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GAMING DEVICES FOR BIOMETRICALLY 
IDENTIFYING A PLAYER 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application claims the bene?t of US. Provi 
sional Application No. 61/01 9,473, ?led Jan. 7, 2008, Which 
is hereby incorporated by reference. 

COPYRIGHT NOTICE 

[0002] A portion of the disclosure of this patent document 
contains material that is subject to copyright protection. The 
copyright oWner has no objection to the facsimile reproduc 
tion by anyone of the patent document or the patent disclo 
sure, as it appears in the Patent and Trademark Of?ce patent 
?les or records, but otherWise reserves all copyright rights 
Whatsoever. 

FIELD OF EMBODIMENTS 

[0003] The present disclosure relates generally to gaming 
devices, gaming systems, and related methods for player 
identi?cation. 

BACKGROUND 

[0004] Gaming devices and systems have incorporated bio 
metric technology. For example, biometric technology has 
been incorporated into gaming devices to aid in the electronic 
transfer of funds.Additionally, gaming systems use biometric 
technology such as, an anonymous facial recognition system, 
in connection With player bonusing. HoWever, current casino 
gaming systems do not provide a non-invasive biometric 
identi?cation system to ensure age compliance in regulated 
gaming markets. 

SUMMARY 

[0005] Brie?y and in general terms, various embodiments 
are directed toWards devices, systems, and methods involving 
unobtrusive capturing of biometric information. According to 
one method, biometric data is used in connection With enforc 
ing responsible gaming limits. The method includes receiving 
player input for gaming limits on a ?rst biometric input 
device, Wherein the ?rst biometric input device captures bio 
metric data and player input; capturing a ?rst biometric 
sample from the ?rst biometric input device, Wherein captur 
ing of the ?rst biometric sample is undisclosed to the player; 
con?guring a gaming device according to the gaming limits 
set by the player; initiating game play in response to player 
input; obtaining a second biometric sample from the player, 
Wherein capturing of the second biometric sample is undis 
closed to the player; comparing the ?rst and second biometric 
samples; and preventing further game play When game limits 
are reached and the ?rst and second biometric samples are 
matching. 
[0006] In another method, biometric data is used to recon 
?gure a gaming device. The method includes capturing a ?rst 
biometric sample of a player at a ?rst gaming device, Wherein 
capturing of the ?rst biometric sample is undisclosed to the 
player; associating the ?rst biometric sample With game ses 
sion data from a ?rst gaming session; storing the ?rst biomet 
ric sample and the game session data; capturing a second 
biometric sample during a second gaming session at a second 
gaming device, Wherein capturing of the second biometric 
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sample is undisclosed to the player; and recon?guring the 
second gaming device based on the game session data from 
the ?rst gaming session When the second biometric sample 
are matching. 
[0007] In yet another method, biometric data is used for age 
veri?cation of a player. The method includes verifying an age 
of a ?rst player prior to commencing a gaming session on a 
gaming device; obtaining a ?rst biometric sample from the 
?rst player; initiating a gaming session on the gaming device; 
capturing a second biometric sample from a player during the 
gaming session Wherein capturing of the second biometric 
sample is undisclosed to the player; and preventing further 
game play during the gaming session When the second bio 
metric sample does not match the ?rst biometric sample. 
[0008] Another method is directed to using biometric data 
obtained at the gaming device to authoriZe electronic fund 
transfers. The method includes receiving a request for an 
electronic funds transfer at a gaming device from a player; 
capturing a biometric sample from the player; verifying an 
identity of the player based on the captured biometric sample; 
and authorizing the transfer of funds to the gaming device 
once the identity of the player is veri?ed. 
[0009] Yet another method is directed to biometric identi 
?cation. The method includes storing biometric data based 
upon a ?rst biometric scan from a player at a gaming device, 
Wherein capturing of the ?rst biometric sample is undisclosed 
to the player; printing a voucher including data from the ?rst 
biometric scan; obtaining a second biometric scan from the 
player, Wherein capturing of the second biometric sample is 
undisclosed to the player; and determining Whether the ?rst 
and the second biometric scans are matching prior to redeem 
ing the voucher. 
[0010] Another method is directed to presenting a multi 
player game on a single display and using a biometric input 
device to distinguish game pieces for multiple players. The 
method includes presenting a ?rst set of video images of play 
pieces on a single display of a gaming device in response to 
receiving funds from a ?rst player; obtaining a ?rst biometric 
sample from the ?rst player When the ?rst player touches a 
location on the biometric input device that corresponds to the 
location of the video images of the play pieces, Wherein 
obtaining the ?rst biometric sample is undisclosed to the 
player; associating the ?rst biometric sample from the ?rst 
player With the ?rst set of video images of the play pieces; 
receiving input from the ?rst player moving one or more of 
the play pieces on the single display; obtaining a second 
biometric sample When receiving ?rst player input moving 
one or more of the play pieces to a neW location on the single 
display, Wherein obtaining the second biometric sample is 
undisclosed to the player; and alloWing movement of one or 
more of the play pieces to the neW location When the ?rst and 
second biometric samples are matching. 
[0011] In addition to various methods of utiliZing biometric 
data, various gaming devices and gaming systems having a 
biometric input device are disclosed herein. According to one 
embodiment, the gaming device includes a main display for 
presenting a game, a secondary display, and a biometric input 
device overlaying the secondary display. The biometric input 
device obtains a ?ngerprint scan from a player When the 
biometric input device is touched by the player during a 
gaming session. The ?ngerprint scan is undisclosed to the 
player and unobtrusively obtained from the player. The gam 
ing device also includes a processor in communication With 
the biometric input device. The processor determines Whether 
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the same player is present at the gaming device based upon 
?ngerprint scans taken during the gaming session. 
[0012] In another embodiment, the gaming device includes 
a display for presenting a game, a plurality of buttons for 
receiving player input, and a biometric input device posi 
tioned on at least one of the plurality of buttons. The biometric 
input device obtains a ?ngerprint scan from a player when the 
biometric input device is touched by the player during a 
gaming session. The ?ngerprint scan is undisclosed to the 
player and unobtrusively obtained from the player. 
[0013] In yet another embodiment, the gaming device 
includes a video display for presenting a multi-player game 
and video images of game pieces for each player. The gaming 
device also includes a biometric input device overlaying the 
display. The biometric input device obtains a biometric 
sample from a ?rst player of the multi-player game. The 
biometric input device unobtrusively obtains the biometric 
sample from the player. Additionally, the biometric sample is 
undisclosed to the player. The gaming device also includes a 
processor in communication with the display and the biomet 
ric input device. The processor associates the video images of 
the game pieces with the ?rst player based on the biometric 
sample obtained from the ?rst player. The processor also 
tracks the location of the game pieces based on the movement 
and location of biometric sample obtained by the ?rst player. 
[0014] In addition to gaming devices, various gaming sys 
tems are disclosed herein. In one embodiment, the gaming 
system includes a plurality of gaming devices, a gaming 
server, and a biometric server. Each gaming device has a 
biometric input device that unobtrusively obtains a biometric 
scan from a player. The gaming server managers and routes 
messages from the gaming devices and one or more servers. 
The biometric server manages, stores, and routes biometric 
data obtained at the plurality of gaming devices. 
[0015] Furthermore, features of the disclosed embodiments 
will become apparent from the following detailed descrip 
tion, taken in conjunction with the accompanying drawings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0016] FIG. 1 is a front view of one embodiment of a system 
component panel on a gaming device used for player identi 
?cation. 
[0017] FIG. 2 is a block diagram of one embodiment of an 
electronic gaming machine (EGM) and its system compo 
nents. 

