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ABSTRACT

A player insert for a gaming machine, the player insert comprising: an
electronically controllable screen, a controller for said electronically con-
trollable screen, an interface adapted to communicate between said
controller and a host system associated with said player insert and with
further player inserts, said controller being adapted to receive signals
from a said host system via said interface and to thereby effect a display
on said electronically controllable screen synchronized with at least one
furthér display on at least one further player insert. The electronically
controllable screen can be controlled to operate in a first state in which it
is transparent and permits a separate display provided behind the screen
to be viewed by the player and in a second state in which it is adapted to
effect the display as stated above. The description and claims also relate
to a gaming system including a plurality of gaming machines each having
a respective player insert and to a method of operating such a gaming

system.
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The following statement is a full description of this invention, including the best method of
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TITLE OF THE INVENTION

A player insert for a gaming machine, a gaming system and a method of

operating a gaming system.

FIELD OF THE INVENTION

The present invention relates to a player insert for a gaming machine, to
a gaming system including a plurality of gaming machines and to a
method of operating a gaming system including a plurality of gaming

machines.

Player inserts for gaming machines, a gaming system including a plural-
ity of gaming machines each having a player insert and methods of oper-
ating gaming systems involving gaming machines using the player inserts
are well known in the art. The player insert is basically a module which is
inserted into a gaming machine, typically into a generally box-shaped
space located above the monitor of the gaming machine on which the
game is played and beneath the so-called top box, which generally in-

cludes a pane of glass showing the pay-out table of the gaming machine.

The underlying idea of a player insert is to assist the casino in tracking
individual players activities within the casino. Such information can be
exploited by the casino to increase the casino's membership and increase
the total turnover by the casino. By tracking the individual players a

casino can react faster to the players' needs.

A typical player insert or player tracking module as currently in use has a
front panel extending generally across the width of the gaming machine
and including an illuminated display taking up a part of the front panel
which is used to inform the player about different activities taking place

within the casino or providing information about the possibilities offered
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by the gaming machine on which he is playing, including information
about the jackpots in which the player can participate.

Furthermore, the front panel typically includes a keypad to give the
player the possibility to interact with the player tracking module and the
display and to enter data for the illuminated display. It will generally also
include a card reader to identify the player because the unambiguous
identification of the player, if not by name, by virtue of a player card, is
an essential integer of a player tracking system to enable a casino to
reliably associate activities undertaken by a player in the casino with a

specific player even if his true name is not known to the casino.

The problem with existing player inserts or player tracking modules is
that they are not sufficiently flexible to enable a casino to identify players
reliably and that it is also difficult if not impossible to integrate existing
player inserts into some sophisticated casino systems such as jackpot
systems, bonus systems and others, for example into a jackpot system as
described in US patent application USSN 09/761,439, and the corre-
sponding South African patent number 2001/0670.

PRINCIPLE OBJECT OF THE INVENTION

It is the principle object of the present invention to provide a player insert
for a gaming machine, a gaming system including a plurality of gaming
machines each having a respective player insert and a method of operat-
ing a gaming system including a plurality of such gaming machines
which provides substantially enhanced flexibility in the identification of
players and/or which makes it easier to integrate a gaming machine
having such a player insert into bonus and jackpot systems and player

tracking systems.
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Moreover, it is a further object of the present invention to provide a new way of
promoting interest and an air of excitement in a casino by the staging of special
effects all over the casino floor in combination with a jackpot system and by

simultaneously utilizing the player insert of the invention.

BRIEF SUMMARY OF THE PRESENT INVENTION

In order to satisfy the above object there is provided, in accordance with a first
aspect of the present invention, a player tracking module for a gaming machine,
said player tracking module including:

- an electronically controllable screen operable in a first state in which it is
transparent and in a second state in which it is adapted to function as a display,
said screen extending substantially over the full width of said gaming machine;

- a separate display provided behind said electronically controllable screen
and visible to a player essentially only when said electronically controllable
screen is in said first state; and

- a biometric sensor disposed behind said screen and adapted to read
biometric data of a player through said screen essentially only when said
electronically controllable screen is in said first state, said biometric sensor
including, for example, a camera adapted to record physical features of a player
including at least one of physical features of his face, of his eyes and nose, of at
least one of his hands, of at least one of his fingers and of four of his fingertips.

