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METHOD AND APPARATUS FOR DERIVING INFORMATION FROM A

[0001]
(A)

GAMING DEVICE

PRIORITY CI.ATM TO CO-PENDING APPLICATIONS

This application:
is a continuation-in-part of U.S. Patent Application No. 10/635,986,
entitled “SY STEM AND METHOD FOR REMOTE
AUTOMATED PLAY OF A GAMING DEVICE” and filed on
August 7, 2003, which:

(1) is a continuation-in-part application of U.S. Patent
Application No. 10/159,722, entitled “SYSTEM AND
METHOD FOR AUTOMATED PLAY OF MULTIPLE
GAMING DEVICES,” filed on May 30, 2002; which is a
continuation application of U.S. Patent Application No.
09/879,299, entitled “SYSTEM AND METHOD FOR
AUTOMATED PLAY OF MULTIPLE GAMING
DEVICES,” filed on June 12, 2001; which is a
continuation-in-part applicatioﬁ of U.S. Patent Application
No. 09/437,204, entitled “AUTOMATED PLAY
GAMING DEVICE,” filed on November 9, 1999, and
issued on June 12, 2001, as U.S. Patent No. 6,244,957,
which is a continuation application of U.S. Patent
Application No. 08/774,487, “AUTOMATED PLAY
GAMING DEVICE,” ﬁled on December 30, 1996, and
issued on January 11, 2000, as U.S. Patent No. 6,012,983;

and

(i1) claims the benefit of priority of U.S. Provisional

Patent Application No. 60/401, 853, “SYSTEM AND
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METHOD FOR REMOTE AUTOMATED PLAY OF
GAMING DEVICES,” filed August 7, 2002;

and also

(B)  claims the benefit of priority of U.S. Provisional Patent Application
No. 60/417,687, entitled “METHOD AND APPARATUS FOR
DERIVING INFORMATION FROM A GAMING DEVICE,” filed
on October 10, 2002.

[0002] This Application is related to co-pending, commonly-owned U.S.
Application No. 10/420,118, entitled METHODS AND APPARATUS FOR
PROVIDING COMMUNICATIONS SERVICES AT A GAMING DEVICE,
which was filed April 21, 2003 and which claims the benefit of priority from U.S.
Provisional Application No. 60/374,436, filed on April 19, 2002.

[0003] Each of the above applications is incorporated herein by reference

in its entirety.

BACKGROUND

[0004] Gaming devices such as slot machines generate more than $15
billion in revenue per year for U.S. casinos. In fact, most casinos generate more
than half of their gaming revenue from gaming devices such as slot machines. To
take advantage of the popularity of slot machines and other gaming devices, some

casinos offer three or four thousand slot machines in a single location.

[0005] Players of gaming devices can be important customers for casinos
and other merchants in many respects. For instance, a person at a slot machine
may not only provide a casino with gambling revenue, but may later pay to eat at
the casino’s restaurant, stay at the casino’s hotel, or see a show at the casino.
Furthermore, players of slot machines tend to represent a large cross section of the
population, and therefore may be potential customers for phone companies, life

insurance companies, car companies, and various other types of merchants.
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[0006] Further value may be realized from players of gaming devices. For
example, events occurring at a gaming device, such as events associated with a
player of the gaming device, can provide the casino and other merchants with

valuable indications as to what types of promotions and marketing offers would be

_ most effective with that player. However, many gaming devices are not

programmed or equipped to detect, transmit indications of, and / or record all
events that may be of interest for such purposes. And manufacturers of new
gaming devices or proprietors of networks on which the gaming devices are
located may not necessarily have the interest or resources available to make the
new gaming devices operable to detect, transmit indications of, and / or record
such events. Additionally, regulators of gaming devices may be reluctant to allow
significant changes or intrusive access to the information of a gaming device.
Accordingly, a need exists for a manner of deriving various valuable information
from a gaming device without requiring significant cooperation of a gaming device
manufacturer, a proprietor of a network on which the gaming device is located, and

/ or regulators of the gaming device.

BRIEF DESCRIPTION OF THE DRAWINGS

[0007] Figure 1 is a block diagram of a system consistent with at least one

embodiment of the present invention;

Figure 2 is a block diagram of an information derivation device that
may be part of the system of Fig. 1, consistent with at least one embodiment of the

present invention;

Fig. 3A is a block diagram of a gaming device that may be part of
the system of Fig. 1, consistent with at least one embodiment of the present

invention;

Fig. 3B is a plan view of a gaming device that has attached thereto
information derivation devices and that may be a part of the system of Fig. 1,

consistent with at least one embodiment of the present invention;
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Figure 4 is a block diagram of a gaming device server that may be
part of the system of Fig. 1, consistent with at least one embodiment of the present

invention;

Figure 5 is a block diagram of a derivation server that may be part
5  of the system of Fig. 1, consistent with at least one embodiment of the present

invention;

Figure 6 is a block diagram of a player device that may be part of
the system of Fig. 1, consistent with at least one embodiment of the present

invention;

10 Figure 7 is a table illustrating an exemplary data structure of an
image file data database, for use in at least one embodiment of the present

invention;

Figure 8 is a table illustrating an exemplary data structure of an
audio file data database, for use in one or more embodiments of the present

15  invention;

Figure 9 is a table illustrating an exemplary data structure of a prior

art payout database;

Figure 10 is a table illustrating an exemplary data structure of a
player session database, for use in one or more embodiments of the present

20 invention;

Figure 11 is a table illustrating an exemplary data structure of a
gaming device database, for use in one or more embodiments of the present

invention;

Figure 12 is a table illustrating an exemplary data structure of a

25  player database, for use in one or more embodiments of the present invention;
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Figure 13 is a table illustrating an exemplary data structure of an
information deriving device database, for use in one or more embodiments of the

present invention;

Figure 14 is a table illustrating an exemplary data structure of a
message determination database, for use in one or more embodiments of the

present invention;

Figure 15 is a table illustrating an exemplary data structure of a
message details database, for use in one or more embodiments of the present

invention;

Figure 16 is a table illustrating an exemplary data structure of a
message tracking database, for use in one or more embodiments of the present

invention;

Figure 17 is a flowchart illustrating a process for deriving
information from a gaming device, which may be performed by an information
deriving device and is in accordance with at least one embodiment of the present

invention; and

Figures 18A and 18B are a flowchart illustrating a process for
determining a message to be output to a player, outputting the message, and
tracking the message, as may be performed by either an information deriving
device or a server device and which is in accordance with at least one embodiment

of the present invention.

DETAILED DESCRIPTION OF EMBODIMENTS OF THE INVENTION

[0008] Applicants have recognized that it is desirable to obtain different
kinds of information from a gaming device that the gaming device itself may not
be programmed or operable to detect, store, and / or communicate to another
device. For example, Applicants have recognized that it may be desirable to

determine when an outcome obtained by a player of a gaming device is a “near
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miss” such that it almost, but not quite, qualifies for a large payout. However,
gaming devices are not programmed to detect, much less store and / or
communicate, the occurrence of such an event. At most, gaming devices are

programmed to detect when an actual payout has occurred at the gaming device.

[0009] Applicants have further recognized that certain information that is
not currently detected and / or tracked from a gaming device may lead to a
valuable new source of revenue for the casino and / or other entities such as
marketers. For example, if one were able to detect that a player of a gaming device
has obtained a “near miss” outcome (e.g., the symbols “7 — 7- other” appear across
a payline of the gaming device, which set of symbols do not qualify for any
payout, whereas the set of symbols “7 — 7 — 7” would have qualified the player for
a one hundred coin payout), one may conclude that a player at this point is feeling
disappointed and may be willing to perform an activity in order to obtain a benefit
and thus offset that disappointment. For example, a player that has just obtained a
“near miss” outcome may be willing to (i) answer some marketing questions and
agree to try a new product or service, and / or (if) commit to playing the gaming
device at a minimum rate for a minimum amount of time, in exchange for one
hundred coins (the payout that the player would have received had the player
obtained the “7 —7- 7” payout). However, since (as discussed above) gaming
device are not currently programmed to detect, store, and / or communicate such
information as may be found valuable, such opportunities cannot currently be

taken advantage of.

[0010] Applicants have further recognized that many casinos currently
have thousands of gaming devices on the casino floor in which the casinos have
invested millions of dollars. A typical gaming device costs between $5,000 and
$15,000. Once a gaming device is purchased, a casino is typically reluctant to
replace it for many years and will do so only once the gaming device is no longer
operating correctly or the game played thereon is no longer considered profitable
enough. Thus, Applicants have recognized that the casinos are not financially
prepared to replace all or a significant number of such gaming devices with newly

programmed gaming devices that are able to detect, store, and / or communicate
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certain information that may be found desirable by the casino and / or another

operator.

[0011] Applicants have further recognized that substantially and / or
intrusively retrofitting existing gaming devices with functionality that allows
certain new types of information to be detected, stored and / or communicated is
not a viable option for most casino operators. First, most casino operators do not
have sufficient access to the inner workings of a gaming device such that they
would be capable of reprogramming the gaming device to detect, store, and / or
communicate the desired information. For example, regulators typically have
steadfast rules prohibiting a gaming device operator from changing the
programming of a gaming device except for certain very limited circumstances (to
ensure the integrity of the gaming device). Further, most casino operators do not
have the personnel or resources to be able to reprogram or retrofit a gaming device

in any significant manner.

[0012] Applicants have further recognized that gaming device
manufacturers may not be prepared to work with casino operators to retrofit
gaming devices such that they are operable to detect, store, and / or communicate
new types of information. Manufacturers may also not be willing to develop new
gaming devices that are operable to detect, store and / or communicate new types
of information. This is because most gaming device manufacturers have the
majority of their resources devoted to developing new games and platforms.
Further, the gaming device manufacturers and designers may not be sufficiently
motivated to redesign or retrofit gaming devices in order to help other entities such
as marketers realize revenue from players playing the gaming devices. It may also
be prohibitively difficult to coordinate the various gaming device manufacturers
and designers such that any new functionality that allows new types of information
to be detected, stored and / or communicated from the gaming device is applicable

to all or most of the gaming devices of the various manufacturers.

[0013] In light of the above recognitions by Applicants, Applicants have

further recognized that, in order to detect, store, and / or communicate the many
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new types of information from a gaming device that may be used to generate
revenue, a need exists for a system and method that does not require the
cooperation of the gaming device manufacturer or designer and / or that does not
require the operator of the gaming device to intrusively or significantly retrofit the

gaming device.

[0014] In accordance with one or more embodiments, a method comprises
(i) determining, based on information derived from a gaming device, an occurrence
of a predetermined event at the gaming device (wherein the information is derived
without the cooperation of the gaming device); and (ii) causing, based on the

occurrence of the event, a message to be output to a player of the gaming device.

[0015] In accordance with one or more embodiments, an apparatus may
comprise: (i) a processor, and (ii) a storage device that stores a program for
directing the processor; the processor being operative with the program to: (i)
derive information from a gaming device, without cooperation of the gaming
device; (ii) determine, based on the derived information, the occurrence of a
predetermined event at the gaming device; and (iii) cause, based on the
determination of the occurrence of the predetermined event, a message to be output

to a player of the gaming device.

[0016] For example, it may be determined that a player is preparing to cash
out from the gaming device. This determination may be performed by, for
example, a mechanism comprising a camera and a processor that is attached to the
gaming device. The mechanism may be, for example, programmed to detect
motions of the player and, in particular, to detect when a player’s hand is
approaching the “cash out” button of the gaming device. The mechanism may
further comprise a display screen and be programmed to output messages to the
player of the gaming device. For example, the message may inform that player
that if the player agrees to play for an additional hour at the gaming device, the
player will be provided with twenty-five credits in the credit meter with which to

gamble.
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[0017] In accordance with one or more embodiments, a method comprises
(1) determining graphical data displayed on a display component of a gaming
device; (ii) comparing the graphical data to data stored in memory; (iii)
determining, based on the comparing, whether a predetermined event has occurred
at the gaming device; (iv) determining, if the predetermined event has occurred, a
corresponding message to be output to a player of the gaming device; and (v)

causing the message to be output on a player device associated with the player.

[0018] For example, it may be determined that a “near miss” outcome has
been obtained by a player of a gaming device. This determination may be
performed by, for example, a mechanism comprising a camera and a processor that
is attached to the gaming device. The mechanism may be, for example,
programmed to detect the symbols depicted on a screen of the gaming device and
use character recognition technology and a database of pre-stored outcomes to
determine whether the symbols displayed along a payline of the gaming device
match an outcome labeled as a “near miss” in a memory associated with the
processor. The mechanism may be operable to determine the e-mail address of a
personal digital assistant (PDA) held by the player playing the gaming device and
may output the message to the player via this PDA. For example, the message
output to the player’s PDA may inform that player that if the player agrees to a free
trial of a particular service, the player will be provided with the payout that the
player would have qualified for had the player obtained the outcome that the player

“nearly missed.”

[0019] In accordance with one or more embodiments, a system comprises:
(i) a first device comprising a gaming device, the gaming device being operabl'e to
output a first set of data to a second device via a computer network, and the
gaming device being further operable to output a second set of data to an operator
of the gaming device via an interface; (ii) a third device, the third device being
operable to receive a third set of data from the gaming device, wherein the third
device is not operable to communicate with the gaming device via a computer

network, and wherein the third device is further operable to cause a message to be
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output to a player of the gaming device, the message being determined based on

the gathered data.

[0020] In accordance with one or more embodiments, an apparatus may
comprise: (i) a processor; and (ii) a storage device that stores a program for
directing the processor, the processor being operative with the program to: (i)
derive a first set of data from a gaming device, wherein the first set of data is
derived without communicating with the gaming device through a computer
network, and further wherein the gaming device is operable to (i) output via a
computer network a second set of data to a computing device, and (ii) output a
third set of data to an operator of the gaming device via an interface of the gaming

device.

[0021] For example, a gaming device may be programmed to output a first
set of data such as coin in and coin out to a network server. A gaming device may
further be programmed to output a second set of data, such as diagnostic data about
the mechanics of the gaming device, to personnel servicing the gaming device.
However, a marketer or casino may be interested in obtaining additional data that
the gaming device is not otherwise operable to detect, store, and / or communicate.
Accordingly, in embodiments of the present invention, a device (e.g., a camera
equipped with a microphone for receiving audio data and a processor) that is
operable to receive a third set of data, such as outcomes occurring at the gaming
device and a player’s strategy in playing a game at the gaming device, may be
placed in proximity to the gaming device. For example, the camera component of
the device may be mounted across an aisle from the gaming device and the
microphone may be placed near the coin tray of the gaming device. This
additional device may, for example, be programmed to derive whatever additional
data the marketer and / or the casino may be interested in, without directly
communicating with the gaming device via a computer network, and may cause a

message to be output to the player based on this data.

[0022] The scope of the present invention and embodiments thereof may be

understood more fully with reference to the following figures. It should be noted

10
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that the embodiments described with reference to the following figures are

presented for illustrative purposes only and are not meant to be limiting in any

-sense. It should also be noted that, as used herein, the terms “an embodiment”,

2 <<

“embodiment”, “embodiments”, “the embodiment”, “the embodiments™, “one or
more embodiments”, “some embodiments”, and “one embodiment” mean “one or
more embodiments” unless expressly specified otherwise. Further, although
particular features of the present invention may be described with reference to one
or more particular embodiments or figures, it should be understood that such
features are not limited to usage in the one or more particular embodiments or

figures with reference to which they are described.

[0023] Regarding reference numerals used in the following figures, it
should be noted that the left most digit(s) of a reference numeral identifies the

figure in which the reference numeral first appears.

[0024] Embodiments of the present invention will first be introduced by
means of a block diagram of an exemplary system infrastructure, followed by a
description of block diagrams of exemplary devices that may be utilized by an
entity practicing the present invention. Exemplary data structures illustrating
tables that may be used when practicing embodiments of the present invention will
then be described, followed by a flowchart that illustrates a method of the present

invention.

[0025] Referring now to Fig. 1, a block diagram of a system 100 according
to at least one embodiment of the present invention includes a gaming device 110
(e.g., a slot machine or video poker machine) that is in communication, via a
communications network 115, with a gaming device server 120 (e.g., a slot server
of a casino). The gaming device 110 may communicate with the gaming device
server 120 directly or indirectly, via a wired or wireless medium such as the
Internet, LAN, WAN or Ethernet, Token Ring, or via any appropriate
communications means or combination of communications means. The gaming
device 110 and / or the gaming device server 120 may comprise a computer, such

as one based on the Intel® Pentium® processor, that are adapted to communicate

11
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with one another. Any number and type of gaming devices 110 may be in

communication with the gaming device server 120.

[0026] Communication between the gaming device 110 and the gaming
device server 120, and among a plurality of gaming devices 110, may be direct or
indirect, such as over the Internet through a Web site maintained by gaming device
server 120 on a remote server or over an on-line data network including
commercial on-line service providers, bulletin board systems and the like. In yet
other embodiments, the gaming device 110 may communicate with another gaming
device and / or gaming device server 120 over RF, cable TV, satellite links and the
like.

[0027] Some, but not all, possible communication networks that may
comprise network 115 or be otherwise part of system 100 include: a local area
network (LAN), a wide area network (WAN), the Internet, a telephone line, a cable
line, a radio channel, an optical communications line, a satellite communications
link. Possible communications protocols that may be part of system 100 include:
Ethernet (or IEEE 802.3), SAP, ATP, Bluetooth™, and TCP/IP. Communication
may be encrypted to ensure privacy and prevent fraud in any of a variety of ways

well known in the art.

[0028] Those skilled in the art will understand that devices in
communication with each other need not be continually transmitting to each other.
On the contrary, such devices need only transmit to each other as necessary, and
may actually refrain from exchanging data most of the time. For example, a device
in communication with another device via the Internet may not transmit data to the

other device for weeks at a time.

[0029] In an embodiment, the gaming device server 120 may not be
necessary and / or preferred. For example, the present invention may, in one or
more embodiments, be practiced on a stand-alone gaming device 110 and/or a
gaming device 110 in communication only with one or more other gaming devices

110. In such an embodiment, any functions described as performed by the gaming

12
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device server 120 or data described as stored on the gaming device server 120 may

instead be performed by or stored on one or more gaming devices 110.

[0030] Also part of system 100 is an information deriving device 125. The
information deriving device 125 may comprise, for example, a device operable to
derive information from a gaming device 110 without cooperation of the gaming
device 110. For example, an information deriving device 125 may comprise a
camera directed at one or more display screens of the gaming device 110, a
microphone directed at a coin tray of the gaming device 110, and / or a detector of
electro, electromagnetic, RF and / or IR signals given off by the gaming device
110. It should be noted that an information deriving device 125 may be located
outside the housing of a gaming device 110 or inside the housing of the gaming
device 110. Further, information deriving device 125 may be attached to gaming
device 110 in some manner (e.g., bolted on or screwed into the housing of gaming
device 110) or not attached to gaming device 110 (e.g., placed on a surface of
gaming device 110 or located several inches to several feet from the gaming device
110). Information deriving device 125 may comprise one or more components
operable to communicate with one another but not necessarily physically adjacent
to one another or located within the same housing. For example, information
deriving device 125 may comprise a camera component, a display device

component, a processor and a microphone component.

[0031] In one or more embodiments, a single information deriving device
125 may be associated with more than one gaming device 110. For example, a
camera comprising an information deriving device 125 may be located such that it
can detect data depicted on a display device of three different gaming devices. An
operator of the information deriving device 125 may determine which of the
gaming devices the information deriving device is to be focused on at any one
time. Alternatively, the information deriving device may be programmed to
alternate among the plurality of gaming devices with which it is associated (e.g.,

based on a time interval and / or based on activity at the gaming devices).

13
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[0032] The information deriving device 125 derives information from
gaming device 110, as illustrated by dashed communication line 130. It should be
noted that, in Fig. 1, solid lines indicate network connections while dashed lines
indicate communication of information that may be performed without benefit of a
network or other direct link, with the arrows indicating the direction of information
flow among the devices. The communication of information indicated by the
dashed lines may be carried out, for example, without cooperation of one of the
devices involved in the data transfer. For example, communication line 130
indicates that information output by a gaming device 110 may be received by an
information deriving device 125. However, as indicated by the presence of the
dashed line, there may not be any network or other direct communication link
among the gaming device 110 and the information deriving device 125. For
example, the gaming device 110 may simply output information for the benefit of a
player playing the gaming device (e.g., outcomes displayed on a display screen of
the gaming device) and the information deriving device 125 may simply be
operable to capture this data, without the cooperation of the gaming device 110 and
without the information being output directly or for the benefit of the information

deriving device 125.

[0033] Note that, although a network connection may be indicated among
two or more devices via a solid line, such an indication is provided as an

illustration of one or more embodiments and should not be interpreted as limiting
the communication among the devices in question to always require a network or

other direct connection.

[0034] The information deriving device 125 may be operable to
communicate, via a communications network 140, with an information deriving
device server 135. The information deriving device 125 may communicate with
the information deriving device server 135 directly or indirectly, via a wired or
wireless medium such as the Internet, LAN, WAN or Ethernet, Token Ring, or via
any appropriate communications means or combination of communications means.
The information deriving device 125 and / or the information deriving device

server 135 may comprise a computer, such as one based on the Intel® Pentium®

14
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processor, that are adapted to communicate with one another. Any number and
type of information deriving devices 125 may be in communication with the

information deriving device server 135.

[0035] Communication between the information deriving device 125 and
the information deriving device server 135, and among a plurality of information
deriving devices 125, may be direct or indirect, such as over the Internet through a
Web site maintained or accessed by information deriving device server 135 on a
remote server or over an on-line data network including commercial on-line
service providers, bulletin board systems and the like. In yet other embodiments,
the information deriving device 125 may communicate with another information
deriving device and / or information deriving device server 135 over RF, cable TV,

satellite links and the like.

[0036] Some, but not all, possible communication networks that may
comprise network 140 or be otherwise part of system 100 include: a local area
network (LAN), a wide area network (WAN), the Internet, a telephone line, a cable
line, a radio channel, an optical communications line, a satellite communications
link. Possible communications protocols that may be part of system 100 include:
Ethernet (or IEEE 802.3), SAP, ATP, Bluetooth™, and TCP/IP. Communication
may be encrypted to ensure privacy and prevent fraud in any of a variety of ways
well known in the art. Communication network 140 may be part of
communication network 115 or may be a separate network.

{
[0037] In an embodiment, the information deriving device server 135 may

not be necessary and / or preferred. For example, the present invention may, in
one or more embodiments, be practiced on a stand-alone information deriving
device 125 and / or a information deriving device 125 in communication only with
one or more other information deriving devices. In such an embodiment, any
functions described as performed by the information deriving device server 135 or
data described as stored on the information deriving device server 135 may instead

be performed by or stored on one or more information deriving devices 125.
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[0038] In one or more embodiments, an information deriving device 125
may be operable to communicate with gaming device server 120 (as indicated by
communication line 145). For example, in one or more embodiments an
information deriving device server 135 may not be necessary and the gaming
device server 120 may be programmed to carry out some or all of the functions of
the information deriving device server 135. Further, some or all of the data that
has been described herein as being stored in the information deriving device server
135 may instead or in addition be stored in the gaming device server 120. Some
embodiments include both a gaming device server 120 and an information deriving
device server 135. In such embodiments an information deriving device 125 may
still communicate with the gaming device server 120 to transmit and / or receive
certain information. For example, a database of player information (such as player
database 1200, described below with respect to Fig. 12) may be stored in the
memory of the gaming device server 120 and the information deriving device 125
may request certain information from such a database in order to more effectively
output messages to a player (e.g., a player’s name and / or financial account

identifier for crediting a monetary benefit to the player).

[0039] The above description of what communication network 115 may
comprise applies equally to communication network 145. Further, communication
network 145 may, in some embodiments, be a part of communication network 115
or another communication network described herein. In some embodiments,
communication network 145 is a separate and proprietary network that ties into the

network 115.

[0040] The information deriving device server 135 may, in some
embodiments, be operable to communicate, via communication network 160, with
gaming device server 120. Communication network 160 may be a part of
communication network 115 or another communication network described herein
or may be a separate communication network. The description of what
communication network 115 may comprise applies equally to communication

network 160. In some embodiments, communication network 160 is a separate
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and distinct communication network that ties into the communication network 115

or another communication network described herein.