[0018] FIG. 3 is a network drawing of the various compo 
nents in one embodiment of a casino gaming system. 
[0019] FIG. 4 is a depiction ofone embodiment ofan EGM 
displaying a responsible gaming message. 
[0020] FIG. 5 is a ?owchart of a player-centric recon?gu 
ration of a gaming device based upon a biometric ?ngerprint 
scan of a player. 

[0021] FIG. 6 is a ?owchart of a responsible gaming system 
being using biometric information obtained from a biometric 
input device. 
[0022] FIG. 7A is a depiction of one embodiment of a 
biometric input device. 
[0023] FIG. 7B is a depiction of a ?ngerprint capturedusing 
the biometric input device of FIG. 7A. 
[0024] FIG. 8 is a drawing of one embodiment of gaming 
system including a wireless gaming device having a biomet 
ric touch screen and an associated biometric identi?cation 
server/database. 
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[0025] FIG. 9 is a drawing of another embodiment of a 
gaming system including a wireless gaming device having a 
biometric touch screen and an associated biometric identi? 
cation server/database. 
[0026] FIG. 10 is a top view of a roulette gaming product 
incorporating a biometric input device. 
[0027] FIG. 11 is a ?owchart of a player-initiated gaming 
device associated with a biometric input device. 
[0028] FIG. 12 is a ?owchart of a biometric input that is 
associated with game pieces or graphical elements on a dis 
play screen. 
[0029] FIG. 13 is a ?owchart of a biometric input device 
integrated into a gaming device. 
[0030] FIG. 14 is a ?owchart of biometric authorization 
running in parallel with game play activity. 
[0031] FIG. 15 is a ?owchart of biometric authorization 
running in series with game play activity. 
[0032] FIG. 16 is a ?owchart of another method of biomet 
ric authorization on a gaming device. 
[0033] FIG. 17 is a side view of a surface computer gaming 
device. 

DETAILED DESCRIPTION 

[0034] Systems and methods of non-invasive biometric 
identi?cation are disclosed herein. Various embodiments are 
directed to a biometric recognition system for identifying a 
player at a gaming device with or without a player card or 
other personal identi?cation (e.g., personal identi?cation 
number or challenge-response authentication). Generally, 
authorized players of game devices may be identi?edusing an 
integrated biometric input device. In one embodiment, the 
biometric input device is an integrated biometric touch screen 
and display. In other embodiments, the biometric input device 
is included with one or more buttons on the player interface of 
a gaming device. The biometric input device may obtain 
biometric information such as, but not limited to, ?ngerprint 
scan, retinal scan, or iris scan. 

[0035] The information associated with the biometric input 
device may be used in connection with issuing awards, 
bonuses, or services to identi?ed player. Additionally, the 
biometric information may be used to restrict the activities of 
identi?ed problem gambler or banned players. The biometric 
information may be used to restrict illegal activities such as, 
but not limited to, money laundering, counterfeiting, or 
underage gambling. The biometric information may also be 
used to authenticate or provide additional security measures 
for electronic funds transfer authorization, transaction audit 
ing, or account based gaming. 
[0036] In another embodiment, the biometric information 
may be used to provide player-centric gaming. For example, 
once a player is identi?ed through the obtained biometric 
information, a game may be recon?gured according to a 
player’s previously established preferences. In another 
embodiment, a player’s game state or game data may be 
associated with the biometric information. The game state or 
game data may be saved and later retrieved by the player 
based on the same biometric information received on a gam 

ing device having a biometric input device. 
[0037] In yet another embodiment, a biometric input device 
is associated with a gaming device that presents a multi 
player game. The biometric device input device associates 
game pieces with each unique biometric data (e.g., ?nger 
print). 






