A player tracking module of this kind has the advantage that the electronically
controllable screen can be operated in the second state to provide information
drawing the attention of a player at the gaming machine, or people in the vicinity
of the gaming machine, to events or spectacular wins on a gaming machine or at
a gaming table elsewhere in the casino, or to jackpot wins, thus generally
elevating the level of excitement and interest in gaming at the casino. Because
gaming machines are usually installed in rows along side one another the
electronically controlled screens, which preferably take up the full width of the
gaming machine, can be used as a running display for example with arrows or

chevrons, moving progressively across the screen of one gaming machine on to
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the screen of the next gaming machine and so on to direct particular attention to a
gaming machine where a major win has occurred, or to strategically positioned
monitors, so that all visitors of the casino are able to participate in the excitement

associated with the wins achieved by play-
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ers. Moreover, although the player inserts are used only at gaming ma-
chines, they can also be integrated into the general casino system so that
wins at gaming tables are also indicated to the players at gaming ma-
chines, thus raising the level of interest of gaming machine players in

table games.

The display previously associated with a player insert, which took up only
a small portion of the front panel of the player insert and which was only
able to display restricted information is still present but is now provided
behind the electronically controlled screen and is visible to a player es-
sentially only when the electronically controlled screen is in the first

state.

This arrangement also provides the opportunity to place a biometric
sensor behind the screen, with the biometric sensor being adapted to
read biometric data of the player through the screen. The biometric sen-
sor can for example comprise a camera adapted to record the physical
features of the player, for example physical features of his face, of his
eyes, of his eyes and nose, of at least one of his hands or of at least one of

his fingers or for example in the form of a four finger print.

Thus such biometric sensor can be used to uniquely identify a player -
without having to know his true identity - in a manner which enables the
casino to track his gaming activities in the casino and to provide him with
gratuities or entitlement to participate in special bonus games or jack-

pots.

Various other items can also be "hidden" behind the screen such as a
loudspeaker enabling audio interaction with the player or other items
associated with player tracking. It is also possible to incorporate a card

slot into the front panel, i.e. into the electronically controlled screen so

that a player possessing a player card can play at the gaming machine
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and his identity can be thus attained from the player card. Such player
cards can also store information relating to past use of the card, financial
information about activities undertaken by the player and also prepaid
credit information if the card is configured as a credit card, either load-
able by prepayment at a cash desk of the casino or in the form of a stan-

dard credit card.

To allow the player to interact with the separate display the electronically
controllable screen can include a touch screen area integrated into it or
can include a keypad or menu bottom, strategicaliy placed for use with-
out significantly disturbing the possibilities of the screen function as a
display displaying information when the electronically cbntrollable screen

is in the second state.

Various types of electronically controllable screens can be considered,

such as for example an OLED foil screen or a liquid crystal screen.

According to another aspect of the present invention there is provided a
player insert for a gaming machine, and the player insert comprising:

- an electronically controllable screen,

- a controller for said electronically controllable screen,

- an interface adapted to communicate between said controller and a host
system associated with said player insert and with further player inserts,
said controller bemg adapted to receive signals from a said host system
via said interface and to thereby effect a display on said electronically
controllable screen synchronized with at least one further display on at

least one further player insert.

Because the controllers of the electronically controllable screens are
interfaced to host system, the host system can instruct the controllers
present to select one of a range of possible displays on the electronically

controllable screen and can ensure that a display on one electronically
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controllable screen is synchronized with at least one further display on at
least one further player insert. In this way it is possible, for example, to
ensure that the player inserts of all gaming machines are synchronized so
that attention gaining displays, such as running arrows or chevrons,
direct the players attention to a central point of interest, such as a fur-
ther gaming machine or a display giving particulars of a win which has

just been realized.