[0041] Information deriving device server 135 may be operable to request
information from, receive information from, and / or transmit information to the
gaming device server 120. For example, information deriving device server 135
may request information about a particular player or a particular gaming device
from gaming device server 120. In another example, information deriving device
server 135 may transmit information regarding a player session (described in detail

below) and / or a message output to a player to gaming device server 120.

[0042] Also part of system 100 is a player device 150. A player device 150
may comprise, for example, a portable device operable to receive and / or transmit
information. For example, a player device 150 may comprise, for example, a
cellular telephone, a Personal Digital Assistant (PDA), a pager, a handheld video
game player (e.g., Nintendo™ Game Boy), a portable computers (e.g., a laptop
computer, wearable computer, palm-top computer, or hand-held computer), a wrist

watch, and / or a smart card.

[0043] A player device 150 may be operable, via communication network
155, to communicate with an information deriving device 125. In other
embodiments, a player device 150 may be operable to communicate with an
information deriving device server 135. The description of what communication
network 115 may comprise applies equally to communication network 155. For
example, communication network 155 may comprise a wire or wireless network.
In one embodiment, a player device 150 comprises a Bluetooth™ device that is

operable to communicate wirelessly with other devices.

[0044] A player device 150 may be operable, for example, to receive a
message from an information deriving device 125, an information deriving device
server 135, and / or a gaming device server 120. For example, a player device 150
that comprises a PDA and / or a cellular telephone may be contacted when it is
determined, based on information derived from a gaming device being played by

the player associated with the player device, that a message should be output to the
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player. The message may be transmitted to the player device 150 using, for
example, an address (e.g., Bluetooth™ address, IP address, or telephone number)
of the player device as stored in a memory of the information deriving device 125,
information deriving device server 135, and / or gaming device server 120. A
display and / or speaker of the player device may then output the message to the
player. The player device 150 may further be operable to receive input from the
player (e.g., a response to the message) and transmit the input to another device

(e.g., the device that transmitted the message to the player device 150).

[0045] In one or more embodiments, a player that owns or operates a
player device 150 may register the player device (e.g., provide the address of the
player device and permission to be contacted via the player device) with the entity
practicing aspects of the present invention. For example, a player may provide to a
casino the Bluetooth™ address of his PDA or the telephone number of his cellular
telephone. In other embodiments, an entity practicing aspects of the present
invention may provide a player device 150 to a player, in order to be able to output
messages to the player. For example, when a player checks into a casino as a guest
or comes up to a customer service area of a casino, the player may be provided a
player device 150 for a period of time (e.g., the day, the duration of the player’s
visit to the casino, etc.). The entity providing the player device 150 may store in a
memory the player’s identifier (or other information identifying the player) in
association with the address of the player device 150 (or in association with

another identifier of the player device 150).

[0046] Referring now to Fig. 2, illustrated therein is a block diagram of an
embodiment 200 of an information deriving device. The embodiment 200 may
comprise an embodiment of an information deriving device 125. The )information
deriving device 200 may be implemented as a system controller, a dedicated
hardware circuit, an appropriately programmed general-purpose computer, or any

other equivalent electronic, mechanical or electro-mechanical device.

[0047] The information deriving device 200 comprises a processor 205,

such as one or more Intel® Pentium® processors. The processor 205 is in
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communication with a memory 210 and a communications port 215 (e.g., for
communicating with one or more other devices). The memory 210 may comprise
an appropriate combination of magnetic, optical and/or semiconductor memory,
and may include, for example, Random Access Memory (RAM), Read-Only
Memory (ROM), a compact disc and / or a hard disk. The memory 210 may
comprise or include any type of computer-readable medium. The processor 205
and the memory 210 may each be, for example: (i) located entirely within a single
computer or other device; or (ii) connected to each other by a remote
communication medium, such as a serial port cable, telephone line or radio
frequency transceiver. In one embodiment, the information deriving device 200
may comprise one or more devices that are connected to a remote server computer

for maintaining databases.

[0048] The memory 210 stores a program 220 for controlling the processor
205. The processor 205 performs instructions of the program 220, and thereby
operates in accordance with the present invention, and particularly in accordance
with the methods described in detail herein. The program 220 may be stored in a
compressed, uncompiled and/or encrypted format. The program 220 furthermore
includes program elements that may be necessary, such as an operating system, a
database management system and "device drivers" for allowing the processor 205
to interface with computer peripheral devices. Appropriate program elements are

known to those skilled in the art, and need not be described in detail herein.

[0049] The term “computer-readable medium” as used herein refers to any
medium that participates in providing instructions to processor 205 (or any other
processor of a device described herein) for execution. Such a medium may take
many forms, including but not limited to, non-volatile media, volatile media, and
transmission media. Non-volatile media include, for example, optical or magnetic
disks, such as memory 210. Volatile media include dynamic random access
memory (DRAM), which typically constitutes the main memory. Transmission
media include coaxial cables, copper wire and fiber optics, including the wires that
comprise a system bus coupled to the processor 205. Transmission media can also

take the form of acoustic or light waves, such as those generated during radio
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frequency (RF) and infrared (IR) data communications. Common forms of
computer-readable media include, for example, a floppy disk, a flexible disk, hard
disk, magnetic tapé, any other magnetic medium, a CD-ROM, DVD, any other
optical medium, punch cards, paper tape, any other physical medium with patterns
of holes, a RAM, a PROM, an EPROM, a FLASH-EEPROM, any other memory
chip or cartridge, a carrier wave as described hereinafter, or any other medium

from which a computer can read.

[0050] Various forms of computer readable media may be involved in
carrying one or more sequences of one or more instructions to processor 205 (or
any other processor of a device described herein) for execution. For example, the
instructions may initially be borne on a magnetic disk of a remote computer. The
remote computer can load the instructions into its dynamic memory and send the
instructions over a telephone line using a modem. A modem local to an
information deriving device 200 can receive the data on the telephone line and use
an infrared transmitter to convert the data to an infrared signal. An infrared
detector can receive the data carried in the infrared signal and place the data on a
system bus for processor 205. The system bus carries the data to main memory,
from which processor 205 retrieves and executes the instructions. The instructions
received by main memory may optionally be stored in memory 210 either before or
after execution by processor 205. In addition, instructions may be received via
communication port 215 as electrical, electromagnetic or optical signals, which are
exemplary forms of carrier waves that carry data streams representing various
types of information. Thus, the information deriving device 200 may obtain

instructions in the form of a carrier wave.

[0051] According to an embodiment of the present invention, the
instructions of the program 220 may be read into a main memory from another
computer-readable medium, such from a ROM to RAM. Execution of sequences
of the instructions in program 220 causes processor 205 to perform the process
steps described herein. In alternate embodiments, hard-wired circuitry may be

used in place of, or in combination with, software instructions for implementation
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invention are not limited to any specific combination of hardware and software.

[0052] The memory 210 also stores a plurality of databases, including an
image file database 225, an audio file database 230, a payout database 235, and a

player session database 240. Each of these databases is described in detail below.

[0053] Note that, although these databases are described as being stored in
an information deriving device, in other embodiments of the present invention
some or all of these databases may be partially or wholly stored in another device,
such as the gaming device server 120 and / or the information deriving device 135.
Further, some or all of the data described as being stored in the databases 225
through 240 may be partially or wholly stored (in addition to or in lieu of being
stored in the memory 210 of the information deriving device 200) in a memory of
one or more other devices, such as gaming device server 120 and / or the

information deriving device server 135.

[0054] The databases 225 through 240 are described in detail below and
example structures are depicted with sample entries in the accompanying figures.
As will be understood by those skilled in the art, the schematic illustrations and
accompanying descriptions of the sample databases presented herein are exemplary
arrangements for stored representations of information. Any number of other
arrangements may be employed besides those suggested by the tables shown. For
example, even though four separate databases are illustrated, the invention could
be practiced effectively using one, two, three, five, or more functionally equivalent
databases. Similarly, the illustrated entries of the databases represent exemplary
information only; those skilled in the art will understand that the number and
content of the entries can be different from those illustrated herein. Further,
despite the depiction of the databases as tables, an object-based model could be
used to store and manipulate the data types of the present invention and likewise,
object methods or behaviors can be used to implement the processes of the present

invention.
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[0055] The memory 210 may also store other information such as archives
of information derived from one or more information deriving devices (e.g.,
information derived within a predetermined period of time (such as one hour or
one day), information derived for a particular player’s consecutive game plays,

information that satisfies at least one predetermined condition, etc.).

[0056] The processor 205 may further be operable to communicate with
one or more sensors 245 (e.g., working together to derive information from a
gaming device). The one or more sensors 245 may comprise, for example, at least
one camera (operable to obtain still pictures and / or video), one or more
microphones, one or more electromagnetic sensors, one or more pressure sensors,

one or more IR signal sensors and / or one or more RF signal sensors.

[0057] The processor 205 may further be operable to communicate with
one or more input devices 250. An “input device”, as used herein unless indicated
otherwise, may refer to a device that is used to receive an input. An input device
may communicate with or be part of another device (e.g. a point of sale terminal, a
point of display terminal, a user terminal, a server, a player device, a gaming
device, a controller, ezc.). In the present example, the input device 250 is a part of
an information deriving device 200. Some examples of input devices include: a
bar-code scanner, a magnetic stripe reader, a computer keyboard, a point-of-sale
terminal keypad, a touch-screen, a microphone, an infrared sensor, a sonic ranger,
a computer port, a video camera, a motion detector, a digital camera, a network
card, a universal serial bus (USB) port, a GPS receiver, a radio frequency
identification (RFID) receiver, a RF receiver, a thermometer, a pressure sensor,
and a weight scale. The input device 205 may be utilized, for example, by an
employee of an entity practicing aspects of the present invention to program or

direct the information deriving device 200.

[0058] The processor 205 may further be operable to communicate with an
output device 255. The term output device, as used herein unless indicated
otherwise, may refer to a device that is used to output information. An output

device may communicate with or be part of another device (e.g. a gaming device,
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a point of sale terminal, a point of display terminal, a player device, a casino
device, a controller, etc.). In the present example, the output device 255 is a part of
information deriving device 200. Possible output devices include: a cathode ray
tube (CRT) monitor, liquid crystal display (LCD) screen, light emitting diode
(LED) screen, a printer, an audio speaker, an infra-red transmitter, a radio

transmitter.

[0059] In addition to the components illustrated in Fig. 2, an information
deriving device 200 may include other and / or different components. For
example, the information deriving device may include a power source, such as a
battery, for operating its various components. In one or more embodiments, the
information deriving device may include fasteners, for attaching itself to a gaming

device, to a ceiling, or to any other structure.

[0060] In embodiments of the present invention, an information deriving
device is designed to derive information from a gaming device. Deriving
information from a gaming device may comprise, for example, determining
whether one or more of the following events has occurred at the gaming device
associated with the information deriving device:

(1) an outcome being displayed along a payline of the gaming
device (the outcome may include a final outcome or a preliminary outcome (e.g.,
such as a first hand of video poker));

(i1) aplayer qualifying for or being provided with a payout;

(i11) a wager being placed at the gaming device;

(iv) areel configuration being displayed on a display screen of the
gaming device (a reel configuration may include not only the outcome that was
displayed across the pay line, but also other symbols that appeared above and
below the pay line);

(v) aparticular path or strategy being used by a player to arrive at
an outcome (e.g., the information deriving device may detect which cards a player

has held in a game of video poker in order to arrive at a final outcome);
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(vi) a cash-out event where, for example, a player has pressed the
cash-out button and received electronic credits in the form of coins, bills, and / or a
cashless gaming receipt;

(vii) the occurrence of a bonus round on the gaming device;

(viii) that a player’s credit balance has reached a particular level
(e.g., that the player’s credit balance has reached zero or an amount insufficient for
a subsequent wager at the gaming device);

(ix) that the player has actuated a button, such as a “spin” button
(e.g., including a detection of an amount of pressure with which the player has
actuated the button);

(x) that the player has accessed a “help” feature of the gaming
device;

(xi) whether the player has a drink;

(xii) the number of players present in a predetermined location,
e.g., at the gaming device, or within a predetermined distance of the gaming

device;
(xiii) that a player is facing a gaming device; and

(xiv) that a player appears unhappy (e.g., about an outcome
obtained by the player at the gaming device).

[0061] An information deriving device 200 may, for example, be
programmed with one or more predetermined events and with instructions on how
the information deriving device is to determine whether the one or more
predetermined events has occurred. For example, assuming an information
deriving device 200 includes a camera sensor for capturing images of the front of
an associated gaming device, the information deriving device 200 may be
programmed with information regarding the various locations in the captured
image that correspond to various relevant information necessary for determining
whether a predetennined event has occurred. For example, the information
deriving device may be programmed to evaluate a first portion of a captured image

(the portion being defined, for exam‘ple, by particular pixels of the image to be
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evaluated or a quadrant of the image to be evaluated) that includes the credit meter
to determine whether a particular credit meter balance has occurred and a second
portion of the captured image that includes a display screen for displaying

outcomes to determine the outcome obtained by a player.

[0062] As described herein, in one or more embodiments an information
deriving device may be programmed to derive information from a gaming device
even though the gaming device is not designed to communicate information to the
information deriving device or to recognize the information deriving device. For
example, the gaming device does not transmit signals to the information deriving
device using a pre-arranged communications protocol. Also, the gaming device
may not have any communications ports designed specifically to link with the

information deriving device.

[0063] In one or more embodimenfs, the information deriving device relies
on signals from the gaming device that are meant for a player’s perception. For
instance, the information deriving device reads information directly from the credit
meter to determine the size of the most recent payout, or the information deriving
device reads information directly from the reels of the gaming device to determine
the most recent outcome. The information deriving device may also rely upon
signals provided by the player. For example, a hand motion made by the player
may indicate that the player is placing a wager, or initiating a handle pull. It
should be noted that the term “signals” as used herein is not limited to electrical,
electro-magnetic signals but encompasses any manner of conveying information or

output from which information may be derived.

[0064] The following is a list of exemplary ways in which the information
deriving device may derive information from a gaming device (note that deriving
information from a gaming device includes deriving information from the area

within the vicinity of the gaming device, including actions and / or expressions of

the player playing the gaming device):

) the information deriving device may monitor a display

screen of a gaming device (a display screen may be an area where a gaming device
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displays outcomes, credits won, a credit balance, the events of a bonus round, help
features, and so on; the display screen may be a cathode ray tube (CRT) display,
liquid crystal display (LCD), or any other display);

(i)  the information deriving device may monitor a more simple
display, such as a dot matrix display located beneath a player tracking card reader,
or a dedicated LCD display for showing a credit balance or a payout won;

(iii)  the information deriving device may monitor mechanical
displays, such as a mechanical train that moves around, or a mechanical wheel that
spins (e.g., both of which may be located within the housing of the gaming device,
along with at least a component of the information deriving device);

(iv)  the information deriving device may monitor various buttons
on the gaming device, to determine for example, when they are actuated (buttons
may include, e.g., “spin,” “bet 1 credit,” “bet three lines,” “cash out,” “hold this
card,” etc.);

(v)  the information deriving device may monitor the handle of
the gaming device to determine for example, when the handle has been pulled,

(vi)  the information deriving device may monitor a coin slot and
/ or a bill acceptor of the gaming device to determine, for example, when a player
has inserted coins and / or bills into the gaming device;

(vii)  the information deriving device may monitor cashless
gaming receipt printers and acceptors of the gaming device;

(viii) the information deriving device may monitor the player
tracking card reader to determine, for example, when a player has inserted a
tracking card into the gaming device;

(ix)  the information deriving device may monitor a coin tray of
the gaming device to determine, for example, when coins have fallen into the tray
and / or how many coins have fallen into the coin tray;

x) the information deriving device may monitor any sound
effects output by the gaming device (sound effects may include a real or simulated
sound of coins dropping, celebratory sound effects associated with a payout,

prerecorded or synthesized verbal announcements of a bonus round, ezc.);
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(xi)  the information deriving device may monitor sounds from
the player, such as sighs, exclamations, and conversation;

(xi1) the information deriving device may monitor vibrations
from the gaming device (vibrations may be associated, for example, with the
motion of physical reels, or with the dropping of coins; additionally, some gaming
devices may vibrate on purpose so as, for example, to herald the coming of a bonus
round; vibrations may also be associated with a player hitting a button, or hitting
the machine in frustration);

(xii1) the information deriving device may monitor exposed
surfaces of the gaming device to determine, for example, whether a player has
placed a drink, coin bucket, or other object on the gaming device or hit or kicked
the gaming device; and

(xiv) the information deriving device may monitor, either from
inside or outside the housing of the gaming device, any electrical, electromagnetic,
RF, and IR signals output by the gaming device (e.g., may monitor electrical
signals output by the processbr of the gaming device, signals from a video card of
the gaming device, and / or the breaking of a light beam given off by a source

within the gaming device).

[0065] It should be noted that monitoring the gaming device includes
monitoring a component of the gaming device, a peripheral device of the gaming
device, and / or monitoring a network connection to the gaming device for any

signals being transmitted to and / or from the gaming device.

[0066] In one or more embodiments, the information deriving device is
also operable to communicate with a player at the gaming device being monitored
by the information deriving device. Just as a gaming device itself may not be
designed to transmit certain types of information to another device (e.g., what
symbols a player obtained as an outcome), a gaming device may also not be
designed to transmit certain types of information to a player (e.g., offers of benefits
in return for work performed) and / or to respond to commands to present
particular messages to a player. Accordingly, in one or more embodiments an

information deriving device may comprise one or more components for outputting
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information to a player. For example, an information deriving device may include
one or more display screen for displaying text or graphical information to a player,
one or more speakers for outputting audio messages to a player, and / or one or
more lights capable of lighting, flashing, or blinking in order to attract a player’s
attention or to direct the player’s attention to a certain location. For example, a
flashing light might direct a player to point his PDA to a certain location

corresponding to an infrared port of the information deriving device.

[0067] In some embodiments an information deriving device may be
operable to output information to a player via a player device (e.g., a personal
digital assistant or “PDA”) associated with (e.g., carried on the person of) a player.
A player device is described in more detail below with reference to Fig. 6. For
example, an information deriving device may be operable to contact a player
device and cause an graphical and / or audio message to be output to the player via
the player device. The information deriving device may be operable to, for
example, transmit messages to a player’s PDA, and the PDA might then display or

broadcast the messages to the player.

[0068] As described briefly above, an information deriving device may
comprise other input devices besides a touch screen. For example, the information
deriving device may contain buttons with various markings, such as “yes”, “no”,
“call attendant”, “I accept”, “1”, “2”, etc. The player may use the buttons to, for
example, accept offers communicated by the information deriving device, or to key
in a financial account identifier. In some embodiments, the information deriving
device may include other types of input devices for use by a player to input
information, such as a microphone for listening to the player, a tracking card

reader, a credit card reader, a finger print reader, and / or a retinal scanner.

[0069] As briefly described above, an information deriving device 200 may
comprise one or more sensors for receiving information from a gaming device.

Such sensors may include, for example,:

@) cameras (for still photos and / or video), for capturing

images;
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(i)  microphones, for picking up sounds;

(iii)  vibration detectors that may be operable to detect, for
example, vibrations from the motor that spins the reels, vibrations from coins
falling, vibrations from a player hitting a gaming device, or vibrations generated by
a gaming device to indicate a period of heightened payouts;

(iv)  touch sensors: in one embodiment, touch sensors may
comprise thin, transparent films stretched over areas a player would normally
touch (e.g., buttons), so as to detect a player’s touch; touch sensors may also detect
contact from other objects, such as a player’s drink, coin bucket, or cigarettes);

(v)  motion sensors, for detecting, e.g., the motion of a player’s
hand, the motion of buttons, or the motion of reels;

(vi)  beam sensors: beam sensors may detect, for example, the
actuation of a button, as an electromagnetic beam may only travel unimpeded
between two sensor points on opposite sides of the button when the button is
depressed;

(vit) infrared detectors: infrared detectors may detect the
proximity of a player’s hand as it presses a button, touches an area of the touch
screen, inserts a bill, inserts a player tracking card, inserts a coin, or performs some
other activity; the proximity of a hand may be detected via the body heat radiated
from the hand; infrared detectors may also detect the proximity of a player’s face
as he reads instructions off a display screen;

(viii) sonar transceivers: sonar transceivers may emit and receive
sound waves so as to detect the presence of players’ hands, buckets of coins, or any
other objects of interest;

(ix)  radar transceiver: radar transceivers may emit and receive
radio waves so as to detect the presence of any object of interest; and

(x) electrical signal or electromagnetic signal sensors.

[0070] Note that the components of an information deriving device may or
may not each be contained within a single housing. For example, in one or more
embodiments, the components may be connected, e.g., with wires, but may be
distributed over a relatively large area, such as the surface of a gaming device. In

another alternative, the components of an information deriving device may be
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disembodied from one another. For example, sensors may not be in physical
contact or wired communication with the processor of the information deriving
device. Instead, sensors may communicate wirelessly with the processor via

electromagnetic signals.

[0071] In one example, an information deriving device includes four
distributed sensors and a display screen for communicating messages to a player.
The first sensor comprises a camera that is situated at the lower left hand corner of
the display screen and facing the display screen. The camera may thereby monitor
any images that appear on the screen, and also any instances where the player
touches the screen. A second sensor comprises a beam sensor that is positioned
with a portion on either side of the player tracking card reader. When a player
inserts or withdraws a card, the beam of light traveling from the source to the
detector is temporarily broken, and the player’s action can thereby be detected. A
third sensor comprises a transparent, flexible touch sensor that is stretched over the
“bet 3” button (which is the maximum bet button in this example). When the
player presses “bet 37, this sensor may detect the player’s touch. A fourth sensor
comprises a microphone that is situated between two of the reel display windows.
The microphone may detect, for example, the whirring of the reels as they spin, or
the click of the reels as they come to a stop. The display screen of the information
deriving device is situated below the display screen of the gaming device, and may
be used for communicating messages to the player. The display screen may

comprise a touch screen, and may therefore receive input from the player as well.

[0072] In one or more embodiments, a sensor that is a component of an
information deriving device (such as a camera) may be mobile. For example the
camera may be attached to a robotic arm capable of motion in one or more
dimensions. The camera may additionally have the capability of pivoting or
rotating along one or more axes. The camera may also have the capability of
changing its focus from a proximate focal point to a distant focal point, and vice
versa. Furthermore, the camera may be able to change the direction of its focus
without motion of the entire camera. The ability of the camera to move or to be

moved, as well as to change its focus, allows a single camera to alternately monitor
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different gaming devices , or to monitor multiple gaming devices at once. An
information deriving device server may, for example, provide the information
deriving device of the camera instructions to focus the camera on a gaming device

that is currently generating outcomes (e.g., at which a player is currently actively

playing).

[0073] The processor of the information deriving device may be situated in
a location different from the locations of the various sensors or other components
of the information deriving device, or it may be situated within the same housing
as one of the sensors or other components. In one or more embodiments, the
information deriving device has no processor. Rather the sensors of the
information deriving device communicate directly with the information deriving
device server 135 or gaming device server 120, and the processor of one of these
servers may perform the functions of the processor of the information deriving
device. Each of the sensors may be in wireless or wired communication with the

processor of the information deriving device (or a processor of another device).

[0074] A power source for the information deriving device may also be
located in a separate location, or may be situated at the same location‘and / or
within the same housing as one of the sensors. The power source may be
connected to one or more of the sensors or other components of the information
deriving device, for example, via wires. In one or more embodiments, one or more

of the sensors may include its own distinct power source.

[0075] A sensor 245 may be attached to or otherwise associated with a
gaming device via a number of mechanisms. For example, a sensor 245 may be
glued, taped, bolted, welded, clipped, tied, threaded, wedged, hung, or otherwise
attached to a gaming device. It may be that a gaming device will not have been
constructed so as to allow the easy attachment of an information deriving device.
Accordingly, in one or more embodiments attaching an information deriving
device with screws may first necessitate drilling holes through the housing of the

gaming device so that the screws may enter the holes.
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[0076] In one or more embodiments, a processor of an information deriving
device attached to a first gaming device may communicate with sensors that are
attached to or otherwise associated with multiple different gaming devices. In one
embodiment, the multiple gaming devices may be in close proximity to one
another. For example, the multiple gaming devices may be three adjacent gaming
devices. In these and other embodiments, a single information deriving device

may monitor multiple gaming devices.

