at a gaming establishment. In 
particular, player tracking programs are very popular With 
players of mechanical slot gaming machines and video slot 
gaming machines. In a gaming machine, a player tracking 
program is implemented using a player tracking unit installed 
in the gaming machine and in communication With a remote 
player tracking server. 
[0011] Due to their increasing popularity, player tracking 
cards and player tracking programs have essentially become 
the de facto marketing method of doing business at casinos. 
As suggested above, a player’s incentive for using the player 
tracking services is aWards provided by the gaming machine 
operator (e.g., the casino). Some incentives of a casino for 
providing player tracking services are to generate “brand” 
loyalty, gather valuable information that may be used for 
marketing and provide better customer services. This is due to 
the fact that the programs alloW a casino to identify and 
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reward customers based upon their previous game play his 
tory. In particular, a goal of the casinos is to identify and then 
to provide a higher level of service to certain groups of players 
identi?ed as especially valuable to the casinos. 
[0012] Generally, a player signs up With a casino to partici 
pate in their player tracking and reWard program. By signing 
up, the casino learns the identity of the player. The casino 
generates a player ?le With Which the player’s identity is 
associated. The casino then tracks the player’s play of its 
games in order to determine When and if the player is entitled 
to a reWard. 

[0013] In order to track the player’s play, the casino may 
offer the player a player tracking card. This card has infor 
mation associated With it, such as a unique player number. 
This player number is also associated With the generated ?le 
for that player. When the player Wishes to play a game, the 
player utiliZes a card reader located at the casino’s gaming 
device to read their player card. The player or other identi? 
cation number is transmitted to a computer Which accesses 
the player’s ?le. Information regarding the player’s activities, 
such as number of games played, amounts Wagered or Won, 
are transmitted from the gaming machine to the computer. 
This information is utiliZed to update the player’s ?le With 
play or reWard information. 
[0014] Commonly, activities of a player are associated With 
points. The points are assigned based on the player’s activi 
ties. For example, a player may be aWarded a point for each 
dollar Which is Wagered. The Wager information may be used 
to generate reWard points. Over time, the player’s ?le is 
updated to re?ect accrued reWard points. When a player has 
engaged in a certain level or volume of play, such as evi 
denced by a number of points accrued, then the player may be 
entitled to a reWard. A player may travel to a central station 
Where the player may check their point total. The player may 
also compare their point total to the number of points neces 
sary for particular aWards. These aWards may comprise goods 
or services, such as free or discounted food, lodging and other 
aWards. 
[0015] This type of system has the advantage that the player 
is reWarded for the loyalty of play at a particular casino. Such 
a reWard is based upon the player’s frequency or volume of 
play, and is apart from any Winnings Which the player may 
have received as a result of playing individual instances of a 
game or gaming machine. The casino bene?ts by having 
players return to their property to play their games. 
[0016] Casinos have a de?ned customer base, a signi?cant 
portion of Which includes players participating in casino 
player tracking and reWard programs. This customer base can 
generally be vieWed as regular patrons of the casino. Indi 
viduals in this group of patrons may desire to associate With 
others in the group because they have the same or similar level 
of interest in Wagering activities. For instance, a group of 
players may frequent the same table game, such as a poker 
table, in Casino A on Friday nights. These players may have 
met at the table, a nearby sports bar, a bonus or promotional 
event, or knoWn each other from other life experiences. 
Regardless of hoW they met, they simply enjoy being in the 
same casino and participating in Wagering activities together. 
[0017] Indeed, many casino patrons enjoy meeting existing 
and neW friends at the casino to share in fun activities. HoW 
ever, it is becoming increasingly di?icult for these players to 
?nd each other. This dif?culty is often attributable to the large 
siZe, complex layout, and croWds of modern casinos. For 
instance, modern casinos often have multiple levels packed 
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With various gaming devices, restaurants, bars, advertisement 
and promotion apparatus, and large numbers of people. These 
and other elements contribute to impaired vieWs, limited 
motion, and noise pollution, thus making it dif?cult for indi 
vidual players to seek out and speak With other players. Thus, 
?nding and communicating With friends in a casino has 
become cumbersome. 
[0018] These di?iculties only Worsen as casinos continue to 
groW in siZe and complexity, and attract more patrons. When 
such a casino is croWded, for example, during peak gaming 
hours, players frustrated from loud noise and hindered move 
ment may decide it is not Worth the trouble to navigate the 
casino to ?nd their friends. For instance, a group of friends 
arranges to meet at Casino X at 7:30 pm on a Saturday night. 
The group does not designate a particular location in the 
casino, since they often play in the same general area. When 
one or more friends cannot be located, individuals in the 
group may get caught up in the excitement of their oWn 
gaming or be distracted by various casino events. They may 
give up searching for missing friends, Who Were actually in 
the general area at the designated time, and choose to leave 
the casino early out of frustration. 
[0019] In addition, many players desire to meet unknoWn 
players in a casino to make neW friends and acquaintances, 
and thereby expand their social circle. Some players may 
simply be interested in meeting neW buddies to share in gam 
ing activities, While other players are searching for individu 
als to start and develop friendships that could continue out 
side of the casino, such as romantic relationships. HoWever, 
the same siZe, complexity, croWds, and noise pollution prob 
lems associated With modern casinos, as described above, 
similarly frustrate these players, and can defeat the pleasure 
of gaming combined With neW-friend-searching. For 
example, noise pollution from croWds of patrons and can turn 
a simple, “Hello, hoW are you?” into distorted gibberish. 
[0020] Thus, players Who have a passion for gambling and 
other casino activities, and Who Wish to share that passion 
With existing and neW friends, may simply give up on a night 
of casino fun. Each of these players represents lost revenues 
for the gaming establishment and other participating vendors. 