The system can be flexibly designed so that the host system can also
send information to the controller about new displays which are to be
realized on the electronically controllable screen and to matters such as
changing colors etc. Moreover, the interface between the host system and
the controller makes it easy to transfer biometric data from the biometric
sensor or identity information from a card reader or any other identifica-
tion device from the individual gaming machine to the host system where
it can be related to a player's activities on other gaming machines or at

gaming tables etc.

The present invention also relates to a gaming system including a plural-
ity of gaming machines and a host system associated with said gaming
machines, there being a respective player insert associated with each
gaming machine and each said player insert comprising:

- an electronically controllable screen,

- a controller for said electronically controllable screen, said controller
having an interface adapted to communicate between said controller and
said host system, said host system being adapted to transmit signals to
said controller via said interface and said controller being adapted to
thereby effect a display on said electronically controllable screen, said
display being synchronized with at least one further display on at least

one further player insert.
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Moreover the present invention also relates to a method of operating
gaming systems including a plurality of gaming machines and a host
system associated with said gaming machines, there being a respective
player insert associated with each gaming machine and each said player
insert comprising;:
- an electronically controllable screen,
- a controller for said electronically controllable screen, said controller
having an interface adapted to communicate between it and said host
system,
said host system being adapted to transmit signals to said controller via
said interface and said controller being adapted to thereby effect a display
on said electronically controllable screen, said display being synchronized
with at least one further display on at least one further player insert, the
method comprising the steps of:
a) making a determination via the host system of when a jackpot asso-
ciated with a gaming machine has been won and
b) operating said host system to instruct said controllers of said elec-
tronically controllable screens of said player inserts of said gaming
machines to display synchronized signals drawing attention of play-
ers at said gaming machines and others patrons of a casino to a

gaming machine where said jackpot has been won.

In all aspects of the invention the possibility exists of extending the elec-

- tronically controllable screen to include a region adapted in use to be

positioned at a front of the top box of the gaming machine. In this way
the region can be utilized during normal playing to display a payout table
associated with the associated gaming machine but can be incorporated
into a large area display for the provision of information, running arrows,
chevrons and the like in the event of a win to which the casino wishes to
draw attention or to provide further information to players, for example of
a special floorshow or of other events which may be about to start or may

take place at a certain time.
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Other aspects of the invention will be described in more detail in the
following by way of example only with reference to the accompanying

drawings and are also set forth in the accompanying claims.
BRIEF LISTING OF THE DRAWINGS

Figs. 1A, 1B show schematic representations of the front side and

side view of a modular gaming machine,

Fig. 2 shows a schematic exploded view of a player insert for use

in the gaming machine of Fig. 1,

Fig. 3 shows a schematic view of a plurality of gaming machines

connected via a local area network to a host system,

Fig. 4 shows a view of a gaming machine similar to Fig. 1, but in
which the electronically controllable screen of the player
insert is extended upwardly to cover the top box of the

gaming machine,

Fig. 5 shows a section through an alternative front panel of a

player insert realized using a dark glass plate.

Turning now to Fig. 1 there can be seen a front view of a gaming machine
10 having a conventional layout of a gaming machine except for the
player insert 12 which is contrived in accordance with the present inven-

tion. Fig. 1A shows a side view of the gaming machine.

As shown, the gaming machine comprises a customary top box 14 which
is used to display a payout table related to the game. The progress of the

game itself can be followed by the player at the monitor 16. For example,
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if the gaming machine is configured as a fruit machine, then the payout
table can for example show that a row of three lemons correlates to a win
of 1 $, whereas a row of three hearts correlates to the top win of 10 $. To
the right of the monitor 16 there is a slot 18 which is a bill acceptor into
which a player can insert one or more bank notes when playing at the
machine. Beneath the bill acceptor 18 there is a coin acceptor into which
the player can insert coins when playing at the machine or tokens if the
casino operates a token system rather than permitting gaming with nor-
mal currency. The reference numeral 22 points to a front door of a coin or
token collector for the machine which collects coins or tokens inserted by
the player into the coin slot 20. If the player achieves a win at the ma-
chine then his winnings are paid out into the tray 24 located beneath the

coin or token collector 22.