[0077] In one or more embodiments, an information deriving device may
not be attached to a gaming device but may be otherwise associated with or
focused on a particular gaming device. For example, an information deriving
device may be mounted on the ceiling of a casino, with a camera focused on the
screens of one or more gaming devices. Additionally, devices not originally or not
solely designed as information deriving devices may be used for any of the
purposes for which an information deriving device is used in embodiments of the
present invention. For example, security cameras may double as information
deriving devices by allowing special software programs to analyze feeds from
security cameras and interpret outcome information, payout information, or other

information from gaming devices in view of the security cameras.

[0078] In one or more embodiments, an information deriving device may
further include a benefit dispensing device (not shown), for outputting a benefit to
a player. Benefits are described in more detail below. For example, an
information deriving device may include a printer, and may therefore provide
printed benefits to a player such as: (i) printed coupons, (ii) cashless gaming
receipts, (iil) show tickets; (iv) meal vouchers; (v) gift certificates; (vi) lottery
tickets; (vii) Keno tickets; (viii) amusement park tickets; and / or (ix) entries into a

sweepstakes.

[0079] Referring now to Fig. 3A, illustrated therein is a block diagram of
an embodiment 300 of a gaming device. The gaming device 300 may be
implemented as a system controller, a dedicated hardware circuit, an appropriately

programmed general-purpose computer, or any other equivalent electronic,
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mechanical or electro-mechanical device. The gaming device 300 may comprise,
for example, a slot machine, a video poker terminal, a video blackjack terminal, a
video keno terminal, a video lottery terminal, a pachinko machine or a table-top
game. In various embodiments, a gaming device may comprise, for example, a
personal computer (e.g., which communicates with an online casino Web site), a
telephone (e.g., to communicate with an automated sports book that provides
gaming services), or a portable handheld gaming device (e.g., a personal digital
assistant or Nintendo GameBoy). The gaming device 300 may comprise the
gaming device 110 of system 100 (Fig. 1). In some embodiments, a user device
such as a PDA or cell phone may be used in place of, or in addition to, some or all
of the garriing device 300 components depicted in Fig. 3A. Further, a gaming
device may comprise a personal computer or other device operable to
communicate with an online casino and facilitate game play at the online casino.
In one or more embodiments, the gaming device 300 may comprise a computing
device operable to execute software that simulates play of a reeled slot machine
game, video poker game, video blackjack game, video keno game, video roulette

game, or lottery game.

[0080] The gaming device 300 comprises a processor 305, such as one or
more Intel® Pentium® processors. The processor 305 is in communication with a
memory 310 and a communications port 315 (e.g., for communicating with one or
more other devices). The memory 310 may comprise an appropriate combination
of magnetic, optical and/or semiconductor memory, and may include, for example,
Random Access Memory (RAM), Read-Only Memory (ROM), a compact disc
and/or a hard disk. The memory 310 may comprise or include any type of
computer-readable medium. The processor 305 and the memory 310 may each be,
for example: (i) located entirely within a single computer or other device; or (ii)
connected to each other by a remote communication medium, such as a serial port
cable, telephone line or radio frequency transceiver. In one embodiment, the
gaming device 300 may comprise one or more devices that are connected to a

remote server computer for maintaining databases.
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[0081] The memory 310 stores a program 320 for controlling the processor
305. The processor 305 performs instructions of the program 320, and thereby
operates in accordance with the present invention, and particularly in accordance
with the methods described in detail herein. The program 320 may be stored in a
compressed, uncompiled and/or encrypted format. The program 320 furthermore
includes program elements that may be necessary, such as an operating system, a
database management system and "device drivers" for allowing the processor 305
to interface with computer peripheral devices. Appropriate program elements are

known to those skilled in the art, and need not be described in detail herein.

[0082] The term “computer—readable‘medium” as used herein refers to any
medium that participates in providing instructions to processor 305 (or any other
processor of a device described herein) for execution. Such a medium may take
many forms, including but not limited to, non-volatile media, volatile media, and
transmission media. Non-volatile media include, for example, optical or magnetic
disks, such as memory 310. Volatile media include dynamic random access
memory (DRAM), which typically constitutes the main memory. Transmission
media include coaxial cables, copper wire and fiber optics, including the wires that
comprise a system bus coupled to the processor 305. Transmission media can also
take the form of acoustic or light waves, such as those generated during radio
frequency (RF) and infrared (IR) data communications. Common forms of
computer-readable media include, for example, a floppy disk, a flexible disk, hard
disk, magnetic tape, any other magnetic medium, a CD-ROM, DVD, any other
optical medium, punch cards, paper tape, any other physical medium with patterns
of holes, a RAM, a PROM, an EPROM, ‘a FLASH-EEPROM, any other memory
chip or cartridge, a carrier wave as described hereinafter, or any other medium

from which a computer can read.

[0083] Various forms of computer readable media may be involved in
carrying one or more sequences of one or more instructions to processor 305 (or
any other processor of a device described herein) for execution. For example, the
instructions may initially be borne on a magnetic disk of a remote computer. The

remote computer can load the instructions into its dynamic memory and send the
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instructions over a telephone line using a modem. A modem local to a gaming
device 300 (or, e.g., a computer 210) can receive the data on the telephone line and
use an infrared transmitter to convert the data to an infrared signal. An infrared
detector can receive the data carried in the infrared signal and place the data on a
system bus for processor 305. The system bus carries the data to main memory,
from which processor 305 retrieves and executes the instructions. The instructions
received by main memory may optionally be stored in memory 310 either before or
after execution by processor 305. In addition, instructions may be received via
communication port 315 as electrical, electromagnetic or optical signals, which are
exemplary forms of carrier waves that carry data streams representing various
types of information. Thus, the gaming device 300 may obtain instructions in the

form. of a carrier wave.

[0084] According to an embodiment of the present invention, the
instructions of the program 320 may be read into a main memory from another
computer-readable medium, such from a ROM to RAM. Execution of sequences
of the instructions in program 320 causes processor 305 to perform the process
steps described herein. In alternate embodiments, hard-wired circuitry may be
used in place of, or in combination with, software instructions for implementation
of the processes of the ;;resent invention. Thus, embodiments of the present

invention are not limited to any specific combination of hardware and software.

[0085] The memory 310 also stores a plurality of databases, including a
probability database 325 and a payout database 330. The probability database
stores a list of outcomes that may be obtained on the gaming device. Each of the
outcomes is associated with at least one random number. When the random
number generator of the gaming device generates a number, the generated number
is compared to the numbers stored in the probability database. The outcome
corresponding to the generated random number is then displayed as the result of
the game play for which the random number was generated. The payout database
is described in detail below. In one or more embodiments, the payout database 330

may store the same data as the payout database 230 that is stored in an information
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deriving device 125 associated with the gaming device in which the payout

database 330 is stored.

[0086] Note that, although these databases are described as being stored in
a gaming device, in other embodiments of the present invention some or all of
these databases may be partially or wholly stored in another device, such as the
gaming device server 120. Further, some or all of the data described as being
stored in the databases 325 and 330 may be partially or wholly stored (in addition
to or in lieu of being stored in the memory 310 of the gaming device 300) in a

memory of one or more other devices, such as gaming device server 120.

[0087] The databases 325 and 330 are described in detail below and
example structures are depicted with sample entries in the accompanying figures.
As will be understood by those skilled in the art, the schematic illustrations and
accompanying descriptions of the sample databases presented herein are exemplary
arrangements for stored representations of information. Any number of other
arrangements may be employed besides those suggested by the tables shown. For
example, even though two separate databases are illustrated, the invention could be
practiced effectively using one, two, three, five, or more functionally equivalent
databases. Similarly, the illustrated entries of the databases represent exemplary
information only; those skilled in the art will understand that the number and
content of the entries can be different from those illustrated herein. Further,
despite the depiction of the databases as tables, an object-based model could be
used to store and manipulate the data types of the present invention and likewise,
object methods or behaviors can be used to implement the processes of the present

invention.

[0088] The memory 310 may also store other information such as a credit
meter balance and an amount of coins currently available in a hopper of the

gaming device 300.

[0089] The processor 305 is also operable to communicate with a random
number generator 340, which may be a component of gaming device 300. The

random number generator 340, in accordance with at least one embodiment of the
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present invention, may generate data representing random or pseudo-random
values (referred to as “random numbers” herein). The random number generator
340 may generate a random number, for example, every predetermined unit of time
(e.g., every second) or in response to an initiation of a game on the gaming device.
In the form er embodiment, the generated random numbers may be used as they are
generated (e.g., the random number generated at substantially the time of game

initiation is used for that game) and / or stored for future use.

[0090] A random number generator, as used herein, may be embodied as a
processor separate from but working in cooperation with processor 305.
Alternatively, random number generator may be embodied as an algorithm,
program component, or software stored in the memory of gaming device 300 and

used to generate a random number.

[0091] Note that, although the generation or obtainment of a random
number is described herein as involving a random number generator of a gaming
device, other methods of determining a random number may be employed. For
example, a gaming device owner or operator may obtain sets of random numbers
that have beeen generated by another entity. HotBits™, for example, is a service
that provides random numbers that have been generated by timing successive pairs
of radioactive decays detected by a Geiger-Muller tube interfaced to a computer.

A blower mechanism that uses physical balls with numbers thereon may be used to
determine a random number by randomly selecting one of the balls and

determining the number thereof.

[0092] The processor 305 is also operable to communicate with a benefit
output device 345, which may be a component of gaming device 300. The benefit
output device 345 may comprise one or more devices for outputting a benefit to a

player of the gaming device 300.

[0093] For example, in one embodiment the gaming device 300 may
provide coinas and / or tokens as a benefit. In such an embodiment the benefit
output device 345 may comprise a hopper and hopper controller, for dispensing

coins and / or tokens into a coin tray of the gaming device 300.
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[0094] In another example, the gaming device 300 may provide a receipt or
other document on which there is printed an indication of a benefit (e.g., a cashless
gaming receipt that has printed thereon a monetary value, which is redeemable for
cash in the amount of the monetary value). In such an embodiment the benefit

output device 345 may comprise a printing and document dispensing mechanism.

[0095] In yet another example, the gaming device 300 may provide
electronic credits as a benefit (which, e.g., may be subsequently converted to coins
and / or tokens and dispensed from a hopper into a coin tray). In such an
embodiment the benefit output device 345 may comprise a credit meter balance
and / or a processor that manages the amount of electronic credits that is indicated
on a display of a credit meter balance. The processor may be the processor 305 or

another processor.

[0096] In yet another example, the gaming device 300 may credit a
monetary amount to a financial account associated with a player as a benefit
provided to a player. The financial account may be, for example, a credit card
account, a debit account, a charge account, a checking account, or a casino
account. In such an embodiment the benefit output device 345 may comprise a
device for communicating with a server on which the financial account is

maintained.

[0097] Note that, in one or more embodiments, the gaming device 300 may
include more than one benefit output device 345 even though only one benefit
output device is illustrated in Fig. 3A. For example, the gaming device 300 may
include both a hopper and hopper controller combination and a credit meter
balance. Such a gaming device may be operable to provide more than one type of

benefit to a player of the gaming device.

[0098] A single benefit output device 345 may be operable to output more
than one type of benefit. For example, a benefit output device 345 may be
operable to increase the balance of credits in a credit meter and communicate with
aremote device in order to increase the balance of a financial account associated

with a player.
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[0099] The processor 305 is also operable to communicate with a display
device 350, which may be a component of gaming device 300. The display device
350 may comprise, for example, one or more display screens or areas for
outputting information related to game play on the gaming device, such as a
cathode ray tube (CRT) monitor, liquid crystal display (LCD) screen, or light
emitting diode (LED) screen.

[0100] In one or more embodiments, a gaming device may comprise more
than one display device. For example, a gaming device may comprise an LCD
display for displaying electronic reels and a display area that displays rotating

mechanical reels.

[0101] The processor 305 may also be in communication with one or more
other devices besides the display device 350, for outputting information (e.g., to a
player or another device). Such other one or more output devices may also be
components of gaming device 300. Such other one or more output devices may
comprise, for example, an audio speaker (e.g., for outputting an actual and / or
apparent outcome or information related thereto, in addition to or in lieu of such
information being output via a display device 350), an infra-red transmitter, a radio
transmitter, an electric motor, a printer (e.g., such as for printing cashless gaming
vouchers), a coupon or product dispenser, an infra-red port (e.g., for
connﬁunicating with a second gaming device or a portable device of a player), a
Braille computer monitor, and a coin or bill dispenser. For gaming devices,
common output devices include a cathode ray tube (CRT) monitor on a video
poker machine, a bell on a gaming device (e.g., rings when a player wins), an LED
display of a player’s credit balance on a gaming device, an LCD display of a

personal digital assistant (PDA) for displaying keno numbers.

[0102] The display device 350 may comprise, for example, one or more
display areas. For example, one of the display areas may display outcomes of
games played on the gaming device (e.g., electronic reels of a gaming device).
Another of the display areas may display rules for playing a game of the gaming
device. Yet another of the display areas may display the benefits obtainable by
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playing a game of the gaming device (e.g., in the form of a payout table). In yet
another of the display areas, a credit meter balance of the player may be displayed.
In yet another of the display areas, marketing messages may be displayed to the
player (e.g., offers for benefits in exchange for activities or commitments to be
performed by the player). In one or more embodiments, the gaming device 300
may include more than one display device, one or more other output devices, or a

combination thereof (e.g., two display devices and two audio speakers).

[0103] The processor 305 is also in communication with an input device
355, which is a device that is capable of receiving an input (e.g., from a player or
another device) and which may be a component of gaming device 300. An input
device may communicate with or be part of another device (e.g. a server, a gaming
device, etc.). Some examples of input devices include: a bar-code scanner, a
magnetic stripe reader, a computer keyboard or keypad, a button, a handle, a
keypad, a touch-screen, a microphone, an infrared sensor, a voice recognition
module, a coin. or bill acceptor, a sonic ranger, a computer port, a video camera, a
motion detector, a digital camera, a network card, a universal serial bus (USB)
port, a GPS receiver, a radio frequency identification (RFID) receiver, an RF
receiver, a thermometer, a pressure sensor, an infrared port (e.g., for receiving
communications from a second gaming device or a another device such as a smart
card or PDA of a player), and a weight scale. For gaming devices, common input
devices include a button or touch screen on a video poker machine, a lever or
handle connected to the gaming device, a magnetic stripe reader to read a player
tracking card inserted into a gaming device, a touch screen for input of player

selections during game play, and a coin and bill acceptor.

[0104] The processor 305 may also be operable to communicate with a
payment system 360, which may be a component of gaming device 300. The
payment systerm 360 is a device capable of accepting payment from a player (e.g.,
a bet or initiation of a balance) and / or providing payment to a player (e.g., a
payout). Payment is not limited to currency, but may also include other types of

consideration, including products, services, and alternate currencies.
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[0105] Exemplary methods of accepting payment by the payment system
360 include (i) receiving hard currency (i.e., coins or bills), and accordingly the
payment system 360 may comprise a coin or bill acceptor; (ii) receiving an
alternate currency (e.g., a paper cashless gaming voucher, a coupon, a non-
negotiable token), and accordingly the payment system 360 may comprise a bar
code reader or other sensing means; (iii) receiving a payment identifier (e.g., a
credit card number, a debit card number, a player tracking card number) and
debiting the account identified by the payment identifier; and (iv) determining that

a player has performed a value-added activity.

[0106] The processor 305 is also operable to communicate with a player
tracking card reader 365, which may be a component of gaming device 300. |
Player tracking card reader 365 may be a device that may be capable of identifying
and/or storing information about a player of gaming device 300. Typically player
tracking cards may be accessed by gaming devices and magnetic card readers
operated by casino staff. The information stored on the player tracking card may
include identifying information, as well as financial information, such as a number
of gambling credits remaining. The card may be machine readable, for example,

by a gaming device.

[0107] In one embodiment, a player may operate a plurality of gaming
devices. For example, a player may simultaneously play two side-by-side gaming
devices, a player may play one gaming device (e.g. a gaming device) and then
continue his gaming session at another gaming device (e.g. a video poker
machine), and a player may remotely operate a gaming device, possibly by using a
telephone, PD A or other device (i) to transmit commands (directly or indirectly) to
the gaming device, such as wager amounts and commands to select certain cards;

and / or (ii) to receive output (directly or indirectly) from the gaming device.

[0108] In one embodiment, a gaming device may allow a player to play a
game of skill rather than a game of chance. Such an embodiment may be more
appealing to certain players or may be permitted in areas where it is illegal to

gamble on games of chance.
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[0109] Referring now to Fig. 3B, an embodiment 370 of a plan view of an
exemplary gaming device 110 with an exemplary associated information deriving
device 125 is illustrated. In the embodiment 370, the gaming device 110
comprises a three reel slot machine. The slot machine comprises a display area
372 in which an outcome for a game of the slot machine is displayed to the player.
The display area 372 may, for example, be a video display that displays
simulations of reels. The display area 372 may, in another example, be glass
behind which are located mechanical reels. Display area 372 is an exemplary

embodiment of the display device 350, described with respect to Fig. 3A.

[0110] The slot machine of embodiment 600 further comprises a handle
374. A player may initiate the movement of the reels in display area 372 by

pulling on the handle 374. Alternatively, a player may initiate the movement of
the reels in display area 372 by actuating the start button 376. Either or both of
handle 374 and start button 376 are exemplary embodiments of the input device

355, described with respect to Fig. 3A.

[0111] The slot machine of embodiment 600 also comprises a player
tracking card reader 378, which is an example of the player tracking card reader
365 that was described w7ith respect to Fig. 3A. The player tracking reader 378
may comprise a player tracking card reader and a display (e.g., an LED display) for
outputting information related to the player identifier (e.g., player’s name and

number of comp points associated with player’s account).

[0112] Also a component of the slot machine of embodiment 600 is another
display area 380, for outputting information to a player. The display area 380 may

be utilized, for example, to inform a player that he has qualified for a bonus.

[0113] The slot machine of embodiment 600 also comprises a payment
system 382, an exemplary embodiment of payment system 360, described with
respect to Fig. 3A. Payment system 382 comprises a coin acceptor. A player may

utilize payment system 3 82 to provide a wager for playing a game.
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[0114] The slot machine of embodiment 600 further comprises a credit
meter balance 384, which is an exemplary embodiment of a benefit output device
345 that was described with respect to Fig. 3A. The credit meter balance reflects
the amount of electronic credits currently available to a player. The electronic
credits may be used by a player, for example, as wagers for games played on the
gaming device. The electronic credits may also be “cashed out” as coins, bills,
tokens, a cashless gaming receipt, and / or credits to another financial account

associated with the player.

[0115] The slot machine of embodiment 600 includes yet another display
area, display area 386, which displays a payout schedule of the slot machine. The
payout schedule displays payouts that correspond to various outcomes obtainable
on the slot machine. In one or more embodiments, if an outcome is displayed in
display area 372 that, as indicated in display area 386, corresponds to a payout, the
credit meter balance 384 may be increased by an amount of electronic credits

corresponding to the payout.

[0116] The slot machine of embodiment 600 further comprises a coin tray
388. Payment to the player may be rendered by dispensing coins into the coin tray
388. Such coins may be dispensed based on, for example, a player’s indication
that the player would like to cash out his credit meter balance and / or a payout
obtained by a player as a result of playing a game on the slot machine of
embodiment 600. The coin tray 388 is an exemplary embodiment of the benefit

output device 345, described with respect to Fig. 3A.

[0117] The slot machine of embodiment 600 further comprises a plurality
of “bet” buttons 390, each button being associated with a different wager amount.
To input a particular wager amount for a game play, the player actuates one of the
plurality of bet buttons 390. For example, to indicate a wager of three coins, a
player actuates the ““bet 3” button. In response to such an indication, the wager
amount is deducted from the amount of electronic credits available to a player

(e.g., if the player actuates the “bet 3” button, three electronic credits are deducted

43



WO 2005/036362 PCT/US2004/033313

10

15

20

25

30

from the player’s credit meter balance). The plurality of bet buttons 390 may

comprise an input device 355, as described with respect to Fig. 3A.

[0118] Attached to the slot machine of embodiment 600 are a plurality of
information deriving devices 125. The information devices 125 are embodied as a
first camera 392 that is focused on the display area 372 of the slot machine, a
second camera 394 that is focused on the front view of the slot machine (e.g.,
viewing the actions of a player playing at the slot machine), and a microphone 396
that is directed at detecting sounds emanating from the coin tray 388 (e.g., to detect
the sounds of coins falling into the coin tray 388 from an internal hopper of the slot

machine). \

[0119] Thus, for example, the information deriving devices 125 of
embodiment 600 could be programmed to derive (i) the symbols depicted on the
display area 372 (e.g., to determine whether the player has obtained an outcome
that corresponds to a payout or an outcome that almost qualified for a payout); (ii)
the actions and / or expressions of a player playing the slot machine (e.g., to
determine which “bet” button the player is typically actuating, to determine
whether the player is reaching for the “cash out” button of the slot machine, and /
or to determine whether the player’s expression depicts a particularly frustrated or
unhappy individual); and (iii) how many coins are being dropped into the coin tray
388 of the slot machine, thereby determining the amount of a payout that a player
has won or a duration of time since the most recent payout obtained by the player.
Such derived information may be useful, for example, in embodiments where a
message is to be output to a player who (i) has obtained a payout that is one
symbol off from being a payout that qualifies for a payout of at least twenty coins,
and (ii) exhibits an expression of frustration or unhappiness when the outcome is
displayed. For example, such a player may be particularly likely to agree to try a
new service in exchange for a payment (e.g., a payment equivalent to the payout
the player almost qualified for). For example, the following message may be
output to the player “Ouch! That was a tough break. You almost won 20 coins!
Since you’ve been such a long-term casino guest, here’s an exciting offer for you:

if you promise to try a beauty treatment at the casino spa during your visit here
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with us, we’ll have a casino host provide you with the 20 coins you should have

won, to use right now! Just say “yes” to accept this offer.”

[0120] The slot machine of embodiment 600 further comprises a “cash out”
button 398 that, when actuated by the player, causes the amount of electronic
credits available to the player to be dispensed into the coin tray 388 in the form of
coins. The cash out button 398 may comprise an input device 355, as described

with respect to Fig. 3A.

[0121] Note that the slot machine of embodiment 600 may include
different and / or additional components besides those illustrated in Fig. 3B and

may not necessarily include each of the components illustrated in Fig. 3B.

[0122] Referring now to Fig. 4, illustrated therein is a block diagram of an
embodiment 400 of gaming device server 120. The gaming device server 400 may
be implemented as a system controller, a dedicated hardware circuit, an
appropriately programmed general-purpose computer, or any other equivalent
electronic, mechanical or electro-mechanical device. The gaming device server
400 may comprise, for example, a server computer operable to communicate with
one or more client devices, such as a gaming device 110. The gaming device
server 400 is operative to manage portions of the system 100 and, in some

embodiments, to execute at least some methods of the present invention.

[0123] In operation, the gaming device server 400 may function under the
control of a casino, a merchant, or other entity that may also control use of one or
more gaming devices 110 and / or information deriving device server 135. For
example, the gaming device server 400 may be a slot server in a casino or a server
that manages a specified set of gaming devices. In some embodiments, the
computer 400 and a slot server may be different devices. In some embodiments,
the gaming device server 400 may comprise more than one computer operating
together. In some embodiments, the gaming device server 400 and the information

deriving device server 135 may be the same device.
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[0124] The gaming device server 400 comprises a processor 405, such as
one or more Intel® Pentium® processors. The processor 405 is in communication
with a communications port 410 (e.g., for communicating with one or more other
devices) and a memory 415. The memory 415 may comprise an appropriate
combination of magnetic, optical and/or semiconductor memory, and may include,
for example, Random Access Memory (RAM), Read-Only Memory (ROM), a
compact disc and/or a hard disk. The processor 405 and the memory 415 may each
be, for example: (i) located entirely within a single computer or other device; or (ii)
connected to each other by a remote communication medium, such as a serial port
cable, telephone line or radio frequency transceiver. In one embodiment, the
gaming device server 400 may comprise one or more devices that are connected to

a remote server computer for maintaining databases.