SUMMARY OF THE INVENTION 

[0021] Disclosed are gaming machines, including related 
methods, apparatus, and systems, including computer pro 
gram products, implementing and using techniques for play 
ers of Wagering games to ?nd friends in a gaming environ 
ment. 

[0022] According to one aspect of the present invention, a 
method includes receiving player identi?cation information 
identifying a ?rst player of a ?rst gaming device con?gured to 
play a game of chance. One or more friend-?nding criteria 
associated With the identi?ed ?rst player are retrieved from a 
storage medium. A second player is identi?ed as a friend or a 
friend candidate of the ?rst player based on the retrieved 
friend-?nding criteria. A location associated With the second 
player is identi?ed as being in a designated area of the gaming 
environment. Output data indicating the identi?ed second 
player is provided. 
[0023] In one implementation, identi?cation of the second 
player includes identifying an action associated With the sec 
ond player as occurring Within a designated time frame. In 
one implementation, the friend-?nding criteria includes one 
or more of a buddies list, player tracking information, friend 
?nding player preferences, and data associated With a match 
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ing service accessible over a network. In one implementation, 
the player tracking information includes one or more items 
associated With the ?rst player. The one or more items can 

include games, a type of machine, a status, point information, 
an amount Wagered, log-in information, a time of game play, 
game play history information, and a theoretical Win. In one 
implementation, the friend-?nding player preferences 
include one or more items associated With the ?rst player, 

such as a personal characteristic, a preferred restaurant, a 
sport, a shoW, or a hotel. 

[0024] In one implementation, the method further includes 
receiving a selection indicating desired communications 
betWeen players. A communications path is determined for a 
communications session betWeen the players. The communi 
cations path can be determined in accordance With one or 
more preferences and restrictions. 

[0025] According to another aspect of the present inven 
tion, an apparatus includes an interface coupled to receive 
player identi?cation information identifying a ?rst player of a 
?rst gaming device con?gured to play a game of chance. The 
apparatus further includes a processor coupled to the inter 
face and con?gured to: retrieve from a storage medium one or 
more friend-?nding criteria associated With the identi?ed ?rst 
player; and identify a second player as a friend or a friend 
candidate of the ?rst player based on the retrieved friend 
?nding criteria. A location associated With the second player 
is identi?ed as being in a designated area of the gaming 
environment. Output data indicating the identi?ed second 
player is provided. 
[0026] In one implementation, the interface includes a 
player tracking unit. In one implementation, the apparatus 
further includes a player interface coupled to receive a selec 
tion indicating desired communications betWeen the players. 