Frequently a gaming machine of the above described kind is supple-
mented by a so-called drop box 26 located beneath the payout tray 24.
The purpose of the drop box is to accept coins or tokens from the coin or

token collector behind the door 22 when the latter is full.

As is apparent from Fig. 1, the player insert 12 has a screen 28 which -
extends substantially over the full width of the gaming machine. In fact
the player insert 12 actually has a box-like or open box -like structure 30
shown in an exploded perspective view in Fig. 2. The front screen 28 of
the player insert 12 is shown in Fig. 2 spaced from the front opening 32
of the player insert and the items located behind the screen are also
shown spaced in front of the box-like structure 30. When the unit is
assembled, the items shown behind the screen 28 (i.e. above the screen
in Fig. 2) are all located in the box-like structure 30 and the front screen
28 covers over the front opening of the box-like structure 30. The unit so
formed is an insert which can be inserted into the gaming machine be-

neath the top box 14 in the manner evident from Figs. 1A and Fig. 1B.
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The front screen 28 is an electronically controllable screen, preferably in
the form of an OLED foil screen and is connected via schematically illus-
trated leads 34 to a controller 36 which is configured to control the
screen 28 to adopt one of two states. In the first state the screen is trans-
parent so that the player is able to see the items located behind the
screen, in particular the separate display 38 and the biometric sensor 40.
The separate display 38 is connected to the controller 36 via control lines
42 so that the controller is able to display desired information on the
display 38. Associated with the display 38 are four control buttons 44
which are connected via respective signal lines (not shown) to the display
38 and/or to the controller 36 and which enable a player to access vari-
ous items of information on the display. For example, the player could
access the amount of credit he still has available on the machine or a list
of his wins on the machine to date. In addition the player can use the
buttons 44 to call up or access services of interest to him. For example,
this system offers the player the possibility of conducting e-commerce at
the slot machine, as well as the possibility of ordering drinks, snacks or
smoking requisites or other items and of making hotel reservations or

ordering a taxi etc.

Moreover, the display 38 can be configured to enable the player to input
information via the buttons 44 relating to his identity. Should it not be
possible to identify the player in any other way, the controller could
demand of the player that he inputs his identity via the buttons 44 and
the display. The buttons are either physical buttons accessible from the
front side of the front screen 28, e.g. buttons mounted in a discrete man-
ner on the front screen, or are formed by areas of the front screen config-
ured as a touch screen or buttons operable by, e.g., capacitive proximity

sensors through the screen in response to the players' fingertips.

The biometric sensor 40 provides one way of determining the identity of

the player and it is connected for this purpose to the controller 36 via
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leads 46. If provided, the biometric sensor 40 is able to view the player
through the front screen 28 when this is controlled by the controller 36 to
adopt the first transparent state. The biometric sensor can, for example,
comprise a camera adapted to record physical features of a player com-
prising at least one of physical features of his face, of his eyes, of his eyes
and nose, of at least one of his hands, of at least one of his fingers and of
four of his finger tips. This information is transmitted to a controller 36
and can be passed via an interface 48 to a host system 50 which is
shown schematically in Fig. 3. The host system, typically a computer with
significant computing abilities, is connected to the gaming machine and
indeed to each of the player inserts via a network, such as a local area

network indicated by the reference numeral 52 in Fig. 3.

Furthermore, an inconspicuous card slot 54 is provided in the front
screen or panel, as can be seen at the right hand side of the representa-
tion of the screen 28 in Fig. 2. The card slot could be differently arranged
on the front panel and it could also adopt a horizontal or inclined position
if desired. Behind the card slot there is located a card reader 56 con-
nected via leads 58 to the controller 36. Thus, if a player of the gaming
machine has a player card, he can insert the player card through the
card slot 54 into the card reader 56 and the card reader can transfer
information it reads from the card to the controller and thus from the
controller via the interface 48 and the local area network 52 into the host
system 50. Also provided behind the front screen 28 are one or more
loudspeakers 60 which are connected to the controller 36 via leads 62.
This makes it possible for the controller to play music to the player via
the loudspeaker, or to pass messages to him, for example messages

relating to a win or to other gaming possibilities within the casino:

In addition an RFID unit 64 and a transducer 66 are provided in the

player insert and are each connected to the controller 36. The RFID unit

64 is a wireless identification system, e.g. RF (radio frequency) or infrared
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based designed to identify players and may also allow casino staff to
authenticate themselves to the gaming system in order to perform main-
tenance tasks or access other protected system features. This wireless
identification system consists of an the ID reader unit 64 within the
player insert 12 and of ID-tags, ID-cards or ID-transmitters carried by the
players and the casino staff. Thus an identity chip (a so called ID-chip),
incorporated in the tag, card or transmitter and carried by the players
and the casino staff, can be brought into the vicinity of the unit 64 and
can transmit identity information relating to the respective person to the
controller 36. The transducer 66 picks up external signals and also com-

municates with the controller 36.

The controller is also able to control the front screen 28 in such a way
that it can display information or can take on special coloring (multi-
coloring or single coloring as desired). In the second state the screen 28
hides the items located behind it so that these are not visible to the
player.

Some of the displays for the front screen 28, when in the second state,
can be stored in memory areas associated with the controller and other
displays can be imposed on the front screen by the host system 50
communicating with the controller 36 via the local area network 55 and
the interface 48. This makes it possible for the casino to actuate all
controllers simultaneously or in a desired sequence so that all gaming
machines can be operated in a synchronized manner or supplied with a

new suit of programs for the display on the front screen.

In the example of Fig. 3 seven identical gaming machines 10A to 10G are
placed alongside one another in a row. If, for example, the player playing
at the gaming machine 10D secures a win, then the electronically control-
lable screens 28A to 28C can be energized via the host system, the local

area network 52, the interface 48 and the respective controllers 36 to
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show running arrows or chevrons which point to the right towards the
gaming machine 10D. That is to say a particular arrow may start at the
left of the gaming machine 10A, move progressively to the right of the
gaming machine 10A, then appear to move progressively to the left of the
gaming machine 10B and from there to the right of the gaming machine
10B and subsequently from the left of the gaming machine 10C before
leaving it at the right-hand side. This first arrow can be followed by a
succession of further arrows. In similar way a succession of arrows mov-
ing to the left can be displayed on the front screens 28E, 28F and 28G of
the gaming machines 10E, 10F and 10G, with the arrow in this case
starting at the right-hand side of the gaming machine 10G, moving to the
left-hand side of the gaming machine 10G and then appearing to con-
tinue at the right-hand side of the gaming machine 10F and continuing
its movement to the left-hand side of the gaming machine 10F and sub-
sequently continuing its movement from the right of the gaming machine
10E to the left of the gaming machine 10E. The front screen 28D of the
gaming machine 10D can be energized to display the win itself. Alterna-
tively, the win can be displayed on a monitor 70 disposed strategically in
the vicinity of the gaming machines 10A to 10G so that it is visible to all
players. The monitor 70 can, for example, be a TFT display or a plasma
screen. The monitor 70 is again connected to the host system 50 via the
local area network 52. At times when no win has occurred at the gaming
machines 10A to 10G, the front screens 28A to 28G can simply be pro-
vided with a color display showing one or more different colors and in-
deed the color display can change in time, for example to give a psyche-

delic appearance or to generate a harmonious atmosphere in the casino.

The lines 72, which can be physically identical to the lines 52 or different
from them, indicate an extension of the local area network to gaming
tables, such as roulette table 73 and black jack table 75, located at other

positions in the casino. The wins at the gaming tables can also be dis-
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played, if desired, on the front screens 28A to 28G of one or more of the

gaming machines 10A to 10G or on the monitor 70.

If the gaming tables include side games or participate in jackpot systems,
in which the gaming machines 10A to 10G can also participate, then
jackpot wins can also be highlighted on one or more of the front screens
28A to 28G and/or on the monitor 70.