[0125] The memory 415 stores a program 420 for controlling the processor
405. The processor 405 performs instructions of the program 420, and thereby
operates in accordance with the present invention, and particularly in accordance
with the methods described in detail herein. The program 420 may be stored in a
compressed, uncompiled and/or encrypted format. The program 420 furthermore
includes program elements that may be necessary, such as an operating system, a
database management system and "device drivers" for allowing the processor 405
to interface with computer peripheral devices. Appropriate program elements are

known to those skilled in the art, and need not be described in detail herein.

[0126] According to an embodiment of the present invention, the
instructions of the program 420 may be read into a main memory from another
computer-readable medium, such from a ROM to RAM. Execution of sequences
of the instructions in program 420 causes processor 405 to perform the process
steps described herein. In alternate embodiments, hard-wired circuitry may be
used in place of, or in combination with, software instructions for implementation
of the processes of the present invention. Thus, embodiments of the present

invention are not limited to any specific combination of hardware and software.
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[0127] The memory 415 also stores a plurality of databases, including a
gaming device database 425 and a player database 430. Each of these databases is
described in detail below. Note that, although these databases are described as
being stored in a gaming device server 400, in other embodiments of the present
invention some or all of these databases may be partially or wholly stored in
another device, such as in one or more gaming devices 110, one or more
information deriving devices 125, information deriving device server 135, another
device, or a combination thereof. Further, some or all of the data described as
being stored in the databases 425 and 430 may be partially or wholly stored (in
addition to or in lieu of being stored i the memory 415 of the gaming device
server 400) in a memory of one or more other devices, such as one or more gaming
devices 110, one or more information deriving devices 125, the information

deriving device server 135, another device and / or a combination thereof.

[0128] Referring now to Fig. 5, illustrated therein is a block diagram of an
embodiment 500 of information deriving device server 135. The information
deriving device server 500 may be implemented as a system controller, a dedicated
hardware circuit, an appropriately programmed general-purpose computer, or any
other equivalent electronic, mechanical or electro-mechanical device. The
information deriving device server 500 may comprise, for example, a server
computer operable to communicate with one or more client devices, such as an
information deriving device 125. The information deriving device server 500 is
operative to manage portions of the system 100 and, in some embodiments, to

execute at least some methods of the present invention.

[0129] In operation, the information deriving device server 500 may
function under the control of a casino, a merchant, marketer or other entity that
may also control use of one or more information deriving devices 125 and / or
gaming device server 120. In some embodiments, the information deriving device
server 500 may comprise more than one computer operating together. In some
embodiments, the information deriving device server 500 and the gaming device

server 120 may be the same device.
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[0130] The information deriving device server 500 comprises a processor
5035, such as one or more Intel® Pentium® processors. The processor 505 is in
communication with a communications port 510 (e.g., for communicating with one
or more other devices) and a memory 515. The memory 515 may comprise an
appropriate combination of magnetic, optical and/or semiconductor memory, and
may include, for example, Random Access Memory (RAM), Read-Only Memory
(ROM), a compact disc and/or a hard disk. The processor 505 and the memory
515 may each be, for example: (i) located entirely within a single computer or
other device; or (ii) connected to each other by a remote communication medium,
such as a serial port cable, telephone line or radio frequency transceiver. In one
embodiment, the information deriving device server 500 may comprise one or
more devices that are connected to a remote server computer for maintaining

databases.

[0131] The memory 515 stores a program 520 for controlling the processor
505. The processor 505 performs instructions of the program 520, and thereby
operates in accordance with the present invention, and particularly in accordance
with the methods described in detail herein. The program 520 may be stored in a
compressed, uncompiled and/or encrypted format. The program 520 furthermore
includes program elements that may be necessary, such as an operating system, a
database management system and "device drivers" for allowing the processor 505
to interface with computer peripheral devices. Appropriate program elements are

known to those skilled in the art, and need not be described in detail herein.

[0132] According to an embodiment of the present invention, the
instructions of the program 520 may be read into a main memory from another
computer-readable medium, such from a ROM to RAM. Execution of sequences
of the instructions in program 520 causes processor 505 to perform the process
steps described herein. In alternate embodiments, hard-wired circuitry may be
used in place of, or in combination with, software instructions for implementation
of the processes of the present invention. Thus, embodiments of the present

invention are not limited to any specific combination of hardware and software.
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[0133] The memory 515 also stores a plurality of databases, including an
information deriving device database 525, a 1message determination database 530, a
message details database 535, and a message tracking database 540. Each of these
databases is described in detail below. Note that, although these databases are
described as being stored in the information deriving device server 500, in other
embodiments of the present invention some or all of these databases may be
partially or wholly stored in another device, such as in one or more information
deriving devices 125, one or more gaming devices 110, gaming device server 120,
another device, or a combination thereof. Further, some or all of the data described
as being stored in the databases 525 through 540 may be partially or wholly stored
(in addition to or in lieu of being stored in the memory 515 of the information
deriving device server 500) in a memory of one or more other devices, such as one
or more gaming devices 110, one or more information deriving devices 125, the

gaming device server 120, another device and / or a combination thereof.

[0134] For example, in one or more embodiments, the information deriving
device 125 that derives information from a gaming device 110 is programmed to
(i) determine whether a message is to be output to a player of the gaming device,
(i) determine the details of the message to be output, and / or (ii) track the player’s
response to the message or another status of the message. In such embodiments,
the information deﬁvi11g device 125 may store the message determination database
530, the message details database 535 and / or the message tracking database 540
(in lieu of or in addition to these databases being stored in information deriving

device server 500).

[0135] i Referring now to Fig. 6, illustrated therein is an embodiment 600
illustrating an exemplary player device 150. The player device 600 may be
implemented as a system controller, a dedicated hardware circuit, an appropriately
programmed general-purpose computer, or any other equivalent electronic,
mechanical or electro-mechanical device. The player device 600 may comprise,
for example, a portable electronic device such as a personal digital assistant
(PDA), operable to wirelessly communicate with one or more other devices, such

as an information deriving device 125 or an information deriving device server

}
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135. For example, the player device 600 may be operable to receive messages
from an information deriving device 125 or an information deriving device server
135 and to output the messages to the player. In some embodiments, the player
device 600 may further be operable to transmit signais to an information deriving
device 125 or an information deriving device server 135 (e.g., a signal indicating
an acceptance or rejection of an offer included in a message or answers to

marketing questions posed in a message).

[0136] In operation, the player device 600 may function under the control
of a casino, a merchant, marketer or other entity that may also control use of one or
more information deriving devices 125 and / or information deriving device server
135. For example, a casino, merchant, marketer or other entity may provide the
player device to the player when the player begins playing in a casino (e.g., for the
duration of the player’s visit to the casino or another particular location), for
purposes of outputting messages to the player. In another embodiment, a player
may provide a contact address for a player device owned by the player (as well as

permission to be contacted) to the casino, merchant, marketer, or other entity.

[0137] The player device 600 comprises a processor 605, such as one or 4
more Inte]l® Pentium® processors. The processor 605 is in communication with a
communications port 625 (e.g., for communicating with one or more other devices)
and a memory 610. The memory 610 may comprise an appropriate combination of
magnetic, optical and/or semiconductor memory, and may include, for example,
Random Access Memory (RAM), Read-Only Memory (ROM), a compact disc
and/or a hard disk. The processor 605 and the memory 610 may each be, for
example: (i) located entirely within a single computer or other device; or (ii)
connected to each other by a remote communication medium, such as a serial port
cable, telephone line or radio frequency transceiver. In one embodiment, the
player device 600 may comprise one or more devices that are connected to a

remote server computer for maintaining databases.

[0138] The memory 610 stores a program 615 for controlling the processor
605. The processor 605 performs instructions of the program 615, and thereby
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operates in accordance with the present invention, and particularly in accordance

with the methods described in detail herein. The program 615 may be stored in a
compressed, uncompiled and/or encrypted format. The program 615 furthermore
includes program elements that may be necessary, such as an operating system, a
database management system and "device drivers" for allowing the processor 605
to interface with computer peripheral devices. Appropriate program elements are

known to those skilled in the art, and need not be described in detail herein.

[0139] According to an embodiment of the present invention, the
instructions of the program 615 may be read into a main memory from another
computer-readable medium, such from a ROM to RAM. Execution of sequences
of the instructions in program 615 causes processor 605 to perform the process
steps described herein. In alternate embodiments, hard-wired circuitry may be
used in place of, or in combination With, software instructions for implementation
of the processes of the present invention. Thus, embodiments of the present

invention are not limited to any specific combination of hardware and software.

[0140] The processor 605 is also in communication with a display device
620. The display device 620 may comprise, for example, a screen such as an
liquid crystal display (LCD) screen. The screen may be operable to output
graphical information to the player, such as messages output as a result of

information derived from the gaming device being played by the player.

[0141] The processor 605 is also in communication with an input device
630. The input device 630 is operable to receive input from the player. The input
device 630 may comprise, for example, a keyboard or touchscreen. A player may
utilize the input device 630, for example, to respond to messages output via the
display device 620. In some embodiments, the display device 620 is a touchscreen

that also functions as an input device 630.

[0142] Referring now to Fig. 7, an exemplary tabular representation 700
illustrates an embodiment of an image file database 220, such as may be stored in
the memory of an information deriving device 200. The tabular representation 700

of the image file database includes a number of example records or entries, each
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defining an image. Those skilled in the art will und erstand that the image file
database may include any number of entries. The tabular representation 700 also
defines fields for each of the entries or records. The fields specify: (i) an image
identifier 710 that uniquely identifies an image; (i) an image data file 720 that
comprises data defining the image or a file path to a location of file of an image;

and (iii) a description 730 that describes the image.

[0143] An information deriving device 200, or another device, may utilize
the image file database 700, for example, to determine whether a predetermined
event has occurred at a gaming device. For example, an image data file
corresponding to one or more predetermined events may be stored in the database
700. For example, an image of an outcome that is a predetermined event (e.g., an
outcome that does not qualify for a payout but that 1s one symbol away from
qualifying for a payout) may be stored. As the information deriving device 200
derives image information from a gaming device (e. g., via a camera sensor of the
information deriving device 200), the processor 205 may compare the derived
image data to the image files stored in the database 700 to determine whether there
is a match. If there is a match (e.g., a payout occurring at the gaming device
matches a stored image of a payout), the processor 205 may determine that the

predetermined event corresponding to the image file has occurred.

[0144] Referring now to Fig. 8, an exemplary tabular representation 800
illustrates an embodiment of an audio file database 225, such as may be stored in
the memory of an information deriving device 200. The tabular representation 800
of the audio file database includes a number of example records or entries, each
defining a set of audio data. Those skilled in the art will understand that the audio
file database may include any number of entries. The tabular representation 800
also defines fields for each of the entries or records. The fields specify: (i) an
audio data identifier 810 that uniquely identifies audio data; (ii) an audio data file
820 that comprises data defining the audio data or a file path to a location of file of

an audio data; and (iii) a description 830 that describes the audio data.
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[0145] An information deriving device 200, or another device, may utilize
the audio file database 800, for example, to determine whether a predetermined
event has occurred at the gaming device associated with the information deriving
device 200. For example, an audio data file corresponding to one or more
predetermined events may be stored in the database 800. For example, an audio
data file corresponding to the dropping of twenty coins into a coin tray of the
gaming device may be stored. As the information deriving device 200 derives
audio information from a gaming device (e.g., via a microphone sensor of the
information deriving device 200), the processor 205 may compare the derived
audio data to the audio data files stored in the database 800 to determine whether
there is a match. If there is a match (e.g., a payout occurring at the gaming device
is a payout of twenty coins), the processor 205 may determine that the

predetermined event corresponding to the audio data file has occurred.

[0146] Referring now to Fig. 9, an exemplary tabular representation 900
illustrates an embodiment of a prior art payout database 330 and / or a prior art
payout database 230, such as may be stored in the memory of gaming device 300
and / or an information deriving device 200. Alternatively or additionally, the
whole or portions of the data of payout database 330 or 230 may be stored in an

information deriving device server 135.

[0147] The tabular representation 900 of the payout database includes a
number of example records or entries, each defining a payout that may be obtained
by a player as a result of a game play. Those skilled in the art will understand that
the payout database may include any number of entries. The tabular representation
900 also defines fields for each of the entries or records. The fields specify: (i) an
outcome 910 comprising a set of symbols that may be displayed as a result of a
game play at the gaming device; and (ii) a number of coins awarded 915 that
indicates a number of coins or electronic credits that are to be provided to a player

if the corresponding outcome is obtained by the player.

[0148] Other arrangements of payout databases and probability databases
are possible. For example, the book “Winning At Slot Machines” by Jim Regan
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(Carol Publishing Group Edition, 1997) illustrates examples of payout and
probability tables and how they may be derived. The entirety of this book is

incorporated by reference herein for all purposes.

[0149] A gaming device 110, or another device (e. g., in one or more
embodiments an information deriving database and / or information deriving
device server may store a payout database for use in deterrmining a payout that a
player qualified for, almost qualified for, or failed to quali fy for), may utilize the
payout database 900, for example, to determine whether to a player has qualified
for a payout as a resu(It of an outcome obtained by the player. For example, the
processor 105 may compare an outcome for a game play to the outcomes of the
payout table 900 to determine whether the outcome corresponds to a payout. If the
outcome does correspond to the payout, the processor 105 may cause the

appropriate amount of coins or electronic credits to be provided to the player.

[0150] An information deriving device 125 and / or an information
deriving device server 135 may utilize database 900, for example, to determine
whether a predetermined event has occurred at a gaming device. For example, an
information deriving device 125 may derive, via a camera sensor, that an outcome
comprising the symbols ““7 — 7- orange” has been displayed along a payline of the
gaming device being monitored. The processor of the information deriving device
may then determine whether the outcome corresponds to a payout by comparing
the outcomes corresponding to payouts in table 900 to the outcome displayed on
the gaming device 110. In some embodiments, if the outcome is determined not to
correspond to a payout the processor may further determine whether the outcome
displayed on the gaming device is close to an outcome that does correspond to a
payout. In the present example, the outcome “7 — 7 — 7 does correspond to a
payout but the outcome “7 — 7- orange” does not corresponid to a payout. Further,
the outcome “7 — 7- orange” is one symbol away from qualifying for a payout of
one hundred coins. A predetermined event that causes a message to be output to a
player may comprise, for example, the obtainment by a player of an outcome that
is one symbol off from qualifying for a payout of at least fifty coins. The outcome

“7 —T7—orange” qualifies as such an event. Accordingly, using the payout table
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900, the information deriving device and / or another device performing the
determination of whether a predetermined outcome has occurred (e.g., the
information deriving device server 135) may conclude that a predetermined event

has occurred and that a message is to be output to a player.

[0151] Referring now to Fig. 10, an exemplary tabular representation 1000
illustrates an embodiment of a player session database 235, such as may be stored
in the memory of an information deriving database 200. The tabular representation
1000 of the player session database includes a number of example records or
entries, each defining a session of a player. A session, as used herein, is plurality
of game plays initiated by a particular player within a pre-defined period of time,
within a predetermined period of time of one another, consecutively and on a

particular gaming device, or otherwise associated with one another.

[0152] Those skilled in the art will understand that the player session
database may include any number of entries. The tabular representation 1000 also
defines fields for each of the entries or records. The fields specify: (i) a session
identifier 1005 that uniquely identifies a session of a player, (ii) a time started 1010
that indicates the time at which the session was begun by the player, (iii) a
consecutive number of a game play 1015 that indicates which game play (e.g., spin
of a reel slot machine or hand of a video poker machine), as counted consecutively
from the beginning of the session, a row of the record pertains to, (iv) a time of
game play 1020 that indicates the time at which a particular game play was
initiated, (v) an amount wagered 1025 that indicates the amount that the player
wagered on the particular game play, (vi) an outcome 1030 of the game play (e.g.,
the symbols displayed along a payline of a reel slot machine at the conclusion of a
game play), and (vii) a payout 1035 that indicates the payout, if any, provided to

the player as a result of the corresponding outcome.

[0153] Note that the session identifier may include the identifier of the
player associated with the session or a portion thereof. Further note that, although

a session is depicted as occurring at a single gaming device in database 1000, in
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one or more embodiments a session may include play on more than one gaming

device.

[0154] The player session database 1000 may be utilized by an information
deriving device 125 and / or an information deriving device server 135, for
example, to track the outcomes of a player during a particular session. Such
tracking may be utilized, for example, to determine whether a predetermined event
has occurred at a gaming device and thus whether a message is to be output to the
player of the gaming device. For example, a predetermined event that causes a
message to be output to a player may comprise the obtainment by the player of ten
outcomes in a row that do not qualify for any payout. By tracking, in the player
session database 1000, the consecutive outcomes obtained by a player, the
information deriving device 125 and / or an information deriving device server 135

may determine whether the predetermined event has occurred.

[0155] Referring now to Fig. 11, an exemplary tabular representation 1100
illustrates an embodiment of a gaming device database 425, such as may be stored
in the memory of a gaming device server. The tabular representation 1100 of the
gaming device database includes a number of example records or entries, each
defining a gaming device in communication with the gaming device server 135.
Those skilled in the art will understand that the gaming device database may

include any number of entries.

[0156] The tabular representation 1100 also defines fields for each of the
entries or records. The fields specify: (i) a gaming device identifier 1105 that
uniquely identifies a gaming device, (ii) a game 1110 that indicates the commonly
known name or general description of the game available on the gaming device
(note that some gaming devices may have more than one game available thereon,
in which embodiments each of the game names or descriptions would be included
in field 1110), (iii) a denomination 1115 that indicates the currency denomination
accepted by the gaming device, and (iv) a location 1120 that indicates the
geographical location of the gaming device (e.g., within a particular casino,

building, or complex of buildings). Note that the location 1120 field may store an
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electronic address at which the gaming device may be contacted (e.g., a network

address or an IP address).

[0157] The gaming device database 1100 may be utilized by a gaming
device server 120, for example, to contact a gaming device. For example, the
gaming device database 1100 may be accessed to determine the location of a
gaming device that a casino employee is to be deployed to. In another example,
the gaming device database 1100 may be accessed to determine the address via
which a particular gaming device may be contacted (e.g., in order to direct the

gaming device to perform a function).

[0158] Referring now to Fig. 12, an exemplary tabular representation 1200
illustrates an embodiment of a player database 430, such as may be stored in the
memory of a gaming device server 120. The tabular representation 1200 of the
player database includes a number of example records or entries, each defining a
player registered with the entity practicing the present invention. Those skilled in
the art will understand that the player database 1200 may include any number of

entries.

[0159] The tabular representation 1200 also defines fields for each of the
entries or records. The fields specify: (i) a player identifier 1205 that uniquely
identifies a player, (ii) a name 1210 of a player, (iii) a financial account identifier
1215 associated with a player, (iv) a home mailing address 1220 associated with
the player, (v) an electronic mail (e-mail) address 1225 associated with the player,
(v) a theoretical win / [loss] 1230 associated with the player, and (vi) a player
device address 1235 that indicates the address or other contact information via
which a message may be output to a player device, if any, associated with the

player.

[0160] The information in the player database 1200 may be created and
updated, for example, based on information received from a player, a casino
employee, a gaming device 110, an information deriving device 125, a gaming
device server 120, an information deriving device server 135, and / or another

device. For example, the information may be created when a player registers with
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a casino and receives a player tracking card encoded with the player identifier.

The information may be subsequently updated when a player requests to update the
information (e.g., when a player indicates a desire to change a preferred character
or preferred method of outputting an outcome) or when additional information is
obtained about the player via the casino’s interactions with the player (e.g., the
lifetime theoretical win may be updated on an ongoing basis as the player plays

games at a casino).

[0161] The player identifier 1205 may be, for example, an alphanumeric
code associated with a player who may operate a gaming device or play a table
game at a casino. The player identifier 1205 may be generated or selected, for
example, by the gaming device server 400 or by the player (e.g., when a player
first registers with a casino). In some embodiments, a player tracking card number
of a player tracking card provided to a player may be distinct from a player
identifier. In such embodiments, an additional field for the player tracking card
number may be included in player database 1200. For each player, the player
database 430 may also store the player’s name 1210 (e.g., for use in outputting
messages to the player). In one or more embodiments the player’s name may
comprise a nickname or other designation for the player that is selected by the
player or the casino. In one or more embodiments, the nickname may comprise a
designation that reflects the player’s status (e.g., “premium player”). Such a status
may indicate, for example, the typical spending range of the player or other
indication of how valuable the player is considered to be by the casino. Such a

designation may or may not be known to the player.

[0162] The financial account identifier 1215 (e.g., a credit card account
number, a debit card account number, a checking account number, a casino
financial account number, or digital payment protocol information) identifies a
financial account associated with the player. The financial account identifier 1215
may be used, for example, to credit a payment to the player (e.g., wherein a benefit
obtained by the player comprises a monetary amount) and / or to debit a wager
amount. For example, if, in response to a message output to a player, the player

agrees to perform an activity in exchange for a payment, the payment may be
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credited to the financial account by use of the financial account identifier

associated with the player.

[0163] The theoretical win / [loss] 1230 stores an indication of the
theoretical win of the player based on the playing activity of the player sirace the
playing activity of the player has been tracked. In other words, the theoretical win
/ [loss] 1230 may be a “lifetime” theoretical win. In other embodiments a
theoretical win / [loss] based on other periods of time may be stored in addition to
or instead of the lifetime historical theoretical win / [loss]. For example, an annual

or session theoretical win / [loss] may be stored.

[0164] The player device address 1235 stores an address usable to contact a
player device associated with (e.g., carried by) a player. For example, assuming
the player’s device is a Bluetooth™-enabled device, the Bluetooth™ address
(often referred to as the BD_ADDR) of that device may be stored in player device
address field 1235. The Bluetooth™ address of a Bluetooth™-enabled device is a
twelve character code that can usually be found on the device such as neax the
device’s serial number. In another example, the player device address field may be

an IP address of the device.

[0165] It should be understood that although a player identifier and
information related to each registered player is described in detail, a player need
not be registered in order to obtain benefits of the present invention (e.g., receive
messages offering benefits based on information derived from the gaming device
being played by the player). Accordingly, registration of a player and stoxing of
information related to a player is not necessary for practice of the present

invention.

[0166] The player database 1200 may be utilized by a gaming device server
400, for example, to retrieve information about players in order to facilitate the
output of messages and / or the provision of a benefit to a player. For example, the
player’s name may be retrieved from the player database for incorporation into the
message to be output to the player. In another example, the address of the player

device associated with the player may be retrieved for use in outputting the
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message to the player. In yet another example, the financial account identifier
associated with the player may be retrieved for use in crediting a benefit (e.g., a
benefit to be provided to the player in exchange for the player’s acceptance of an

offer included in a message that had been output to the player).

[0167] In one or more embodiments, the player database 1200, or some or
all of the data described as being stored therein, may be stored in a device other
than the gaming device server 400. For example, the player database 1200 may be
stored in a gaming device 110, an information deriving device 125, an information

deriving device server 135, and / or another device.

[0168] Referring now to Fig. 13, an exemplary tabular representation 1300
illustrates an embodiment of an information deriving device database 525, such as
may be stored in the memory of an information deriving device server 500. The
tabular representation 1300 of the information deriving device database includes a
number of example records or entries, each defining an information deriving
device that may be in communication with an information deriving device server
500. Those skilled in the art will understand that the information deriving device

database 1300 may include any number of entries.

[0169] The tabular representation 1300 also defines fields for each of the
entries or records. The fields specify: (i) an information deriving device identifier
1305 which uniquely identifies an information deriving device (and which may
comprise or include an address via which the information deriving device may be
contacted, such as a network address), (ii) an associated gaming device identifier
1310 that uniquely identifies the one or more gaming devices with which the
information deriving device is associated (e.g., the gaming device at which the
information deriving device is focused on or attached to), (iii) a camera focused on
display screen? field 1315 that stores an indication of whether a sensor that
comprises a camera and that is a component of the information deriving device is
focused on the display screen of the associated gaming device, (iv) a camera
focused on credit meter? field 1320 that stores an indication of whether a sensor

that comprises a camera and that is a component of the information deriving device

60



WO 2005/036362 PCT/US2004/033313

10

15

20

25

30

is focused on a credit meter of the associated gaming device, (v) a microphone in
coin tray? field 1325 that stores an indication of whether a sensor that comprises a
microphone and that may be a component of the information deriving device is
located in or near the coin tray of the associated gaming device, (vi) a touch
sensors on physical buttons? field 1330 that stores an indication of whether one or
more sensors comprising touch sensors and that may be components of the
information deriving device are located on the physical buttons of the associated
gaming device, and (vii) a touch sensors on display screen? field 1335 that stores
an indication of whether one or more sensors comprising touch sensors and that
may be components of the information deriving device are located on a display
screen (e.g., that comprises a touch screen for use by the player in inputting
information) of the associated gaming device. Note that the fields 1315 through
1335 may store an indication of whether each of the respective sensors is currently
activated and receiving information, or another status of the sensors. In one or
more embodiments, the information deriving device database 1300 may store
additional information regarding, for example, the one or more sensors. For
example, for a sensor comprising a camera for capturing an image, the database
1300 can store an indication of the exact location within the image that a particular
piece of information may be found (e.g., that the credit meter balance may be

found by evaluating particular pixels or a particular quadrant of the image).