[0027] According to yet another aspect of the present 
invention, a system includes a gaming device in communica 
tion With a netWork. The gaming device includes a player 
interface coupled to receive player identi?cation information 
identifying a ?rst player of a ?rst gaming device con?gured to 
play a game of chance. The system further includes a server in 
communication With the netWork. The server includes a net 
Work interface coupled to receive the player identi?cation 
information from the gaming machine over the netWork, and 
a processor coupled to the interface. The processor is con?g 
ured to: retrieve from a storage medium one or more friend 

?nding criteria associated With the identi?ed ?rst player; 
identify a secondplayer as a friend or a friend candidate of the 

?rst player based on the retrieved friend-?nding criteria, 
including identifying a location associated With the second 
player as being in a designated area of the gaming environ 
ment; and provide output data indicating the identi?ed second 
player. 
[0028] All of the foregoing methods and apparatus, along 
With other methods and apparatus of aspects of the present 
invention, may be implemented in softWare, ?rmWare, hard 
Ware and combinations thereof. For example, the methods of 
aspects of the present invention may be implemented by 
computer programs embodied in machine-readable media 
and other products. Also, aspects of the invention may be 
implemented by netWorked gaming machines, game servers 
and other such devices. These and other features and bene?ts 
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of aspects of the invention Will be described in more detail 
beloW With reference to the associated draWings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0029] The invention may best be understood by reference 
to the folloWing description taken in conjunction With the 
accompanying draWings, Which are illustrative of speci?c 
embodiments of the present invention. 
[0030] FIG. 1 shoWs a block diagram of a casino gaming 
environment including systems and apparatus for players of 
Wagering games to ?nd friends, constructed in accordance 
With one embodiment of the present invention. 
[0031] FIG. 2 shoWs a block diagram of a casino gaming 
environment including systems and apparatus for players of 
Wagering games to ?nd friends, constructed in accordance 
With another embodiment of the present invention. 
[0032] FIG. 3 shoWs a block diagram of a system, including 
apparatus and interfaces, to facilitate players ?nding friends 
in a gaming environment, constructed according to one 
embodiment of the present invention. 
[0033] FIG. 4 shoWs a diagram of a table of friend-?nding 
criteria stored for a plurality of players for the purpose of 
?nding friends in a gaming environment, in accordance With 
one embodiment of the present invention. 
[0034] FIG. 5A shoWs a How diagram ofa method 500 for 
players of Wagering games to ?nd friends in a gaming envi 
ronment, performed in accordance With one embodiment of 
the present invention. 
[0035] FIG. 5B shoWs a How diagram ofa method 501 of 
player sign-up and initialiZation for players of Wagering 
games to ?nd friends in a gaming environment, performed in 
accordance With one embodiment of the present invention. 
[0036] FIG. 5C shoWs a How diagram ofa method 502 of 
?nding friends in a gaming environment, performed in accor 
dance With one embodiment of the present invention. 
[0037] FIG. 5D shoWs a How diagram ofa method 503 of 
communicating With friends and friend candidates in a gam 
ing environment, performed in accordance With one embodi 
ment of the present invention. 
[0038] FIG. 6 shoWs a How diagram of a method 505 for 
initialization of player friend-?nding services for players of 
Wagering games to ?nd friends in a gaming environment, 
performed in accordance With one embodiment of the present 
invention. 

[0039] FIG. 7 shoWs a How diagram ofa method 615 for a 
player to select friend-?nding services, performed in accor 
dance With one embodiment of the present invention. 

[0040] FIG. 8 shoWs a How diagram of a method 620 of 
de?ning communications preferences and restrictions for 
security purposes, performed in accordance With one 
embodiment of the present invention. 
[0041] FIGS. 9A and 9B shoW a How diagram of a method 
530 for ?nding friend candidates using designated friend 
?nding services, performed in accordance With one embodi 
ment of the present invention. 
[0042] FIG. 10 shoWs a How diagram of a method 940 for 
identifying friend candidates on external matching service 
sites, such as those publicly available over the Internet, in 
accordance With one embodiment of the present invention. 

[0043] FIG. 11 is a diagram of a gaming machine con 
structed according to one embodiment of the present inven 
tion. 










