Should a particular player not just win a game at a gaming machine but
win a jackpot, or be allotted some other bonus, then this can also be
displayed on the respective screen 28A to 28G associated with the player
and/or on the monitor 70, in a manner highlighting the players benefit
and thus providing added excitement in the casino and encouraging

others to participate at gaming machines or gaming tables.

The host system 50 can be configured to operate a so-called "tornado
system" in accordance with the aforementioned US patent application
USSN 09/761,439 and the displays associated with the tornado system
can be realized, amongst other things, on the front screens 28A to 28G.
They can be integrated into a system showing for example an event pro-
gressing through the casino, such as a "tornado" as described in the
aforementioned US patent application USSN 09/761,439. That applica-
tion also describes how configurable jackpots can be created or managed
and the system described here is also fully compatible with and can be
integrated into such jackpot systems. The disclosure of the above refer-

enced USSN 09/761,439 is incorporated herein by reference.

As shown in Fig. 4, the front screen 28 of each player insert can also be
extended upwardly so that it covers the whole (or part) of the tbp box of
the gaming machine. The screen 28 can then be controlled by the control-
ler so that the region located in the front of the top box is used to display

the payout table for the gaming machine. It is only the region covering the
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player insert itself which need be made transparent when it is desired to
use the separate display or one or other of the items located behind the
front screen. Because the payout table is displayed in the region of the
screen in front of the top box 14, it is possible to blend out, make trans-
parent or hide this display when it is desired to show special displays or
special information relating to games or jackpots on the gaming machine.
Thus, the area of the top box can also be incorporated into the display so
that a larger area display results and thus makes the display more effec-

tive.

Although the screens disclosed to date are realized, in the preferred form
as an OLED f{oil screen, they can also be realized as a liquid crystal
screen, again under control of a controller 36. Such liquid crystal screens
which can be operated in a first state in which they are transparent and
in a second state in which they are adapted to display information are, for
example, described in European patent application, publication no.
88126.

Another way of realizing a screen, which can be operated in a first state
in which it is transparent and in a second state in which it is adapted to
display information, is shown in Fig. 5. Here, the screen 28 takes the
form of a dark glass plate and light emitting diodes 80 and 82 are pro-
vided in rows at the top and at the bottom of the dark glass plate. Behind
each row of light emitting diodes 80, 82 there are respective mirrors 84,
86 which serve to reflect light ffom the LEDs onto the dark glass plate.
This form of illumination provides the opportunity to arrange for color
displays on the dark glass plate, or to display different colors or to pro-
vide displays which seem to move from the left right or from the right left
by a sequential energization of the LEDs of the individual rows. Behind
the dark glass plate there is also a display 38 similar to the display previ-
ously described, with the display only being visible when the LEDs in this

vicinity are not illuminated and when the display itself provides a lumi-




10

15

20

25

30

16
nous intensity, which can be viewed through the dark glass plate, so that
the information on the display 38 is visible to a viewer on the other side
of the dark glass plate. For the purpose of interaction with the separate
display 38 there can also be a keypad or menu buttons such as 44 in Fig.
2.

In addition to providing menu buttons 44 or a keypad it is also possible
to realize an area of the electronically controllable screen 28 as a touch
screen for the control of the display. If the dark glass screen 28 of Fig. 5
is adopted, then the items shown in Fig. 2 behind the front screen 38 can
also be provided behind such a dark glass screen.

In general, it is preferred for the screen 28 to extend over the full width of
the gaming machine and over the full height of the player insert. Indeed it
is most preferable for the screen to be extended upwardly so that it also
has a region located in front of the full area of the top box 14. Such an
arrangement maximizes the display area and thus the effective size of the
display. It is, however, also conceivable to operate with a display which is
slightly smaller than the full area of the front panel of the player insert.
For example, the controllable screen may be smaller in width than of the
full width of the player insert and may be smaller in height than the full
height of the player insert.