[0170] The information deriving device database 1300 may be utilized by
an information deriving device server 500, for example, to determine which
gaming device is associated with an information deriving device and / or to update
or change which gaming device is associated with an information deriving device.
In another example, the database 1300 may be accessed to update the status of a

sensor that is a component of an information deriving device.

[0171] Referring now to Fig. 14, an exemplary tabular representation 1400
illustrates an embodiment of a message determination database 530, such as may
be stored in the memory of an information deriving device server 500. The tabular
representation 1400 of the message determination database includes a number of

example records or entries, each defining a condition that, if satisfied, causes a
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message to be determined for output to a player. Those skilled in the art will
understand that the message determination database 1400 may include any number

of entries.

[0172] The tabular representation 1400 also defines fields for each of the
entries or records. The fields specify: (i) a message condition 1405 that indicates
the condition which, if satisfied, will cause a message to be determined for output
to a player, and (i) a message identifier 1410 that identifies the message to be

output to the player when the corresponding condition is satisfied.

[0173] The message determination database 1400 may be utilized by the
information deriving device server 500 and / or an information deriving device

200, for example, to determine whether a message is to be output to a player. For
example, it may be determined whether one of the conditions stored in the database
500 has been satisfied. Ifit is determined that a condition has been satisfied, the

identifier of the message corresponding to the condition may be determined.

[0174] As described herein, in one or more embodiments an information
deriving device 125 may be operable to determine whether a condition for
outputting a message to a player has been met. In such embodiments, the message
determination database 1400, a version thereof, or at least a portion of the data
described as being stored therein, may be stored in the memory of one or more
information deriving devices in addition to or in lieu of being stored in the memory
of the information deriving device server 135 (e.g., the information deriving device

server may not exist in some embodiments).

[0175] It should be noted that although the embodiment 1400 illustrates a
one-to-one correspondence between a condition and a message identifier, in other
embodiments more than one condition may correspond to a single message
identifier and / or more than one message identifier may correspond to a single
condition. If more than one message identifier corresponds to a particular
condition, the information deriving device 200 and / or the information deriving
device server 500 may store in memory a program or set of rules for determining

which of the plurality of messages is to be output to a player. In some
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embodiments, more than one message may be output to the player (e.g., each of the
corresponding messages may be output). In another embodiment, a message may
be selected randomly or based on one of the stored rules. For example, one or
more of the messages may be selected based on other information associated with
the player such as player preferences or previous messages that have been output

and / or responded to favorably by the player.

[0176] Referring now to Fig. 15, an exemplary tabular representation 1500
illustrates an embodiment of a message details database 535, such as may be stored
in the memory of an information deriving device server 500. The tabular
representation 1500 of the message details database includes a number of example
records or entries, each defining a message that may be output to a player. Those
skilled in the art will understand that the message details database 1500 may

include any number of entries.

[0177] The tabular representation 1500 also defines fields for each of the
entries or records. The fields specify: (i) a message identifier 1505 uniquely
identifies a message, (i1) a message type 1510 that indicates the nature of the
message (e.g., whether it is an offer, an advertisement, or a survey), (iii) a message
1515 that indicates the text of the message to be output to the player, ‘and (iv) a
response 1520 that indicates whether a tracked response from the player to the
message is expected or possible (e.g., if the message is simply an advertisement, no

tracked response is expected or possible).

[0178] The message details database 1500 may be utilized by the
information deriving device server 500, for example, to determine the text of the
message to be output to the player. As described above, database 1400 may be
used to determine the message identifier of a message to be output to the player.
Once the message identifier is determined, database 1500 may be accessed to
determine the text of the message to be output to the player. In one or more
embodiments, the manner in which a message is presented to a player may be
affected by the type of message (e.g., whether it is an advertisement or an offer).

In such embodiments, the database 1500 may be used to determine the type of
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message to be output, thereby determining the manner in which the message is to
be output. In one or more embodiments, a response from a player is expected to
some messages but not to others. Accordingly, further action such as tracking the
status of a player’s response to a message may be required on the part of a device
for the messages to which a response is expected. In such embodiments, the
database 1500 may be accessed to determine whether a response is expected to the
particular message being output, thereby determining whether a subroutine for

tracking the status of the response is to be initiated.

[0179] As described herein, in one or more embodiments an information
deriving device 125 may be operable to determine the message to be output to a
player. In such embodiments, the message details database 1500, a version
thereof, or at least a portion of the data described as being stored therein, may be
stored in the memory of one or more information deriving devices in addition to or
in lieu of being stored in the memory of the information deriving device server 135

(e.g., the information deriving device server may not exist in some embodiments).

[0180] As illustrated in the message identified as message”M5555”, a
message may comprise an offer. An offer, as the term is used herein, defines an
activity to be performed or obligation to be committed to and a benefit to be
provided in exchange for the performance, or agreement to perform, the activity or
the commitment to the obligation. In the message “M5555”, for example, the offer
defines an activity of switching long distance phone companies and a benefit of

“$30” to be provided to the player.

[0181] Examples of activities that may be included in an offer include (i)
signing up for a new credit card, (ii) answering survey questions about a product or
service, and (iii) committing to a gambling activity (e.g., playing at a gaming

device for a predetermined amount of time and at a predetermined rate of play).

[0182] In one or more embodiments, an activity may be specified and / or
have value to a third-party merchant. For example, a credit card issuer may be

willing to pay up to $50 to get a customer to sign up for a new credit card, since
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acquiring this customer will likely result in more than $50 of profits for the credit

card issuer.
[0183] Basic types of activities that may be included in an offer include:

1) purchasing a product or service;

(i)  using a product or service;

(iii)  testing a product (e.g., a casino representative may bring a
product to the player’s gaming device and have the player try, sample, or preview
it; the player might be required to try a cup of coffee, take a sample issue of a
magazine, or wear a new watch for an hour);

(iv)  selling a product or service;

(v)  providing a product or service;

(vi)  providing information;

(vii) . viewing information;

(viii) performing an action; and

(ix)  telling a friend or relative about a product or service.

[0184] Note that there are many other types of activities and that some
activities do not fit clearly into any one category. The discussion below provides

examples of each of these basic types of activities.

[0185] Examples of purchasing a product or service include:

Q) signing up for a magazine subscription;
(i)  buying $20 worth of books from Amazon.com™; and

(iii)  signing up for a warranty.

[0186] Examples of using a product or service include:

1) receiving a new credit card;
(i)  using a new long distance telephone provider;
(iii)  printing a predetermined minimum number of pages per

week from an HP™ laser printer; and
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(iv)  receiving 3 free issues of a magazine.

Examples of providing a product or service include:

6] providing legal or medical advice;
(i)  donating an old television set; and

(iti)  providing help to novice players.

Examples of selling a product or service include:

1) selling a used product on an auction Website, such as
eBay™; and

(i)  providing tax advice at a rate of $10 per hour.

Examples of providing information include:

@) answering survey questions;
(i)  providing product ratings and reviews; and
(iii)  indicating demographic and / or purchasing information or

providing access or permission to access such information.

Examples of viewing information include:

(1) watching or listening to a commercial or other
advertisement;

(i)  listening to an audio tape of a public health message (e.g.,
about the health dangers of smoking cigarettes); and

(ili)  reading a pamphlet that explains how to use a product.

Examples of performing an action include:

1) playing a game of chance or a game of skill;

(i1) applying for a credit card
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(iii)  performing a repeated action (e.g. purchasing a product from
a retailer at least once a month for the duration of an
insurance policy, maintaining a balance on a credit card);

(iv)  performing a customer-segmenting activity (i.e., an activity
that allows a seller to segment its customer base; for
example, a casino may segment its player base by asking a
player to perform an activity over an extended period of
time, since some players will not have the time to perform
such activities); and

(v)  convincing another party (e.g., another player) to perform
one or more activities (e.g., a first player may perform an
activity of convincing three of his friends to sign up for

magazine subscriptions).
[0192] Examples of gambling-related activities include:

) playing a game for a predetermined period of time (perhaps
at a predetermined minimum rate of play);
(i)  playing a predetermined number of game plays (perhaps
within a predetermined period of time and / or at a
predetermined gaming device or type of gaming device);
(iii)  placing a predetermined number (or dollar value) of wagers;
(iv)  winning a predetermined number of game plays (perhaps
within a predetermined period of time);
) winning a predetermined payout or minimum payout
(perhaps within a predetermined period of time or within a predetermined number
of game plays);
(vi)  winning a predetermined amount of money (perhaps within
a predetermined period of time),
¢ (vii) playing a designated game and / or gaming device (perhaps
for a predetermined duration or within a predetermined period of time);
(viii) playing a game in a predetermined fashion (e.g., always

make the maximum bet, always hit with 16 in blackjack);
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(ix)  signing up for a player tracking card; and
(x)  providing gambling-related information (e.g., inserting a

player tracking card, answering survey questions).

[0193] In one or more embodiments, an offer may specify an expiration
condition (e.g., a time or condition that, if it occurs, causes the offer to no longer
be available for acceptance or by which time an activity specified in the offer must

be completed). Examples include:

6))] an activity must be finished by a predetermined time or
event (e.g., before 6:00 PM tonight);

(ii)  an activity must be started before a predetermined time or
event (e.g., before the end of a baseball game);

(iii)  an activity must be performed before a predetermined
condition is true (e.g., while there are at least 4 players at a particular bank of slot
machines); and

(iv)  an offer must be accepted before a predetermined time

occurs, a predetermined event occurs, and / or a predetermined condition is true.

[0194] In one or more embodiments, there may be additional restrictions as
to how and where an activity is performed. For example, a player may be required
to perform an activity while the player is at the casino or at a particular gaming

device.

[0195] In one or more embodiments, an offer may define more than one
activity or more than one performance of a single activity. In such embodiments,
the player may be required to perform each activity or each performance of the
activity in order to qualify for the benefit defined in the offer. In other
embodiments, the player may be able to choose which one or more of the defined
activities to perform. In other embodiments, the player may perform as many
activities or performances of activities as desired and the benefit may be prorated
therefore. In some embodiments, each activity or performance of an activity
defined in the offer may correspond to a distinct benefit or provision of a benefit.

For example, an offer may define a performance of an activity of playing five
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minutes at the gaming device and a provision of a benefit of one hundred comp
points. Thus, for every five minutes that the player plays at the gaming device, the
player will be provided with one hundred additional comp points. Other examples
of multiple activities or multiple performances of an activity that may be defined in

an offer include:

1) a requirement that a player play one hundred hands of video
blackjack today and eat lunch at the casino buffet tomorrow; and

(i)  arequirement that a player perform a repeated activity (e.g.,
purchasing a product from a retailer at least once a month for the duration of an

insurance policy, maintaining a balance on a credit card).

[0196] In accordance with one or more embodiments, a player’s
completion of an activity may be based on activities of other persons. For

example:

@) a player may be required to perform a competitive activity
the success of which is determined relative to at least one other person (e.g., a
player may be required to win a hand of poker or win a slot machine tournament);
and / or

(i)  aplayer may be required to perform a team activity (i.e., an
activity where players work together to accomplish a common goal; for example,
all the players at a bank of slot machines may have to work together to increase a

progressive jackpot to be greater than $10,000).

[0197] In accordance with one or more embodiments, a player may receive
help in performing an activity. In such embodiments, one or more other parties
may perform an activity in the place of the player or in addition to the player. For
example, a player may be required to perform an activity of playing a slot machine
continuously for four hours. The player may enlist three friends to help him
perform this activity. For instance, each person including the player may play the
slot machine for one hour, and then give up his seat to the next person. In another
example, a player may be required to perform an activity of signing up for three

magazine subscriptions. However, the player is only interested in receiving two
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magazine subscriptions. In such a scenario, the player may be allowed to have a
friend sign up for the third subscription in order f;)r the player to qualify for the
benefit. In yet another example, a player may be required to perform an activity of
completing a Tae-Bo™ workout. However, if the player does not enjoy Tae-Bo™
but his wife does, the player may be allowed to have his wife perform the activity
of completing the Tae-Bo™ workout. In other embodiments, it may not be

permissible for a player to receive help in performing an activity.

[0198] In accordance with one or more embodiments, it may be permissible
for an activity to have been performed in the past. For example, a player may be
asked to perform an activity of placing at least $100 worth of wagers at video
poker. If the player has already placed $150 worth of wagers at video poker, then
this may constitute performance of the activity. In one or more embodiments, the
player may be asked to provide evidence that he performed an activity in the past
(e.g., by inserting his player tracking card or providing a receipt). In yet other
embodiments, in order for an activity performed in the past to qualify the player for
a benefit of a current offer, the activity may be required to have taken place within

a predetermined time of the current time (e.g., within the last hour or the current

day).

[0199] In accordance with one or more embodiments, it may be permissible
for a player to make a forward commitment to perform an activity and still obtain
the benefit of the offer immediately (i.e., before the activity is performed).
According to one embodiment, a forward commitment is an agreement to perform
an activity at some point in the future. For example, a player may be required to
perform an activity of test driving a Ford Escort within the next month. The player
may agree to perform this activity later (e.g., once he returns home from visiting
the casino), thereby completing the activity. Note that forward commitments may

include time-based requirements and expiration conditions.

[0200] In accordance with one or more embodiments, a forward
commitment may be penalty-secured. This means that a player may be penalized

for not completing the activity specified in the forward commitment. For example,
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a player’s credit card may be charged a predetermined monetary amount if the
player does not complete an activity by a specified date. Examples of penalties

include:

6] monetary penalties that may be charged to a player’s credit
card, debit card, player account or other financial account (according to one
embodiment, a player may be required to provide a payment identifier (e.g., a
credit card number) when accepting a penalty-secured forward commitment);

(ii)  denial of products and / or services (e.g., the player may not
be permitted to gamble at the casino any more) — note that penalties that involve
denial of products or services may be temporary;

(iii)  arequirement that the player perform one or more additional
(e.g., different) activities or instances of activities (e.g., the player may be required
to test-drive at least two cars rather than one); and

(iv)  other forms of consideration.

[0201] Note that penalty-securing a forward commitment may be necessary
to avoid a number of different methods of cheating the system. For example, if a
forward commitment was not penalty secured, then a player may promise to
perform an activity, receive a benefit, and then never perform the activity as

promised.

[0202] As described above, an offer may define a benefit to be provided to
a player in exchange for the player’s performance of an activity, agreement to
perform an activity, or commitment to an obligation. Examples of benefits that

may be provided to a player include:

1) money (e.g., currency or electronic credits);

(i)  products (e.g., a souvenir watch, a sweatshirt, a magazine
subscription);

(iii)  services (e.g., a free meal, a haircut);

(iv)  discounts on products or services (e.g., 50% off the list price
of a hotel room);

W) alternate currencies (e.g., comp points)
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(vi)  an entry into a game of chance (e.g., a lottery ticket, an entry
into a sweepstakes, a free spin on a slot machine); and

(vil)  other consideration.

[0203] It should be noted that a benefit may be provided to a player in one
event. For example, a benefit may be provided to the player via a check, by being
handed to the player by a casino representative or by crediting a financial account
associated with a player. In another example, a benefit may be provided to a
player over the course of a plurality of events. For example, a free cocktail may be

provided to the player every fifteen minutes for the next two hours.

[0204] In accordance with one or more embodiments, a benefit or part of a
benefit may be provided to a party associated with the player (e.g., a friend of the
player, a family member, a charity). For example, while providing a benefit to a
player’s favorite charity may not provide a tangible benefit to the player, the player
does receive an intangible benefit (e.g., he may feel altruistic and good-hearted).
For this reason, benefits to friends of players may be particularly motivational for a
player. According to one embodiment, a benefit provided to a friend of a player
may be contingent on the friend performing one or more activities. For example, a

player’s friend may be asked to perform an activity in order to receive a benefit.

[0205] In accordance with one or more embodiments, a third-party
merchant may provide a benefit related to a player’s performance of an activity.
Such a benefit may be provided because an activity has value to the third-party

merchant. Examples of activities that have value to third-party merchants include:

(1) a player signing up for a new credit card (the third-party
merchant may be the issuing bank of the credit card);

(i1)  acustomer views an advertisement (the manufacturer of the
product being advertised may be the third-party merchant); and

(iii)  aplayer convincing three friends to register with a website

(the website may be a third-party merchant).
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[0206] According to one embodiment, a third-party merchant provides
consideration to the casino in exchange for the casino’s aid or permission in
outputting a message to a player. Examples of consideration that may be provided
to the casino include payments (e.g., in money or an alternate currency like
frequent flyer miles), products, and services. Examples of how a third-party

merchant may provide consideration to a casino include:

@) providing the consideration at various different times, such
as before, after or substantially simultaneously with an activity performed bya
player, a message being output to a player, or an offer being accepted to a player;

(i)  providing consideration contingent upon the output of a
message, the output of a minimum number of messages, the acceptance of an offer
by a player, a minimum number of acceptances by players, an activity being
performed satisfactorily, an activity being performed satisfactorily by a minimum
number of players; and

(iii)  providing consideration upfront in one lump sum in
exchange for the casino’s commitment to output a message in a satisfactory
manner (e.g., the message is to be output a minimum number of times within a
predetermined duration of time and / or to players who satisfy at least one

predetermined characteristic).

[0207] In accordance with one embodiment, a third-party merchant may
provide a benefit directly to a player. In this case, the benefit may be in addition to

a benefit that is provided to the player by the casino.

[0208] In accordance with one or more embodiments, an information
deriving device, the information deriving device server, and / or the gaming device
server may communicate with a third-party merchant device to determine
information about benefits to be offered by a third-party merchant. For example,
such communication may comprise negotiation with merchants to develop offers,
develop the language of the offers and associated graphics, and handle back office
billing and penalties associated with the offers. Alternatively, casino personnel

may communicate with a third-party merchant to facilitate such information. In
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addition, the information about third-party merchants participating in the system of
the present invention may be stored in a third-party merchant database (not

shown).

[0209] In one or more embodiments, a benefit provided to the player may
be in the form of information. Examples of such information include: (i) digital
audio clips, such as MP3’s; (ii) video clips; (iii) video games; (iv) other software
programs, including spreadsheet, word processing, database, and web browser
applications; (v) short stories, novels, newspaper or magazine articles, or other
text; (vi) stock quotes; (vii) analyst reports on companies; (viii) sports scores; (ix)
pictures, including pictures of the player at the casino, pictures of the player’s
friends, pictures of famous landmarks, or pictures of celebrities; (x) advice,
including legal, financial, or medical advice; (xi) coupons, which might be printed
later for redemption at a retailer; (xii) digital vouchers, redeemable for cash or
credits — e.g., at a casino desk; (xiii) electronic currency; (xiv) information
allowing the player access to phone minutes (e.g., the information may include a
PIN number to use in order to redeem phone minutes; and (xv) a code for obtaining

benefits at a gaming device.

[0210] An example of a code for obtaining benefits at a gaming device is a
code (e.g., received from an information deriving device) that the player may enter
into a gaming device, thereby obtaining a free game play, free credits, or a cashless
géming receipt. A code may consist of an alphanumeric character sequence, such
as “ad429xf3”; a sequence of pulses, such as a Morse code or bar code; or any
other data sequence. A player may enter a code using, for example, a keypad on a
gaming device, a microphone with which to provide voice input, or a
communications port on the gaming device with which to interface a player device

to communicate the code electronically.

[0211] One advantage of providing a benefit in digital form is that the
benefit can be provided to the player directly by the information deriving device
and / or a player device. For example, the information deriving device may

communicate the benefit to the player device via a wireless or wired connection
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established between the two. Thus, a benefit may be provided to the player
without requiring the gaming device to dispense currency to the player, to provide
the player with free game plays, efc. Since, in one or more embodiments, the
information deriving device will often have no control over the gaming device, it
may be important that a benefit may be provided without involving the gaming
device. In one or more embodiments, a benefit may also be e-mailed to an
account associated with the player. For example, the information deriving device
server and / or the gaming device server may cause an MP3 to be e-mailed to the

player’s e-mail account.

[0212] Referring now to Fig. 16, an exemplary tabular representation 1600
illustrates an embodiment of a message tracking database 540, such as may be
stored in the memory of an information deriving device server 500. The tabular
representation 1600 of the message tracking database includes a number of
example records or entries, each defining a message that has been output to a
player and the status of which is being tracked. Those skilled in the art will
understand that the message tracking database 1600 may include any number of

entries.

[0213] The tabular representation 1600 also defines fields for each of the
entries or records. The fields specify: (i) an output message identifier 1605 that
uniquely identifies a message that has been output to a player, (ii) a message
identifier 1610 that uniquely identifies a message that is available for output via the
system of the present invention, (iii) a player identifier 1615 that uniquely
identifies the player to whom the message was output, and (iv) a response to
message 1620 that indicates the player’s response to the message, if any was
received or expected. Note that a message with a unique message identifier 1610
(which may correspond to a message identifier 1410 and 1505) is assigned a
unique output message identifier 1605 when it is output to a player, such that two
messages that have the same message identifier 1610 may have different output
message identifiers 1605, to allow tracking of responses from each of the

individual players to whom the message was output.
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[0214] The message tracking database 1600 may be utilized by the
information deriving device server 500, for example, to track the responses of a
player to a message that had been output to the player. For example, a message
may comprise an offer to provide a benefit to the player in exchange for the
player’s agreement to perform an activity. In such an example, the database 1600
may be utilized to determine whether the player has accepted the offer (i.e., agreed
to perform the activity) and thus whether the benefit is to be provided to the player.
In some embodiments, a benefit or a part of a benefit may not be provided to a
player until the player completes the activity that the player agrees to perform. In
such embodiments, the database 1600 may further track the status of the player’s
performance of the activity (alternatively, the tracking of the player’s performance

of the activity may be tracked in a different database).

[0215] As described herein, in one or more embodiments an information
deriving device 125 may be operable to track the messages that have been output
to a player. In such embodiments, the message tracking database 1500, a version
thereof, or at least a portion of the data described as being stored therein, may be
stored in the memory of one or more information deriving devices in addition to or
in lieu of being stored in the memory of the information deriving device server 135

(e.g., the information deriving device server may not exist in some embodiments).

[0216] Note that, in one or more embodiments, an action by a device may
be triggered based on the response of a player to a message that had been output to

the player. For example,

[0217] Referring now to Fig. 17, a flowchart illustrates a process 1700 that
may be performed by an information deriving device 125. The process 1700, and
all other processes described herein unless expressly specified otherwise, may be
performed by a gaming device 110, an information deriving device 125, an
information deriving device server 135, a gaming device server 120 and / or a
combination thereof. Each of these devices is described in detail above. For
purposes of illustration, the steps of process 1700 will be described as being

performed by an information deriving device 125. Further, the process 1700, and
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all other processes described herein unless expressly specified otherwise, may
include steps in addition to those expressly depicted in the Figures or described in
the specification without departing from the spirit and scope of the present
invention. Similarly, the steps of process 1700 and any other process described
herein, unless expressly specified otherwise, may be performed in an order other

than depicted in the Figures or described in the specification, as appropriate.

[0218] Turning now to process 1700, information is derived from a gaming
device in step 1705. As described above, deriving information from a gaming
device may comprise deriving information that the gaming device is outputting to
an entity other than the information deriving device 125, such as a player. For
example, step 1705 may comprise receiving information via the one or more

sensors that components of the information deriving device 125.

[0219] Once the information from the gaming device is derived, the
information is processed in step 1710. Processing the information may comprise,
for example, interpreting a signal received from a sensor. Processing the
information may also comprise, in another example, deriving necessary

information from the received signal.

[0220] In one or more embodiments, for example, an information deriving
device 125 may forward information derived from a gaming device 110 to an
information deriving device server 135 and the information deriving device server
135 may determine whether to output a message to a player based on this
forwarded information. For example, the information deriving device 125 may
receive a signal consisting of the image from a display screen of a gaming device
110. The signal describing the image may itself be very large, as a typical image
might be formed from a million or more pixels, with each pixel taking on 256 or
more possible states. However, the information deriving device 125, through
various image-processing techniques, may deduce that the essential information
conveyed by the image is that the player has obtained an outcome of “bell-bar-
orange.” Such information may in turn be transmitted to another device, such as

the information deriving device server 135. In this example, the second signal
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describing the outcome itself may be much smaller than the first signal describing
the entire display of the gaming device. Therefore, by processing the first signal to
form the second signal, the information deriving device 125 may potentially lower
the power requirements, and the time requirements for communicating with the

information deriving device server 135.

[0221] To process an image signal, the information deriving device 125
may use various image recognition programs that are well known in the art. The
task of recognizing symbols and other images shown on the display of a gaming
device is aided by the fact that gaming devices typically display a limited number
of symbols, each in a limited number of configurations. For example, a fruit slot
machine might display only six symbols: a plum, cherry, orange, bar, bell, and 7.
Each of these symbols might only be displayed in one orientation, i.e., they are
never rotated, inverted, flipped, warped, etc. Additionally, each symbol is
typically displayed in only one of a small set of locations on the display screen.
Therefore, the information deriving device need not necessarily determine where a

symbol is before determining what the symbol is.

[0222] As described above, the information deriving device may be pre-
loaded with a database of image files together with outcome designations for the
images in the image files. An exemplary image file database is provided in Figure
7. To determine a symbol that is displayed on the display screen of a gaming
device, an information deriving device may capture an image of the display using a
camera. The information deriving device may then compare the captured image to
various images stored in the image file database of figure 7. If the closest match to
the captured image is a stored image designated “cherry,” then the information
deriving device determines that a cherry symbol has appeared on the display screen

of the gaming device.

[0223] There are, of course, many other ways to recognize images than
through comparison with image files. For instance, an image may be tested against
a set of rules to determine the symbol depicted in the image. For example, if the

192" pixel in the image is red, then it’s a cherry; else if the 23 950™ pixel is purple,
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then it’s a plum; else if the 10205™ and 10207" pixels are orange, then it’s an

orange; etc.

[0224] As has been discussed, an information deriving device may be
programmed to recognize many other images besides those depicting outcome
symbols. For instance, an information deriving device may be programmed to
recognize text on the display screen of a gaming device, or on a dot matrix display
beneath a player tracking card reader, or on a separate credit meter. For these
purposes, the information deriving device may employ well-known character

recognition algorithms.

[0225] In one embodiment, an information deriving device may not only
recognize individual text characters, but may further interpret their meaning in a
larger context. For example, a gaming device might display “Congratulations,
prepare to win big bucks!!!” The information deriving device may recognize the
individual characters (e.g., “C”, “0”, “n”), and then combine the characters to form
the sentence. Finally, by comparing the sentence to sentences pre-stored in a
database (not shown), the information deriving device may determine that this
particular sentence means the player has just won entry into a bonus round.
Therefore, the information deriving device may later communicate to another
device such as the information deriving device server 135 or the gaming device
server 120 that the player has won entry into a bonus round. Similarly, a gaming
device may display a credit balance of 256. The information deriving device may
recognize the individual characters, “2”, “5”, and “6”, combine them together, and
transmit to the information deriving device server 135 or the gaming device server

120 only the number 256, e.g., in binary form.

[0226] In one or more embodiments, an information deriving device’s
interpretation or processing of information comprising an image may depend on
the location of the image. For example, if an image appears in the center of a
display screen of a gaming device, where outcome symbols always appear, then
the information deriving device may be programmed not to compare the image to

text characters, but only to pre-stored outcome symbol images. Similarly, if an
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image appears in the lower right hand corner of a display screen, where a credit
balance always appears, then the information deriving device may be programmed
not to compare the image to pre-stored outcome symbol images, but only to pre-

stored images of text characters.

[0227] In one or more embodiments, an information deriving device may
also have the capability to recognize images from common objects a person might
be carrying. For example, an information deriving device might store in a database
images of cups, coin buckets, keys, cell phones, paper tickets, and so on. An
information deriving device might even have the capability to recognize images of
humans. In one aspect, an information deriving device may be operable to
recognize the presence of one or more humans, and to thereby count the number of
humans present. In another embodiment, an information deriving device may be

operable to recognize individual human faces, and to thereby identify individuals.

}

[0228] In one or more embodiments, an information deriving device may
be operable to recognize the direction in which a human face is looking by using
pre-stored images of human faces as viewed from different angles. For instance,
one view shows a face full-on, another view shows a profile, a third view shows a
quarter shot, and so on. Ifthe camera sensor of an information deriving device
determines a profile of a player’s face, the information deriving device may infer
that the player is looking at an object that is in a direction perpendicular to that of
the information deriving device with respect to the player. The information
deriving device may further store a list of what such an object might be, e.g., the
screen of the gaming device, the pay table of the gaming device. The information
deriving device might thereby be operable to determine what the player is looking
at. An information deriving device may also recognize common human facial
expressions, such expressions of happiness, sadness, excitement, confusion,
concentration, and boredom. In recognizing expressions, the information deriving
device may once again reference a table of images showing examples of faces with

each expression.

80



WO 2005/036362 PCT/US2004/033313

10

15

20

25

30

[0229] As described above, in addition to or in lieu of image signals, an
information deriving device may be operable to interpret audio si gnals. As with
images, a gaming device may output only a limited number of audio signals.
Audio signals may include, for example, (i) the sound of coins dropping (either
real or simulated), (ii) the sound of bells indicating, e.g., a jackpot, (iii) the sound
of a simulated announcer announcing, e.g., a bonus round, (iv) the sound of
mechanical reels spinning, (v) the sound of mechanical reels stopping, (vi) the
simulated sound of reels spinning or stopping, (vii) the sound of a train’s horn
blowing, as during a bonus round, (viii) the sound of a bill acceptor receiving a
bill, (ix) the sound of a bill acceptor ejecting a bill (e.g., the bill is too crumpled),
(x) the sound of a player tracking card reader receiving a player tracking card, and

(x1) the sound of a player tracking card reader ejecting a player tracking card.

[0230] It should be noted that the different audio signals may emanate from
different components of a gaming device. For example, the sound of coins
dropping may come from the coin tray, while the sound of an announcer might
come from a speaker on the gaming device. Therefore, an information deriving
device may be operable to interpret audio signals based on their point of origin just
as the information deriving device may be operable to interpret image signals

based on their location.

[0231] In one or more embodiments, the processor of the information
deriving device may be programmed to execute a program to compare audio
signals received from the gaming device with audio signals from a database of
stored audio signals, such as the database of Figure 8. The procéssor may then be
further operable to determine the designation for the audio signal, such as “coin
dropping” or “reel stopping”, based on the signal from the database to which the
signal under consideration most closely matches. Algorithms for the interpretation
and recognition of audio signals are well known in the art and will not be described

in detail herein.

[0232] In one or more embodiments, a simulated announcer (or pre-

recorded announcer) may potentially make a plurality of differing announcements.
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For example, depending on the situation at a gaming device, the same announcer
might say, “That was a great spin!” or “Gee, you were so close.” It may be
desirable for the information deriving device to distinguish between multiple
different announcements using voice transcription technology, which is well
known in the art. The information deriving device may, for example, convert the
announcement into text, and compare the text of the announcements to multiple
text entries in a database. The information deriving device may then be further
programmed to arrive at a designation for the announcement, such as “the player
has just won a payout,” or “the reel configuration differed only slightly from a

configuration that would win the player a large jackpot.”

[0233] In one or more embodiments, an information deriving device may
be operable to receive and process vibrational signals. Vibration signals may
include, for example,: (i) vibrations created intentionally by the gaming device to,
e.g., indicate an altered state of the gaming device in which all payouts are
doubled, and (ii) vibrations created by interactions between the player and the
gaming device. Regarding example (ii), such a vibration may be created when the
player, for example, hits the gaming device in disgust, or the player drops a bucket
of coins onto the surface of the gaming device. Another example of a vibration
signal includes vibrations created by general activity in the casino. For example,

large amounts of foot traffic may cause the floor of the casino to vibrate.

[0234] In one or more embodiments, in processing the vibration signal the
information deriving device may be operable to compare a received vibration
signal to signals in a database of vibration signals (not shown), to arrive at a

designation for the received vibration signal.

[0235] There are, of course, many other types of signals that an information
deriving device may receive and process. All may be processed, in one or more
embodiments, through comparison with signals in a database in order to arrive at a

designation.

[0236] As described briefly above, processing information derived from a

gaming device may, in one or more embodiments, comprise interpreting the
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information. For example, an information deriving device may be operable to
interpret touch signals. As described above, in one or more embodiments an
information deriving device may include components consisting of thin,
transparent films spread over, e.g., buttons and touch screens on a gaming device.
In such embodiments, when a player actuates a button, or touches an area of the
touch screen, the information deriving device receives a signal that the player has
actuated a button or touched the screen. The transparent film may include circuitry
or other means for detecting where on the film the player has touched. For
example, a grid of fiber optic strands may be interwoven into the film. The
pressure of the player’s touch will change the optical properties of certain vertical
and horizontal strands, allowing the information deriving device to pinpoint the
location of the player’s touch as the intersection between the vertical and {
horizontal strands. The information deriving device may store in memory a map of
important areas on the touch screen of the gaming device. For example, the
information deriving device may be programmed to recognize the relative
positions of a “bet 3” button or a “hold 2™ card” button. The information deriving
device may compare the location of the player’s touch to the stored map of the
touch screen in order to interpret the meaning of the player’s touch. Of course, if a
player actuates a physical button (a button not simply displayed on a touch screen),
then it often does not matter what portion of the button a player touches, only that
the player has actuated the button. In some embodiments, a touch screen
controlled by the information deriving device may be layered on top of a physical

button, or even on top of an existing touch screen controlled by the gaming device.

[0237] In one or more embodiments, processing information derived from
a gaming device may comprise comparing multiple different signals (e.g., as
received from different sensors or different types of sensors) in order to be more
certain of signals’ interpretation. In one example, touch sensors of the information
deriving device may detect a player actuating a “spin” button. Soon thereafter,
audio sensors of the information deriving device (e.g., microphones) may detect
the sound of the mechanical reels of the gaming device beginning to spin. Each of
the two signals individually indicates that the player has just initiated a handle pull.

However, taken together, the signals provide an even more solid indication that the
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player has just initiated a handle pull. In another example, a camera sensor of the
information deriving device, focused on the payout meter of a gaming device,
provides an image that is interpreted as the player having received a payout of ten
coins. Soon thereafter, a microphone placed near the coin tray receives an audio
signal that is interpreted as the sound of ten coins dropping into the coin tray.
Thus, the two signals are consistent and strongly indicate that the player has just
won a payout of ten coins. In the noisy environment of a casino, with extraneous
sounds, vibrations, and lights, comparison of multiple signals may provide a more

accurate way of processing signals and thereby interpreting player actions.

[0238] In one or more embodiments, the processing of a first piece of
information may be a necessary precursor to the processing of a second piece of
information. For example, the information deriving device may receive an image
of an outcome, such as “orange-orange-bar,” and may attempt to interpret the
image signal as corresponding to a payout being provided to the player. In order to
make such an interpretation, the information deriving device may first need to
determine the size of the player’s wager for the game play for which the outcome
was determined (e.g., because the size of the payout may vary with the size of the
wager). Thus, the information deriving device may first need to process another
signal such as, e.g., a touch signal from a “bet 2” button, before being able to
process the image of the outcome as a payout of a particular number of coins. In
another example, the information deriving device may receive a signal that the
player has actuated the “spin” button on a gaming device. However, the
information deriving device may not be able to conclude that a game play was
actually initiated without processing another signal from a camera indicating that

the player had a non-zero credit balance, and therefore was able to initiate a game

play.

[0239] As can be deduced from the above description of how information
derived from a gaming device may be processed, in one or more embodiments an
information deriving device may store large amounts of data for use in the
processing of such information. For example, the information deriving device

may store images of symbols so that it may interpret the outcomes a player
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achieves. Part of embodiments of the present invention, therefore, is loading the
required data into the memory of the information deriving device. Once image
data, audio data, vibration data, and / or other relevant data is readily available, it
may be loaded into the information deriving device either before or after the
information deriving device is associated with a gaming device. For example, a
memory chip that is to be a component of an information deriving device may be
plugged into a circuit board associated with the information deriving device server
135, and the information deriving device server 135 may thereupon load all or
some of the data into the ROM. The data loaded may be particular to the gaming
device with which the information deriving device will be associated.
Accordingly, an information deriving device associated with a video poker
machine may not, in one embodiment, receive image data corresponding to

orange, cherry, and other symbols associated with a fruit slot machine.

[0240] Alternatively, if, in one or more embodiments, an information
deriving device may first be associated with a gaming device before any data is
preloaded, the information deriving device server 135 may wirelessly transmit to
the information deriving device image data, audio data, and any other helpful to the
information deriving device for use in processing information derived from the

gaming device.

[0241] In one or more embodiments, image data, audio data, and other data
may not be readily available for loading into an information deriving device. For
example, assume a new type of gaming device has just been produced. Although
the manufacturer of the new gaming device may very well possess image data
sufficient for image recognition at the gaming device, the manufacture may not
necessarily share such data with the casino or other entity desiring to employ
information deriving devices. In such an example where data for processing
information derived from a gaming device is not readily available, such data may

be gathered in a number of ways.

[0242] In one embodiment, a casino attendant or other person may position

a sensor so that the sensor may receive signals from the gaming device. The
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sensor may be that of an information deriving device or of another device. For
example, the casino attendant may position a camera sensor and / or another type
of sensor (e.g., a microphone) of an information deriving device with the lens of
the camera focused on the screen of a gaming device, or may use a separate camera
not affiliated with an information deriving device. The casino attendant may then
perform a wide range of activities at the gaming device. For example, the casino
attendant may place a number of wagers and initiate a number of handle pulls, may
insert and retract a tracking card, may cash out, may consult all the help screens,
and so on. As the casino attendant performs activities at the gaming device, the
camera or other sensor receives signals from the gaming device. The casino
attendant may then record the meaning of the signals for future use by an
information deriving device in processing information derived from the gaming
device. The casino attendant may also, in one or more embodiments, indicate
which portion of an image captured by a camera sensor include information
relevant to a particular determination. For example, if a fixed camera sensor
captures an image of the entire front of a gaming device and an event the
information deriving device is monitoring for is a particular credit meter balance,
the casino attendant may indicate where on the image the credit meter may be
found. The information deriving device may store the location of which part of the
captured image includes the credit meter, for future use in evaluating captured

images.

[0243] In one example of the above-described method of obtaining data for
future processing of information from a gaming device, a camera sensor may be
positioned such that it faces a display screen of a gaming device. Assume the
casino attendant initiates a game play and obtains the outcome “cherry-bar-bell”.
The casino attendant may then key the following information into a laptop or other
suitable device: “the first symbol is a ‘cherry’, the second symbol is a ‘bar’, the
third symbol is a ‘bell’, the payout for ‘cherry-bar-bell’ is 2 coins”. In this manner,
the casino attendant has documented, for the future use of an information deriving
device, that a first particular configuration of pixels of a particular configuration of
colors corresponds to a cherry, a second particular configuration corresponds to a

bar, and so on. A casino attendant might do without indicating payout information
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at this juncture, as such information can easily be entered as part of a pay table.
For instance, the casino attendant might call up a screen on the gaming device that
shows a pay table. The casino attendant can then key information from the pay

table into his laptop.

[0244] In some embodiments, a casino attendant may document that certain
payouts are associated with certain combinations of symbols by pointing a camera
of the information deriving device at a payout table. The payout table may
graphically illustrate various combinations of symbols together with associated
payouts. Once such payout data is documented and stored in 2 memory of an
information deriving device, the information deriving device may utilize it to
recognize combinations of symbols shown in the payout table when they later
appear as outcomes on a display screen, and may be able to associate payouts with
the combinations of symbols. The information deriving device may not, however,
be able to identify the symbols by their names, such as “bar”, “bell”, or “plum”. In
some embodiments, a payout table may contain blanks, or variables, indicating that
it doesn’t matter what symbol appears in the designated location (as illustrated in
Fig. 9). An information deriving device may recognize these variable symbols,
and may later recognize combinations of symbols that involve all the other

required symbols as corresponding to a particular payout.

[0245] In one or more embodiments, a casino attendant may subsequently
check the information that has been downloaded to an information deriving device
by consulting, e.g., the image file database of the information deriving device and
verifying that the information deriving device has assigned images the proper
designations. For example, if the attendant sees an image of a cherry labeled as
“orange”, then the attendant knows a mistake has been made and may correct it.
Similarly, if the casino attendant sees an image of the upper right hand corner of a
display screen (where no symbols are displayed), and the image is labeled as
“bell”, then again a mistake has been made and the attendant may correct it.
Perhaps the camera was not focused on the proper part of the display screen of the

gaming device and the attendant may refocus the camera more properly.
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[0246] In one or more embodiments, a casino attendant may also
subsequently verify the information that has been downloaded to an information
deriving device by associating the information deriving device with the gaming
device, playing the gaming device, and checking the information deriving device’s
interpretation of the events that occur at the gaming device. If any interpretations

are incorrect, then further adjustments of the downloaded data may be required.

[0247] In one or more embodiments, once sufficient data has been gathered
about a new gaming device so as to allow an information deriving device to
process information derived from the gaming device with sufficient accuracy, the
same data can be downloaded into any information deriving device that is to be
associated with a similar gaming device. It may be important in some
embodiments, however, that all sensors of the information deriving devices are
located in relation to the gaming devices in a manner similar with which the
sensors used to gather the data were located. For example, if image data has been
gathered by a camera that was situated to the left of a display screen, then the
camera of an information deriving device should also be to the left of the display
screen of the gaming device. Otherwise, the information deriving device may

misinterpret information to come from the gaming device.

[0248] In one embodiment, an information deriving device, or any
component of an information deriving device, may contain indicators, such as
indicator lights, for indicating when the information deriving device is not
functioning normally. For example, when a battery of an information deriving
device is low, an indicator light might come on (or go off). A casino attendant
might then stop by and recharge or replace the battery. Similarly, when a
particular sensor is no longer working, an indicator might serve to inform a casino
attendant that the sensor should be fixed or replaced. In some embodiments, the
information deriving device server or gaming device may infer that an information
deriving device is not functioning normally when it no longer receives signals from
the information deriving device, when the signals are weak, or when the signals
explicitly state that there is some malfunction. In some embodiments, the

information deriving device server or gaming device server may detect a
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malfunction when it receives signals that are unlikely to be true. For example, if
the signals indicate that the player wins a payout on every game play, or the player

never deposits any currency into the gaming device.

[0249] It should be noted that although the step 1705 of processing the
information derived from the gaming device is described as being performed by an
information deriving device, in one or more embodiments the processing of the
information may be performed partially or wholly by the information deriving
device server 135 and / or the gaming device server 120. In such embodiments,
any functions described above as being carried out by the information deriving
device, and any data described above as being stored in the memory of the
information deriving device, may instead or in addition be carried out by or stored
in the memory of the information deriving device server 135 and / or the gaming

device server 120, as appropriate.

[0250] Turning now to step 1710, communication with'the information
deriving device server occurs based on the processed information. For example,
the information deriving device may transmit the results of the processing of step
1705 to the information deriving device server. For example, if the processing of
the derived information results in the determination that a player has obtained a
particular outcome, the fact that the player has obtained a particular outcome at the
particular gaming device being monitored may be communicated to the gaming
device server. The information deriving device may transmit information other
than the processed information in step 1710. For example, the information
deriving device may include in the communication an identifier of the information

deriving device and / or the gaming device being monitored.

[0251] The information deriving device server may then, based on the
communicated information, determine whether to output a message to the player.
This process will be described in detail with respect to Figures 18A and 18B. It
should be noted, however, that in some embodiments, the information deriving
device may instead, or in addition to, communicating with the information deriving

device server based on the processed information communicate with another
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device, such as the gaming device server 120. It should further be noted that, in
some embodiments, the information deriving device may be operable to carry out

further functions based on the processed information.

[0252] For example, the information deriving device may be operable to
determine whether to output a message to the player of the gaming device,
determine the details of the message to be output, cause the message to be output,
and / or track any expected response to the message, and / or perform any further
activities based on the player’s response, as appropriate. In such embodiments, the
information deriving device may perform some or all of the steps described with
respect to process 1800 of Figs. 18A and 18B. Further, in such embodiments, the
information deriving device may not communicate with the information deriving
device server or the gaming device server based on the processed information, or
may communicate only to access certain information useful in carrying out the
further functions. For example, the information deriving device may communicate
with the gaming device server to determine the player’s name, financial account

identifier, and / or the address of the player device associated with the player.

[0253] In yet other embodiments, the information deriving device may
communicate the processed information to the information deriving device server
135 and / or the gaming device server 120 and be further operable to receive, from
the information deriving device server 135 and / or the gaming device server 120
instructions in response to the communicated information. For example, the
information deriving device may be operable to receive the text of the message to

be output to the player and to output the message to the player.

[0254] It should be noted that, in one or more embodiments, any
communication transmitted by an information deriving device (e.g., to an
information deriving device server and / or a gaming device server) may include an
identifier that identifies the information deriving device. The information deriving
device server and / or the gaming device server may then consult a database, such
as the information deriving device database of Figure 13, to determine, e.g., which

information deriving device sent the signal, what sensors the information deriving
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device possesses, and the gaming device with which the information deriving
device is associated. The information deriving device server or the gaming device
server may, in turn, consult the gaming device database of Figure 11 to determine,
e.g., the type of gaming device with which the information deriving device is

associated.

[0255] Note that in some embodiments, the information deriving device
does not process the information derived from the gaming device. For example,
the information deriving device may simply retransmit to the information deriving
device server and / or the gaming device server the raw information derived from
the gaming device (e.g., the image signal received from a camera sensor of the
information deriving device). The information deriving device server or the

gaming device server, in such embodiments, may process the information.

[0256] In some embodiments, the information deriving device partially
processes the information derived from the gaming device and the information
deriving device server or the gaming device server further processes the
information once it receives the partially processed information. For example, an
information deriving device may derive image data from a gaming device, and
interpret the image data to be a particular outcome: “bell-bell-bell.” The
information deriving device may then transmit the outcome to the information
deriving device server or the gaming device server, and the server may use the
outcome, and a stored payout table, to deduce the payout the player received as a

result of the outcome.

[0257] In one or more embodiments, an information deriving device server
and / or a gaming device server may receive distinct signals directly from a gaming
device, in addition to receiving signals from an information deriving device. Such
distinct signals may arrive, for example, via a network, and may include
accounting information, such as the amount of a player’s wager, the amount of a
player’s payout, the number of credits a player first inserts into a gaming device,
and the amount for which a player cashes out. The information deriving device

server and / or the gaming device server may use such distinct signals in
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conjunction with any signals received from an information deriving device to
determine whether a predetermined event has occurred at the gaming device, and
thereby determine whether a message is to be output to a player of the gaming
device. The casino may also use these distinct signals from the gaming device in
combination with signals received from an information deriving device to form an
understanding of what player activities occur at a gaming device, and to better

formulate ways in which to respond to a player’s activities.

[0258] Turning now to Figs. 18A and 18B, a process 1800 illustrates a
method for determining whether to output a message to a player, outputting the
message, and tracking the message. For illustrative purposes only, process 1800 is
described as being performed by an information deriving device server 135. In
other embodiments, some or all of the steps of process 1800 may be performed by

the information deriving device 125, gaming device server 135, or another device.

[0259] Process 1800 begins at step 1805, in which the processed
information derived from a gaming device is determined. For example, step 1805
may comprise receiving the processed information from an information deriving

device 125 via communication network 140.