As a result of the use of a local area network 52 linking the slot machines
10A to 10G and the gaming tables 73 and 75 to the host system, the
above described system can be used by the casino management to pre-
sent information to the players about any and all other activities in the
casino and elsewhere and can also be used by the players to interact with

each other and the casino management.

For example, it is known to arrange so called tournaments at the slot

machines. For this it is necessary for the casino to announce to the play-
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ers that a tournament can be held at a specific time or within a specific time slot
and the players who wish to compete must indicate this to the casino
management. The casino can thus use the front screens 28A to 28G and/or
monitors such as 70 and/or the displays such as 38 to indicate to the players that
a tournament is planned. The players who are interested can apply to join the
tournament using the buttons 44 to communicate this to the casino management,
with the displays 38 and /or the front screens 28A to 28G providing a suitable
mask and/or interactive displays to support this application and the tournament. A
tournament is understood to be a competition played amongst a group of players
at the slot machines in which for the purpose of the tournament the odds at the
slot machines are raised considerably in favor of the players and the player with
the highest winnings at the end of the tournament receives a prize, which may or
may not be related to the "winnings" he has achieved. The lower "winnings"
achieved by the other players do not generally lead to prizes or real winnings for
the other players, they merely serve to decide who has won the tournament. Of
course they can also be used to allot consolation prizes or booby prizes if

desired.

Other possibilities which can be realized using the buttons 44 and the screens
28A to 28G and/or the displays 38 include the possibility for the player to request
a video be made available to him "video on demand", for example a film or a
music video. Also the system can enable the player to call up current news
programs or sporting events. Bonus points collected by a player during one or
more visits to the casino can also be used as payment for pay by view videos or
programs. Such videos or television broadcasts or pay by view systems or
advertising by the casino can all be displayed on either the front screens 28A to
28G of Fig. 3 and or on the displays 38. Alternatively the casino could provide a
dedicated viewing area for the player to view whatever he has selected while
freeing the gaming machine for another player. The system can also enable the
player to participate in network games and as a message system.

Comprises/comprising and grammatical variations thereof when used in this
specification are to be taken to specify the presence of stated features, integers,



17a

steps or components or groups thereof, but do not preclude the presence or
addition of one or more other features, integers, steps, components or groups

thereof.
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THE CLAIMS DEFINING THE INVENTION ARE AS FOLLOWS:

1. A player tracking module for a gaming machine, said player tracking
module including:

- an electronically controllable screen operable in a first state in which it is
transparent and in a second state in which it is adapted to function as a display,
said screen extending substantially over the full width of said gaming machine;

- a separate display provided behind said electronically controllable screen
and visible to a player essentially only when said electronically controllable
screen is in said first state; and

- a biometric sensor disposed behind said screen and adapted to read
biometric data of a player through said screen essentially only when said
electronically controllable screen is in said first state, said biometric sensor
including, for example, a camera adapted to record physical features of a player
including at least one of physical features of his face, of his eyes and nose, of at
least one of his hands, of at least one of his fingers and of four of his fingertips.

2. A player tracking module in accordance with claim 1 and further including a

controller for said screen.

3. A player tracking module in accordance with claim 1 or 2, said
electronically controllable screen being at least one of: an OLED foil screen, a
liquid crystal screen, and at least one row of electronically controllable LEDs and
a translucent plate member adapted to appear opaque when said LEDs are

energized and transparent when said LEDs are not energized.

4, A player tracking module in accordance with claim 3, said translucent plate

member including a darkened glass plate.

5. A player tracking module in accordance with any one of the preceding
claims and further including a loudspeaker positioned behind said screen.
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6. A player tracking module in accordance with any one of the preceding
claims and further including a card slot provided in said screen and associated

with a card reader disposed behind said screen.

7. A player tracking module in accordance with claim 6, said card reader
being adapted to read a card adapted to store at least one of identification
information relating to said player, information relating to past use of said card,
financial information and prepaid credit information.

8. A player tracking module in accordance with claim 6 or 7, said card being
at least one of a card having a magnetic stripe, a smart card, and a card adapted
for use in a cashless gaming system.