[0260] It should be noted that, in one or more embodiments, a record of a
player session database may be updated (e.g., by the information deriving device
server or gaming device server) based on the processed information. An
exemplary player session database is illustrated in Figure 10. For example, if the
processed information indicates that the player has just won a $40 payout, then the
record associated with the player (e.g., which may be retrieved based on a player
identifier included in the processed information or determined based on which
player is currently playing the gaming device identified in the processed
information) may be retrieved and updated to reflect this payout. The record may
also be updated, for example, to reflect that the player has initiated and completed
another game play and with the time of the game play. As described above with
respect to Fig. 10, the player session database may be used to keep track of

statistics for a player’s session (e.g., at a gaming device). For example, by adding
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up the amounts a player has won on each game play of a session, the player’s gross
winnings for the session may be determined. Further, by subtracting the total
amount wagered from the gross winnings, the player’s net winnings, i.e., the
amount of money by which the player is “up” or “down” since commencing play,
may be determined. Other information for a session may also be tracked and / or
determined based on processed information received from an information deriving
device. The following are some examples of such information: (i) the number of
times the player has achieved an outcome of bell-bar-bell, (ii) the number of times
the player has achieved an outcome paying more than 20 coins, (iii) the number of
consecutive game plays on which the player has lost, (iv) the net winnings for the
player in the past half hour, (v) the difference in the player’s rate of play (e.g.,
number of game plays per hour) over the past half hour and the player’s rate of
play during the first half hour of the session, and (vi) the number of comp points

the player has won for the session.

[0261] As described above, in one or more embodiments, the information
deriving device may maintain the player session database (or a copy or portion
thereof), and may only communicate certain statistics, such as those mentioned
above, to the information deriving device server 135 and / or the gaming device
server 120. In some embodiments, the information deriving device server, the
gaming device server and the information deriving device may each maintain
versions of the player session database. Further, the information deriving device
server and / or the gaming device server may update records of the player session
database based on communications in addition to, or in lieu of, those received from
an information deriving device. For example, the information deriving device
server 135 and / or the gaming device server 120 may receive accounting

information from the gaming device being played by the player.

[0262] It should be noted that, in one or more embodiments, the
information deriving device server 135 and / or the gaming device server 120 may
receive and store information relating to a player in addition to session related
information. This additional information need not come from an information

deriving device. For example, the gaming device server and / or the information
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deriving device server may receive information from a computer at the front desk
of a casino-hotel, indicating that a player has just checked into a hotel. In another
example, the server may receive information from a casino restaurant indicating

that the player has just paid $40 for a steak dinner.

[0263] Additional information may also come from an information
deriving device associated with a gaming device different from that being currently
played by the player. For example, the information deriving device server and / or
the gaming device server may receive information from an information deriving
device associated with a gaming device being played by a person associated with
the player (e.g., a friend, family member, or person at a nearby or adjacent gaming

device).

[0264] At step 1810, it is determined whether a predetermined event has
occurred at the gaming device. This determination comprises a determination of
whether a message is to be output to the player of the gaming device. This
determination may further be based on the processed information determined in
step 1805. For example, the message determination database 530 (e.g., as
illustrated in embodiment 1400 of Fig. 14) may be accessed to determine, based on
the processed info1:mation, whether any of the conditions 1405 have been satisfied.
If so, the message identifier 1410 corresponding to the message condition 1405

that has been satisfied may be retrieved.

[0265] In one or more embodiments, the occurrence of a wide variety of
events or the satisfaction of many types of conditions, may trigger a message to be
output to a player. Examples of the types of events that may cause a message to be
output include, but are not limited to:

@) events relating to a player’s gambling activities;

(ii)  events relating to a player’s gambling activities during one

or more play sessions;
(iii)  events relating to a player’s visit to a casino (e.g., arrival,

hotel stay, meals, entertainment);
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(iv)  events or conditions relating to other persons associated with
a player;
4%) events or conditions relating to revenue management of a
casino; and
5 (vi)  events or conditions relating to offers that are available for
output as messages.
[0266] Examples of particular events relating to a player’s gambling
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activities include:
@)
(i1)
(iii)
@iv)
v)
(vi)
(vii)
(viii)
(ix)

x)
(xi)

(xii)

the play§r registering for a player tracking card;

the player initiating a play session;

the player inserting his player tracking card into a gaming
device;

the player inserting a coin or bill into a gaming device;

the player placing a wager at a gaming device or table game;
the player placing a maximum allowable wager at a gaming
device;

the player winning a payout (e.g., of a predetermined
magnitude);

the player obtaining a winning outcome (i.e., an outcome
that corresponds to a payout) at a gaming device;

the player obtaining a losing outcome (i.e., an outcome that
does not correspond to a payout) or a consecutive set of
losing outcomes;

the player finishing a play session;

the player actuating (or indicating a readiness to actuate) the
“cash out” button on a gaming device or picking up his chips
from a blackjack table;

the player actuating (or indicating a readiness to actuate) the

“change request” button on a gaming device;
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(xiii) the player obtaining an intermediate outcome at a gaming
device (e.g., a single card dealt at video blackjack or an
initial hand being revealed in video poker);
(xiv) the player waiting for a fill so that he can be paid coins due;
5 and
(xv) the player doubling down on a blackjack bet.
[0267] As noted above, events relating to a player’s gambling activities
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during one or more play sessions may also cause a message to be output to the

player. Examples of such events include:

(M)

(ii)

(iii)

(iv)

(v)

(vii)

(viii)

(i)

the player’s credit balance at a gaming device equaling,
exceeding, or failing to at least equal a predetermined value;
the player’s session win equaling, exceeding, or failing to at
least equal a predetermined value;

the player’s session theoretical win equaling, exceeding or
failing to at least equal a predetermined value;

the player’s session coin-in equaling, exceeding, or failing to
at least equal a predetermined value;

the player’s year-to-date win equaling, exceeding or failing
to at least equal a predetermined value;

the player’s year-to-date theoretical win equaling, exceeding
or failing to at least equal a predetermined value;

the player’s year-to-date coin-in equaling, exceeding, or
failing to at least equal a predetennined value;

the player being determined to be on a “winning streak”
(e.g., obtaining a predetermined number of winning
outcomes within a predetermined amount of time or within a
predetermined number of game plays); and

the player being determined to be on a “losing streak” (e.g.,
obtaining a predetermined number of losing outcomes
within a predetermined amount of time or within a

predetermined number of game plays).
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[0268] As noted above, events relating to a player’s visit to a casino may

cause a message to be output to a player. Examples of such events include:

(1) the player reserving a hotel room at the casino;
(ii)  the player checking into or out of a hotel room at the casino;
5 (iii)  the player purchasing a meal at a restaurant associated with
the casino;
(iv)  the current time of day being 6:00 PM, which is when the
player or a typical player usually eats dinner;
v) the current time of day being 8:00 AM, and the player being
10 required to check out of the hotel at 11:00 AM;
(vi)  the player receiving a complimentary beverage;
(vii) the player requesting a complimentary product or service;
(viii) the player receiving a complimentary product or service; and

(ix)  the player attending a show or sporting event.

15 [0269] As noted above, events or conditions relating to other persons who
are in some way associated with the player may cause a message to be output to
the player. Such events relating to other persons may be similar to the events
described with respect to the player. Examples of other persons that may be

associated with the player include:

20
)] a player who is operating a nearby gaming device;
(i)  aperson who is sharing a room with the player;
(i)  aperson who arrived on the same bus as the player; and
(iv)  family members, friends, and other associates of the player.
25

[0270] In some embodiments, activities performed by a player’s friends,
relatives, or other persons associated with the playér may influence the message
sent to a player, and / or whether a message is sent at all. For example, a player’s
friend might identify the player by identifying, for example, the gaming device at
30  which the player is currently situated. The player’s friend may further indicate that

the player hasn’t been doing so well and could use an offer of a benefit. The
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player’s friend may desire that he and the player eat at a particular restaurant at
which the player is reluctant to eat. The player’s friend may therefore request that
a discount good at that restaurant be offered to the player. The player’s friend may
provide any information about the player using, for example, an input device of an
information deriving device, an information deriving device server, and / or a
player device. In one embodiment, the friend of a player may receive a benefit for

identifying the player as a candidate for receiving a message.

[0271] As noted above, events relating to revenue management of a casino
may also cause a message to be output to a player. Examples of such events

include:

@A) it being 6:00 PM on Saturday night and the casino hotel
being only half full (e.g., to maximize revenues, a casino
may want to fill all of its hotel rooms on a Saturday night
and thus output an offer of a free or discounted room to the
player if he agrees to perform some obligation); and

(i1) only 10% of the gaming devices in a casino or particular
area of a casino currently being played (e.g., to maximize
revenue, a casino may desire to maximize the number of
gaming devices being played at any given time and thus
output an offer for a pair of show tickets if the player
aggress to play a particular gaming device, type of gamin
device, or gaming device in particular location and at a

particular time).

[0272] In one or more embodiments, an event related to offers may cause
an offer to be output to a player. For example, a device (e.g., an information
deriving device server, an information deriving device, and / or a gaming device
server) may track messages that have been presented to players (e.g., using the
message tracking database 540, such as illustrated in embodiment 1600 of Figure
16). In another example, the device may track messages that are available for

output (e.g., using the message details database 535, such as illustrated in
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embodiment 1500 of Figure 15). In such embodiments, a further message may be

output to a player to whom a message had previously been presented, based on the

tracking of the previously presented message, or a message may be output based

on messages that are available for output. Examples of events based on messages,

that may cause a further message to be output to a player, include:

(iii)  the player completing an activity specified by a previous
message;

(iv)  the player not performing an activity specified by a previous
message (e.g., by a predetermined time or within a
predetermined time);

) the inventory of messages reaching a predetermined level
(e.g., in an embodiment where only a limited number of
messages may be presented);

(vi)  an activity or benefit being added to the message details
database; and

(vii) the player accepting or rejecting an offer.

[0273] As described above, the device that determines whether an offer is

to be output to a player (e.g., an information deriving device, an information

deriving device server, and / or a gaming device server) may receive information

about whether a predetermined event has occurred (e.g., at a gaming device) from

a variety of sources. (Such sources include:

®
(i)

(i)
@iv)

)

an information deriving device;

a gaming device (e.g., a slot machine may transmit a
message to a gaming device server when a player inserts his
player tracking card into a reader of the slot machine);

input devices (e.g., a check-in terminal in the hotel lobby);
casino employees (e.g., a cocktail waitress may use a
computer keyboard to indicate that a player received a
complimentary beverage);

databases accessible by the device (e.g., the information

about a player’s gambling history may be stored in the
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player database or a play session database and used to
determine whether to output a message to the player); and

(vi) aplayer device 150.

[0274] According to one or more embodiments, the determination of
whether a predetermined event has occurred at a gaming device may comprise
evaluating a Boolean expression that includes one or more variables associated
with a player’s gambling or other activities at a casino. If the Boolean expression

is true then it may be determined that an offer is to be output to the player.

[0275] In some embodiments, a message may be output to a player in
response to a request made by the player. For example, the player may explicitly
request a message to be output to him. The request may specify, for example, a
Pparticular message, a particular benefit to be included in an offer comprising the
rmessage, or a particular activity that the player is willing to perform in exchange
for an unspecified benefit. In another example, the player may request information

but not that a message be output.

[0276] In one example, the player may réquest a message by pressing a
button on the information deriving device or another device (e.g., on the player
device), the actuation of which communicates a desire on the player’s part to
receive a message, or otherwise communicate with the information deriving device
and / or the information deriving device server to communicate his desire to
receive a message. For example, using the player device associated with the
player, the player may contact the information deriving device and / or information

deriving device server to request a message.

[0277] If, in step 1810, it is determined that a predetermined event has not
occurred at a gaming device, the process 1800 returns to step 1805. However, if it
1s determined that a predetermined event has occurred at the gaming device, the
process 1800 continues to step 1815. It should be noted that although process 1800
specified that it is the occurrence of a predetermined event “at a gaming device”

that causes a message to be output to a player, in some embodiments of the present
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invention the occurrence of events that do not necessarily occur at a gaming device
may also cause a message to be output to a player. For example, one of the
exemplary events described above that may cause a message to be output to a

player includes the check out of a casino hotel room by the player.

[0278] In step 1815 the message to be output to the player is identified.
For example, if in step 1810 it had been determined, utilizing the message
determination database 530, that a particular condition for outputting a message to
a player had been satisfied and the message identifier corresponding to the
condition had been identified, step 1815 may comprise determining the details of
the message based on the message identifier. For example, the message details
database 535 (e.g., as illustrated in embodiment 1500 of Figure 15) may be
accessed and the record of the message identified based on step 1810 may be

retrieved.

[0279] Identifying a message to be output to a player may, in one or more
embodiments, comprise randomly selecting a message from a list of available
messages. For example, each message in the list of available message may
correspond to a random number or range of random numbers. To identify one of
the available messages for output to a player, a device may generate a random

number and determine which message the random number corresponds to.

[0280] In one or more embodiments, a person rather than a device may be
prompted to identify a message for purposes of step 1815. For example, personnel
of the entity practicing aspects of the present invention (e.g., a marketer or casino
representative) may be prompted to identify a message. In another example, a
player (e.g., the player to whom the message is to be output or another player

associated with him) may be prompted to identify a message to be output.

[0281] In one or more embodiments, a particular message may be
programmed to be output at a particular time or during a particular time period.
Accordingly, if it is determined during this particular time period that a message is
to be output to a player, the message corresponding to the particular time period

may be identified as the message to be output.
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[0282] In one or more embodiments, a message for output to a player may
be identified based on factors relating to messages. Examples of factors relating to

messages include:

1) whether the player completes an activity specified by a
5 message previously output to the player;
(ii)  the inventory of messages (e.g., in an embodiment where
only a limited number of messages may be presented);
(iii) messages that have already been output to the player (e.g., as
stored in the message tracking database shown in Figure 16);
10 (iv)  messages that the player has accepted or rejected,
$%) messages that have been made to other players (e.g., as
stored in the message tracking database shown in Figure 16) and /
or other players’ responses to other messages; and
(vi)  whether the player qualifies for a particular message or type
15 of message (e.g., if the message is an offer for a new credit card,
what is the player’s credit limit? If the message is an offer for a
magazine subscription, does the player already receive the

magazine?).

[0283] In one or more embodiments, identifying a message to be output to
20 aplayer may simply comprise identifying the type of message to be output to a
player. For example, it may be determined whether an offer or an advertisement
should be output to the player. This determination may be based on, for example,
the event that is causing the message to be output to the player, the time (e.g., of
day, week, month, or year), revenue-management principles (e.g., if a casino show
25  has plenty of empty seats, an advertisement for the show may be output), other
messages previously output to the player and / or the player’s responses to the
messages, characteristics of the player, the gaming device being played by the

player, and / or an input by casino personnel.

[0284] Once a message for outpﬁt to the player is identified, the process

30 1800 continues to step 1820, in which the details of the message are determined.
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Determining the details of the message may comprise, for example, retrieving the
details of the message from a memory based on the message identifier determined
in step 1815. For example, the message details database 535 (e.g., such as that
illustrated in embodiments 1500 of Figure 15) may be accessed and the text of the
message retrieved. It should be noted that, in one or more embodiments, steps

1815 and 1820 may be combined into one step.

[0285] As noted above, in one or more embodiments a message may
comprise an offer. An offer comprises an offer of a benefit to the player in
exchange for the player’s agreement to an activity or obligation specified in the
offer. In such embodiments, determining the details of a message for output to a
player may comprise determining the activity to be performed by the player and
the benefit to be provided to the player in exchange for the performance, or
agreement to perform, the activity. For example, an activity and a benefit to be

included in an offer may be determined using a rules-based system.

[0286] Of course there are many other ways of determining an activity to

be performed and a benefit to be provided. Examples include:

1) a pseudo-random system (e.g., an activity for the player to
perform and / or a benefit to be provided to a player may be randomly selected
from a list of potential activities and / or benefits);

(11) the player may be allowed to choose his own offer (e.g., by
choosing a particular activity and / or benefit); and

(iii) a casino representative may choose an offer (including, for
example, a particular activity and / or benefit) for the player (e.g., based on the

casino representative’s knowledge of the player’s preferences).

[0287] In one embodiment, an activity to be included in an offer may be

selected using a first method while a benefit to be included in the offer is selected
using a second method. For example, an activity may be determined based on the
event that occurred, whereas a benefit may be determined using a pseudo-random

process.
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[0288] In embodiments where a rules-based system is used to determine an
activity and / or a benefit to include in an offer to be output to a player, one or
more factors or variables may be taken into account in making the determination.

General categories of such factors or variables include:

(1) factors relating to the event the occurrence of which is
causing a message to be output to the player;

(ii)  one or more characteristics of the player (e.g., player’s
gender, age, demographic profile, preferences such a purchasing or eating habits,
efc.);

(iii)  factors relating to the player’s gambling activities (e.g.,
current credit balance, net loss for a current playing session, average wager
amount, preferred games and / or types of gaming devices, efc.);

(iv)  factors relating to the player’s visit to the casino (e.g.,
arrival, hotel stay, meals, entertainment);

(viii) factors relating to other persons associated with the player;

(ix)  factors relating to the casino’s revenues and / or desired

revenues;

(%) factors relating to subsidies available from various entities to
offset the cost of a benefit;

(xi)  factors relating to offers previously output to the player and /
or accepted or rejected by the player; and

(xii) factors relating to available offers, activities, and / or

benefits.

[0289] Characteristics of the player may be stored in a memory (e.g., in the
player database 430 of the gaming device server 400, such as that illustrated in

embodiment 1200 of Figure 12). Examples of player characteristics include:

(1) information stored in a player database;

(ii) information determined by a casino representative (e.g., by
talking to the player and / or observing the player);

(iif)  the player’s hobbies and interests (e.g., sailing, golf); -
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(iv)  physical characteristics of the player (e.g., age, height,
weight, gender, dress and appearance);

W) psychological characteristics of the player (e.g., creativity,
risk-aversion);

(vi)  the player’s marital status;

(vii)  financial information associated with the player (e.g., the
player’s occupation, income, work hours, credit report); and

(viii) the player’s medical history.

[0290] In one or more embodiments, an activity and / or benefit to be
included in an offer may be selected based on factors relating to the types of
activities third-party merchants wish a player to perform, or the types of benefits
third-party merchants are willing to provide to a player. Third-party merchants
may benefit from player activities, such as shopping at the merchants’ stores, or
bringing friends to the merchants’ stores. In return for a player’s performing
activities benneficial to a third-party merchant, the third-party merchant may
provide a benefit to the player. In some embodiments, the third-party merchant
will provide the benefit indirectly. For example, the merchant may first pay the
casino, and the casino may then pay the player. In one or more embodiments, the
casino itself 1may keep a portion of the payment, and may thereby benefit from

facilitating thie interaction between player and third-party merchant.

[0291] According to one embodiment, an offer may not specifically specify
abenefit. Thee benefit may be determined based on the activity performed, once
the player performs the activity or begins to perform the activity. In such
embodiments, determining the details of the message may comprise determining an
activity. A later step in the process 1800 may then comprise determining a benefit

to provide to the player.

[0292] It should be noted that, in accordance with one or more
embodiments, determining a benefit to be included in an offer may comprise the

value of the benefit. For example, it may be determined that a benefit
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corresponding to a value of $25 is to be included in an offer. A benefit may then

be selected that has a corresponding value of exactly or approximately $25.

[0293] Although offers have been described in detail above, it should be
noted again that many other types of messages may also be output to a player. For
example, based on a particular event that causes a message to be output to a player,
the player may be provided with an advertisement. As is apparent, an
advertisement does not necessarily provide a player with a benefit, nor does it
necessarily require an activity of the player. The various types of messages that

may be provided to a player include:

(i) offers of a benefit in return for performing an activity (as
described above);

(ii) offers of an alternate prize (e.g., a car in lieu of a jackpot);

(iii)  advertisements;

(iv)  informational messages (e.g., “‘the show you signed up for is
starting in 10 minutes™);

(v) messages containing coupons, vouchers for free trials of a
product, or other benefits;

(vi)  messages from a persons associated with the player that are,
for example, stored on the casino’s voice mail system (megsages may also include
e-mail messages, or instant messages from a player’s friends); and

(vii) requests for the player’s feedback (e.g., the casino may ask
the player what he thought of his hotel room, or what he thinks of the noise levels
in the casino or request feedback on behalf of a third-party merchant, such as
showing two possible designs for car bodies on behalf of a car manufacturer and

ask the player which he prefers).

[0294] As noted above, the embodiment 1500 of Figure 15, illustrating a
message details database 535 lists several exemplary types of messages that may

be selected for display to a player.

[0295] Once the details of the message is determined, the process 1800

continues to step 1825, in which the message is caused to be output to the player.
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For example, 1f in one embodiment the information deriving device server
identifies the message and determines the details of the message, the information
deriving device server may transmit the details of the message to be output to (i)
the information deriving device monitoring the gaming device at which the player
is currently playing, (ii) a player device, or (iii) the gaming device being played by
the player. In embodiments where the details of the message are transmitted to the
information deriving device, the information deriving device may in turn output
the message to the player via a display or audio component of the information
deriving device or may communicated with the player device associated with the
player, causing the message to be output via the player device. In embodiments
where the information deriving device identifies the message and the details of the
message, the imformation deriving device may, again, output the message to the
player via a display and / or audio component of the information deriving device or

cause a player device associated with the player to output the message.

[0296] If, as described with respect to some embodiments, the message is
output to a player via a player device associated with the player, step 1825 may
comprise determining the address via which the player device may be contacted.
For example, the player database 430 may be accessed to determine whether a
player device is associated with the player and, if so, the address of the player

device.

[0297] In one or more embodiments, a casino representative may be
directed to present an offer or deliver some other message to the player. In such
embodiments, a casino representative may be identified before (or simultaneously
with) the offer determination. In this case, characteristics of the casino
representative may be considered in determining the offer. Examples of

characteristics of a casino representative include:

)] the identity of the casino representative;
(i1) the acceptance rate for offers made by the casino

representative;
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(iii) the casino representative’s history of making offers
(e.g., speed, clarity, acceptance rate with this type of player);

(1v) physical characteristics of the casino representative
(e.g., age, height, weight, place of birth, gender, dress and appearance);

(v)  the type of PDA the casino representative has (e.g., for full
effect, a particular offer may need to be presented to a player as a jingle or song; if
a casino representative’s PDA does not have a microphone, and therefore the PDA
cannot play the tune for the representative to hear, then it may be difficult for the
casino representative to learn the tune of the jingle; therefore, it might be better to
select a different offer for the player);

(vi)  the current location of the casino representative (e.g., is the
casino representative within a predetermined proximity of the player such that the
casino representative can reach the player within a predetermined amount of time;

(vii) the current availability of the casino representative (e.g., is
the casino representative currently on duty and / or not busy with another task);

(viii) the training and / or other qualifications of the casino
representative (e.g., has the casino representative been trained to present messages
to players);

(ix)  commissions that are paid to the casino representative (e.g.,
in one or more embodiments casino representatives are paid a commission for each
message presented to a player and a casino representative may be selected based on
which casino representative is furthest in meeting a quota for commissions or has
had the fewest opportunities to earn commissions);

) time constraints for the casino representative (e.g., if the
casino representative’s shift is going to end soon then the casino representative
may not be selected to present a lengthy or complicated message); and

(xi) the casino representative’s preferences (e.g., does he prefer

to make a particular type of offer?).

[0298] Information used to select a casino representative may be stored in a
memory, such as in a casino representative database that may be stored in the
memory of an information deriving device, an information deriving device server,

and / or a gaming device server. In one or more embodiments, casino
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representatives may not be selected but may instead volunteer or bid for the

opportunity to present a message to a player.

[0299] Co-pending and commonly-owned U.S. Application Serial No.
10/212,636, entitled METHOD AND APPARATUS FOR GENERATING
DIRECTIVES FOR PERSONNEL, and which was filed August 02, 2002 and
which claims the benefit of priority of U.S. Provisional Application No.
60/309,972, filed August 03, 2001, describes in detail various methods and systems
for how a casino representative may present a message to a player. The entirety of
both the provisional and non-provisional application is incorporated by reference

herein for all purposes.