9. A player tracking module in accordance with any one of the preceding
claims and further including a touch screen integrated into said electronically
controllable screen.

10. A player tracking module in accordance with claim 9, said touch screen
being adapted to permit communication between a player and said separate

display.

11. A player tracking module in accordance with any one of the preceding
claims and further including a keypad integrated into said electronically
controllable screen, said keypad being adapted to permit communication between

a player and said separate display.

12. A player tracking module in accordance with any one of the preceding
claims and further including at least one of: at least one menu button provided at
said electronically controllable screen and adapted to permit communication
between a player and said separate display, a RFID receiver, a transducer, and a
mechanism for releasably securing the player tracking module in an associated
gaming machine.
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13. A player tracking module in accordance any one of the preceding claims
said player tracking module having a width at a side facing a player and said
electronically controllable screen extending over at least a major portion of said
width.

14. A player tracking module in accordance with claim 13, said electronically

controllable screen extending over substantially the whole of said width.

15. A player tracking module in accordance with claim 13 or 14, said player
tracking module having a height at said side facing a player and said
electronically controllable screen extending over at least a major portion of said
height.

16. A player tracking module in accordance with claim 15, said electronically
controllable screen extending over substantially the whole of said height.

17. A player tracking module in accordance with any one of the preceding
claims, said electronically controllable screen being adapted to display at least
one of casino information, decorative images, payout information, information
concerning other gaming possibilities, limits for jackpots, videos, music videos,
sporting programs, news programs, news items, messages and any other

information of interest to players.

18. A player tracking module in accordance with any one of the preceding
claims, said electronically controllable screen being adapted to present directional
information in the form of at least one of a running light, one or more moving
arrows, one or more moving chevrons and a variable illumination drawing
attention to at least one of the said player tracking module, a player tracking
module associated with another gaming machine and a display associated with

one or more gaming machines.

19. A player tracking module in accordance with any one of the preceding
claims, one of said display and said electronically controllable screen being

adapted to fulfil at least one of the following functions:
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inform a player about different events in an associated casino,

inform a player about jackpot values,

inform a player that he has won a jackpot award,

inform a player of the size of a jackpot award he has won,

inform a player of a win other than a jackpot award,

inform a player of a state of an account (credit) held by a casino on his
behalf,

inform a player of bonus points allotted to him,

inform a player of any gratuity allotted to him.

inform a player about activities elsewhere in a casino.

20. A player tracking module in accordance with any one of the preceding
claims, said electronically controllable screen being adapted to display special
effects.

21. A player tracking module in accordance with any one of the preceding
claims said electronically controllable screen including a region adapted in use to
be positioned at a front of a top box of a gaming machine.

22. A player tracking module in accordance with claim 21, said region being

adapted to display a pay-out table.

23. A player tracking module in accordance with claim 21, said region of said
electronically controllable screen being adapted to display at least one of casino
information, decorative images, payout information, information concerning other
gaming possibilities, limits for jackpots, videos, music videos, sporting programs,
news programs, news items, messages and any o\ther information of interest to

players.

24. A player tracking module in accordance with claim 21, said region of said
electronically controllable screen being adapted to present directional information
in the form of at least one of a running light, one or more moving arrows, one or
more moving chevrons and a variable illumination drawing attention to at least

one of the said player tracking module, a player tracking module associated with
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another gaming machine and a display associated with one or more gaming
machines.

25. A player tracking module in accordance with any one of claims 21 to 24,
one of said display and said region of said electronically controllable screen being
adapted to fulfil at least one of the following functions:

inform a player about different events in an associated casino,

inform a player about jackpot values,

inform a player that he has won a jackpot award,

inform a player of the size of a jackpot award he has won,

inform a player of a win other than a jackpot award,

inform a player of a state of an account (credit) held by a casino on his
behalf,

inform a player of bonus points allotted to him,

inform a player of any gratuity allotted to him.

inform a player about activities elsewhere in a casino.

26. A player tracking module in accordance with any one of claims 21 to 25,
said region of said electronically controllable screen being adapted to display

special effects.
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