[0300] In step 1830 it is determined whether a response to the message is
expected. For example, messages such as offers by their nature have an associated
response (i.e., an acceptance or rejection of the offer) that is expected from the
player once the message is output to the player. Other types of messages, such as
advertisements, typically do not require a response from a player. Determining
whether a response is expected may comprise, for example, accessing the message
details database 535 (e.g., as illustrated in embodiment 1500 of Fig. 15) and
determining whether response field 1520 stores a “Yes” indicator or a “No”
indicator. Ifa ““Yes” indicator is stored as corresponding to the message, then it
may be determined that a resf)onse to the message is expected. If a “No” indicator
is stored, then it may be determined that a response is not expected. In another
embodiment, a determination of whether a response is expected fnay comprise
determining the type of message that has been output. Certain types of messages
may correspond to an expectancy of a response (e.g., offers) while others do not

(e.g., advertisements and informational messages).

[0301] I'f it is determined that a response to the message is not expected,
the process 1800 continues to step 1845, which is described in detail below. If, on
the other hand, it is determined that a response to the message is expected, then the

process 1800 continues to step 1835.
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[0302] Instep 1835, the response of the player to whom the message has
been output is tracked. For example, the device carrying out the tracking of the
response may go into a “wait” mode for a predetermined amount of time, awaiting
the player’s response. In one embodiment, if no response is received within a
predetermined amount of time, the response may be assumed to be a negative
response (e.g., arejection of the offer or a refusal to participate in a survey

comprising the message).

[0303] Tracking the player response to the message may comprise, for
example, creating a new record in the message tracking database 540 (e.g., as

illustrated in embodiment 1600 of Fig. 16).

[0304] In one or more embodiments, if a first device outputs the message to
the player while a second device tracks the player’s response to the message, step
1835 may comprise determining whether a response from the player has been

transmitted to the second device from the first device.

[0305] In step 1840 it is determined whether a player response to the
message has beenreceived. If a response has been received, the process 1800
continues to step 1845. If, on the other hand, a response has not yet been received,

the process 1800 returns to step 1835.

[0306] Step 1845 is performed once a response has been received in step
1840 or if it is determined, in step 1830, that no response is expected. Step 1845
comprises a determination of whether any further action is necessary. For
example, it may be determined whether the performance of an activity defined in
an offer comprising the output message needs to be tracked. In another example, it
may be determined whether a benefit is to be output to a player. In yet another
example, it may be determined whether additional information is to be output to a
player. For example, if the message comprised an offer to provide a benefit to a
player if the player agrees to answer some survey questions and the player accepts
the offer, the survey questions may need to be output to the player. In one
embodiment, a response of a player may comprise a request for further information

or clarification of an offer, or a request for an alternate offer.
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[0307] If, in step 1845, it is determined that further action is necessary, the
process 1800 continues to step 1850, in which the further action is performed, as
appropriate. For example, a benefit may be output, information may be output, and
/ or the performance of an activity may be monitored. In one or more
embodiments, performing the further action may comprise directing another device
to perform the action. For example, the information deriving device server may
direct the information deriving device to output a benefit or further information to
aplayer. In another example, the information deriving device may direct the
gaming device server to credit a financial account associated with a player. In yet
another example, the information deriving device server may inform a third-party
merchant associated with the message of the player’s response and a need for any

further action.

EXAMPLES OF EMBODIMENTS OF THE INVENTION

Example 1 of an embodiment:

[0308] Joe Smith was gambling at a slot machine at the Queen’s Palace
Casino. An information deriving device at the Queen’s Palace Casino was
tracking Joe’s play. By tracking his play, the information deriving device
could ensure, for example, that if Joe missed a jackpot by one symbol, Joe
would be offered a consolation prize. On one particular spin, Joe achieved
the outcome “lion-lion-elk.” The payout was ten coins, so ten coins
immediately clinked into his tray. However, had Joe achieved “lion-lion-

lion,” he would have won the jackpot of 1000 coins.

[0309] The information deriving device detected Joe’s near miss in the
following way. Components of the information deriving device
comprising a processor and a series of interconnected sensors were attached
to Joe’s slot machine. When Joe obtained his outcome, one of the sensors,
a camera, captured an image from the display screen of Joe’s slot machine.
The processor of the information deriving device compared pieces of the

image with known symbol images, and determined that the image was the
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outcome “lion-lion-elk”. Another one of the sensors was a microphone,
positioned at the coin tray of the slot machine. Soon after Joe achieved his
outcome, the microphone had detected ten rapid sounds in the coin tray.
Comparison of the sounds to known audio signals revealed that the sounds
were likely the sounds of coins dropping. The processor of the information
deriving device compared the number of sounds detected in the coin tray to
the known payout for the outcome “lion-lion-elk.” The payout was the
same as the number of sounds detected. With this confirmation, the
information deriving device determined, with a high degree of certainty,
that Joe had achieved “lion-lion-elk” as an outcome. Therefore, using a
wireless transmitter, the information deriving device transmitted to the
information deriving device an indication that Joe had achieved the

outcome “lion-lion-elk.”

After receiving information about Joe’s near miss, the information
deriving device server determined a message for Joe. The information
deriving device server transmitted the message to the information deriving
device on Joe’s slot machine. The information deriving device then
transmitted the same message wirelessly to Joe’s PDA. Joe heard his PDA
beep, and took it out of his pocket. He saw the message, which read, “Joe,
we see you just got the outcome lion-lion-elk. You were so close to hitting
the jackpot! But don’t worry, we are going to give you a chance to win a
lot more than the jackpot! In fact, if you just agree to have dinner tonight at
our Cattle Ranch Steakhouse, then we’ll make the size of the jackpot 10
times bigger for your next 100 spins! To agree, just key in the word “yes”
to your PDA.” |

Joe was in the mood for steak, so he keyed in the word “yes” to his
PDA. Then, on his 98" subsequent spin, he won the $1000 jackpot. Joe
was ecstatic. He heard his PDA beep. It was another message from the
information deriving device server, “Congratulations, on winning the
jackpot. Since you agreed to eat at the steakhouse, your jackpot is

multiplied by 10. Just show the following code to the casino attendant
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when she comes over, and she will award you $10,000! Code:

391FG9025B3EX2.”

Example 2 of an embodiment:

Linda sat down at a video poker machine and inserted her player-
tracking card. Linda’s identity was relayed to the gaming device server via
a wired network. Linda then began playing. As she played, an information
deriving device determined the times at which Linda would press a “deal”
button, thus beginning a new game. The information deriving device also
monitored Linda’s credit balance, keeping track of how much she was
ahead or behind. After Linda had played 10 minutes, the information
deriving device relayed to the gaming device server a signal indicating that
Linda had completed 100 games in ten minutes, and that she was ahead by
50 credits. The information deriving device relayed the message to the
gaming device server via a wireless connection. The gaming device server
pieced together Linda’s identity information (i.e., her name) from the wired
network, and information about Linda’s winnings and rate of play from the
information deriving device, to tailor a message to Linda. The gaming
device server transmitted the message wirelessly to the information
deriving device associated with Linda’s machine. The information deriving
device, which included its own display screen (distinct from the display
screen of the video poker machine), displayed the message for Linda. The
message read, “Linda, we see you are doing well. If you maintain your
current rate of play for the next two hours, we will give you a hotel room
tonight at half price. If you would like to try for the hotel room, just touch

this screen. The screen will keep you posted on how you are doing.”

Linda was enjoying herself and had no intention of leaving her
machine any time soon. So she touched the display screen of the
information deriving device. The information deriving device thereupon

printed, “Great! Play on!” The information deriving device also displayed
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a timer that began counting down from 2:00:00. Linda continued playing

as the timer counted down.

[0314] At one point during the two hours, Linda paused to chat with a
friend. The information deriving device sensed that Linda was not pressing
the “deal” button, and that Linda was therefore not playing. The screen of
the information deriving device then displayed, “Linda, be careful not to
stop for too long if you are going to keep up your rate of play.” Linda soon

resumed play again, and the message disappeared.

[0315] After two hours had passed, the information deriving device
displayed, “Linda, you’ve done it! To claim your hotel room, just check in
at the front desk. 'When you give them your name, they’1l know to give you
half price.” The information deriving device also transmitted a wireless
signal to the gaming device server indicating that Linda had earned a half-
priced hotel room, so that the gaming device server would flag Linda’s

name for the staff at the front desk.

ADDITIONAL EMBODIMENTS OF THE INVENTION

[0316] In one embodiment, an information deriving device may comprise
an alternate or a simplified interface to a gaming device. For example, a third
party, such as a casino, may believe that a gaming device manufacturer has not
made an interface that is intuitive or easy for a player to use. As made, the gaming
device may force a player to press a “bet 2” button each time he wishes to wager
two coins on a game play. The third party may therefore create a new interface,
using an information deriving device, to allow the default wager to be whatever the
wager was on the prior game play. In this way, once a player presses “bet 2” on a
first game play, he need not press the same button on a subsequent game play.

The information deriving device may allow for this alternate interface by
automatically actuating certain buttons on the gaming device itself. For example,
when the player presses a “bet 2 button on a first game play, the information

deriving device detects the actuation of the button. On a subsequent game play,
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the information deriving device automatically actuates the “bet 2” button for the
player by, e.g., contracting a membrane stretched tightly over the “bet 2” button.
If the player wishes to make a wager other than two credits, the player may actuate
a different button on the gaming device, and the automatic actuation of the “bet 2”

button will thereby be overridden.

[0317] In one or more embodiments, an information deriving device may
be operable to play a gaming device autonomously once the player provides
instructions for play. For example, an information deriving device might be
operable to actuate a “spin” button on a gaming device. The player might insert 50
coins into the gaming device, and instruct the information deriving device to make
50 handle pulls for the player. The player may then sit back and watch play occur
without needing to touch the gaming device. The player may provide the
information deriving device with numerous additional instructions, including
instructions to play until a credit balance has reached a certain level, instructions to
play at a particular rate, instructions to alter a betting strategy upon the occurrence

of certain outcomes, and so on.

[0318] In one or more embodiments, the information deriving device may
instruct the player to respond to an offer, promotion, or other message by actuating
a button on the gaming device. The button the player is instructed to actuate may
have some meaning to the gaming device that is completely different from the
meaning the player will convey to the information deriving device by actuating the
button. For example, the information deriving device may instruct the player to
actuate the “bet 3” button twice in rapid succession to accept an offer. The
information deriving device may detect the actuation of the button using, for
example, a transparent touch sensor layered on top of the “bet 3” button.
Evidently, the reason the player is pressing the “bet 3 button has nothing to do
with his wanting to wager three credits. In fact, the information deriving device
may instruct the player to actuate only buttons that could have no effect at the
moment on the player’s game play at the gaming device. For example, the

information deriving device might instruct the player to actuate the “bet 3” button
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only if the player has a balance less than three credits, in which case the gaming

device would not register the actuation of the button.

[0319] In one or more embodiments, rather than instructing a player to
actuate a button, the information deriving device may instruct the player to touch
an area of a display screen over which the information deriving device has
stretched a touch-sensitive component or which the information deriving device
may monitor with a camera sensor. The information deriving device may also
instruct the player to pull the handle or to actuate some other input device on the

gaming device.

[0320] In one or more embodiments, an information deriving device may
include speech recognition software. In this way, an information deriving device
may monitor and interpret player utterances at the gaming device. Player
utterances may then serve as events the occurrence of which causes messages to be
output to players. For example, if the player says, “I’m hungry”, the information
deriving device may transcribe the player’s voice into a text message, and send the
message to the information deriving device server! The information deriving
device server may then select a message offering the player a two-for one meal

special at the casino buffet.

[0321] In one or more embodiments, a casino (or any other entity) may
operate its own independent reward system consisting of one or more devices
attached to gaming device. These devices may be information deriving devices of
the present invention. Such devices may be capable of communication with one
another and/or with an information deriving device server in communication with
the information deriving devices. The devices may sense player activity at
corresponding gaming devices (e.g., to which an information deriving device is
attached). For example, an information deriving device might sense vibration at a
gaming device in order to determine that a player is at the gaming device. An
exemplary information deriving device might take the form of a model of a
clown’s head. The device might output printed information on paper or on other

media, and such an output may appear to come from inside the clown’s mouth.
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The information deriving device may output various printed vouchers, coupons,
prize certificates, and so on. These may be redeemable at a casino desk, or at a

merchant affiliated with the casino.

[0322] In one or more embodiments, a component of an information
deriving device may comprise a card reader similar to a player tracking card
reader. A player might swipe his player-tracking card through a card reader on the
information deriving device in order to be eligible to receive benefits from the
information deriving device. The information deriving device may later tailor
printed matter or other outputs to the player. For instance, the information deriving
device may print the player’s name on a coupon that is output. An information
deriving device server may also be operable to track the benefits that have been
provided to a player through the indep endent reward system. Further, the
information deriving device server may be operable to track the play habits of
players who have swiped their cards. "This may allow even more precise tailoring
of rewards. For example, a printed coupon might read “Since you have played
every day for the last week, you are entitled to this half price meal at the steak

house.”

[0323] Traditionally, rewards provided to slot players at a casino are
controlled primarily by slot machines. Slot machines are, in turn, usually built by
slot manufacturers, which are typically independent of casinos. It is true that
casinos have comp systems, but players typically redeem benefits based on comp
points only infrequently. Therefore, an independent reward system, which may
include one or more information deriving devices controlled by a casino, may give
the casino greater opportunity to control what rewards are provided to a player.
The casino may, in turn, exert greater influence on player behavior, and may
therefore derive increased benefit from player activities. For example, the casino
may use the independent reward systerm to encourage a player to eat at a casino
restaurant, stay at the casino hotel, remain for a longer period of time at the casino,

and so on.
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[0324] In one embodiment, an information deriving device may allow
players to receive a type of comp point that is specific to a particular type of game
they play, or to a particular type of gaming device they play. Whereas a standard
casino network may provide a comp point for each dollar wagered at any game or
at any machine, an information deriving device may provide information to, for
example, a gaming device server, about which gaming device or type of gaming
device a player is using, or what game a player is playing. Based on the game or
gaming device, a player may receive a variable number of comp points. For
example, gaming device manufacturer ABC may wish to award manufacturer
comp points for play only at gaming devices manufactured by them. An
information deriving device may indicate to the gaming device server that a player
is at an ABC machine. The gaming device server may then award comp points to
the player courtesy of ABC. The player may later have the opportunity to redeem
the comp points with ABC by receiving a prize in the mail at his home address
from ABC. Alternatively, the player may receive a prize by using his ABC comp

points at the casino, and the casino may later bill ABC for the cost of the prize.

[0325] In another embodiment, a player may be awarded comp points
based on the strategy he uses at a particular game. The information deriving
device may therefore monitor choices the player makes at the gaming device, and
communicate those choices to, for example, the information deriving device server.
The information deriving device server may then award the player relatively more
comp points, for instance, if he has used an inferior strategy, and relatively fewer

comp points if he has used a superior strategy.

[0326] In one or more embodiments, an information deriving device may
be able to detect breaks in a player’s play. For example, by noting the times at
which a “spin” button is actuated, or at which time the reels begin spinning, the
information deriving device may be able to detect gaps of time lasting, say, a
minute during which the player is not making wagers. Therefore, the information
deriving device may output an offer to the player defining a benefit for ongoing
play. For example, the player may be allowed to make free long-distance phone

calls, or to view a movie so long as there are no gaps in his play of greater than 1
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minute. Assume, in one example, that the benefit is a movie. If the information
deriving device server is streaming a movie to the player’s gaming device, or to a
separate screen proximate to the player’s gaming device, and the information
deriving device detects a gap in the player’s play, then the information deriving

device may signal to the information deriving device server to stop the movie from

playing.

[0327] In one embodiment, the information deriving device may include a
phone for allowing the player to place free or discounted long distance calls, or to

place calls in general.

[0328] It is worth noting again that information deriving devices, or
components thereof, may be placed inside the housing of a gaming device. Casino
attendants frequently have the ability to open gaming devices so as to add coins,
fix jams, or make repairs. Therefore, casino attendants may be able to place an
information deriving device, or component thereof, inside a gaming device. In one
embodiment, light detectors may be placed at one or more reel positions on the
outer surface of physical reels. Light detectors are often very inexpensive, and can
take the form of, e.g., photo-resistors attached within a simple circuit. When a
particular symbol is displayed, a light detector placed at the reel position of the
symbol will detect the light coming in through the viewing window. The light
detector can thereby signal to the processor of the information deriving device that
its corresponding symbol has occurred as part of an outcome. In one embodiment,
entire reels, or bands made for displaying symbols, can be manufactured by third
parties so as to incorporate light detectors, or other detectors for determining the
position at which a reel stops. When a gaming device is purchased from a
manufacturer, the third-party reels can be swapped for those included with the

gaming device.

[0329] Therefore, in one or more embodiments of this invention, an
information deriving device may be operable to monitor the printing of cashless
gaming receipts from receipt printers. The information deriving device may

additionally be operable to recognize numerals printed on the receipt indicating the
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value of the receipt. Alternatively, the information deriving device may be
operable to detect and read a bar code on the receipt as it is printed out. The
information deriving device may then report the printing of the receipt, and the
amount of the receipt. If the receipt has a unique identifier, then the information
deriving device may be operable to detect such an identifier and report it as well.
In this way, casinos may become aware of the monetary value of outstanding
receipts. Furthermore, casinos may prevent the redemption of fraudulently printed
receipts, since the printing of such receipts will not have been recorded by an

information deriving device.

CONCLUSION

[0330] It is clear from the foregoing discussion that the disclosed systems
and methods to facilitate the obtainment of information about game play at a
gaming device represent an improvement in the art of gaming. While the methods
and apparatus of the present invention have been described in terms of its presently
preferred and alternate embodiments, those skilled in the art will reco gnize that the
present invention may be practiced with modification and alteration within the
spirit and scope of the appended claims. The specifications and drawings are,

accordingly, to be regarded in an illustrative rather than a restrictive sense.

[0331] Further, even though only certain embodiments have been described
in detail, those having ordinary skill in the art will certainly appreciate and
understand that many modifications, changes, and enhancements are possible

without departing from the teachings thereof.
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What is claimed is:
1. A method, comprising:

determining, based on information derived from a gaming device, an

occurrence of a predetermined event at the gaming device,

wherein the information is derived without cooperation of the

gaming device; and

causing, based on the occurrence of the event, a message to be output to a

player of the gaming device.
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2. The method of claim 1, wherein the predetermined event comprises at least one
of:

a predetermined outcome for a game play;

a predetermined payout for a game play;

apayout above a predetermined threshold;

a payout below a predetermined threshold;

a predetermined sum of payouts for a plurality’ of game plays;

a placement of a predetermined wager by a player of the gaming device;
a predetermined reel configuration;

a play strategy employed by a player of the gaming device;

arequest by a player of the gaming device to cash out credits from the

gaming device;
entrance into a bonus round;
a win of a bonus prize;
a credit balance of the gaming device reaching a predetermined amount;
a predetermined change in a credit balance of the gaming device;

t

an actuation by a player of the gaming device of a predetermined button on

the gaming device;

a predetermined activity being performed by a player of the gaming device;

and
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21 a presence of a predetermined number of persons within a predetermined

22 vicinity of the gaming device.

123



WO 2005/036362 PCT/US2004/033313

N

10

11

12

13

14

15
16

17
18

19
20

3. The method of claim 1, further comprising deriving information from the

gaming device by monitoring at least one of:

data displayed on a display device of the gaming device;
a status of a mechanical display of the gaming device;
acoustical data output by the gaming device;

actuation of a mechanism of the gaming device;

selection of areas of a touch screen of the gaming device;
wager placement at the gaming device;

insertion of currency into the gaming device;

cashless gaming activity at the gaming device;

output of a receipt at the gaming device;

usage of a player tracking card reader of the gaming device;
an output of coins into a coin tray of the gaming device;
vibrations emanating from the gaming device;

at least one of electrical, electromagnetic, infrared, and radio frequency

signals being output from or received by the gaming device;

a predetermined vicinity of the gaming device for the presence of people;

a predetermined surface of the gaming device for the placement of an

object on the surface.
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4. The method of claim 1, wherein the data derived from the gaming device

comprises at least one of:

graphical data, acoustical data, electrical signals, electromagnetic signals,

infrared signals, and radio frequency signals.

5. The method of claim 1, wherein the information is derived by intercepting data

output by the gaming device.

6. The method of claim 5, wherein intercepting data comprises:

intercepting, inside a housing of the gaming device, a digital signal output

by a processor of the gaming device.

7. The method of claim 5, wherein intercepting data comprises:

intercepting, along a network on which the gaming device is located, a

signal output by the gaming device to another device.

8. The method of claim 5, wherein intercepting data comprises:

intercepting at least one of graphical data and acoustical data output by the

gaming device for the perception of a player of the gaming device.

9. The method of claim 1, further comprising:

deriving, without cooperation of the gaming device, information from the

gaming device.
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10. The method of claim 9, further comprising:

providing the derived information to a computing device.

11. The method of claim 10, further comprising:

receiving, from the computing device, an indication of a message to be

output to the player of the gaming device.

12. The method of claim 11, further comprising:

outputting the message to the player of the gaming device.

13. The method of claim 1, further comprising:

determining the message to be output to the player of the gaming device.
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14. A method, comprising:

determining graphical data displayed on a display component of a gaming

device;
comparing the graphical data to data stored in memory;

determining, based on the comparing, whether a predetermined event has

occurred at the gaming device;

determining, if the predetermined event has occurred, a corresponding

message to be output to a player of the gaming device; and

causing the message to be output on a player device associated writh the

player.

15. The method of claim 14, wherein determining graphical data comprises:

capturing the graphical data via at least one camera focused on thee display

component of the gaming device.

16. The method of claim 15, wherein the camera is attached to the gaming device.

17. The method of claim 14, wherein causing comprises:

causing the message to be output on a portable device associated ‘with the

player.
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18. The method of claim 14, wherein the message comprises an offer and further

comprising:

determining whether the player has accepted the offer.

19. The method of claim 18, wherein determining whether the player has accepted

the offer comprises:

determining whether the player has performed an activity at the gaming

device, in accordance with instructions included in the offer.

20. A system, comprising:
a first device comprising a gaming device,

the gaming device being operable to output a first set of data to a

second device via a computer network, and

the gaming device being further operable to output a second set of

data to an operator of the gaming device via an interface;

a third device, the third device being operable to receive a third set of data

from the gaming device,

wherein the third device is not operable to communicate with the

gaming device via a computer network, and

wherein the third device is further operable to cause a message to be
output to a player of the gaming device, the message being determined based on

the gathered data.
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21. The system of claim 20, further comprising:

2 a fourth device, the fourth device comprising a server. for controlling the

third device.

22. The system of claim 21, wherein the third device is further operable to provide

2 the third set of data to the fourth device.

23. The system of claim 22, wherein the fourth device is operable to:

2 determine the message to be output to a player of the gaming device.

24, The system of claim 23, wherein the fourth device is further operable to:

2 transmit an indication of the message to the third device, thereby

instructing the third device to output the message to the player.

25. The system of claim 23, wherein the fourth device is further operable to:

2 output the message to the player.
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26. An apparatus, comprising:

a processor, and
a storage device that stores a program for directing the processor;

the processor being operative with the program to:

derive information from a gaming device, without cooperation of

the gaming device;

determine, based on the derived information, the occurrence of a

predetermined event at the gaming device; and

cause, based on the determination of the occurrence of the

predetermined event, a message to be output to a player of the gaming device.
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27. An apparatus, comprising:
a processor; and
a storage device that stores a program for directing the processor,
the processor being operative with the program to:
derive a first set of data from a gaming device,

wherein the first set of data is derived without

communicating with the gaming device through a computer network, and
further wherein the gaming device is operable to
output via a computer network a second set of data to a computing device, and

output a third set of data to an operator of the gaming device via an interface of the

gaming device.

28. The apparatus of claim 27, wherein the first set of data is mutually exclusive

from the second set of data and the third set of data.

29. The apparatus of claim 27, wherein the processor is further operable with the

program to:

determine, based on the first set of data, the occurrence of a predetermined

event.
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30. The apparatus of claim 29, wherein the processor is further operable with the

program to:

cause, based on the determination of the occurrence of the predetermined

event, a message to be output to a player of the gaming device.

132



WO 2005/036362 PCT/US2004/033313

17120
100
| )
BN GAMING
, AM
E N e N < S
PEVICE SERVER
1o 120
; X
I ~130
f145 )
|
¢ Y
155
INFORMATION
DERIVING < fJ . I;LEA:/\IKEE
DEVICE
1% 150
A
160X
140 INFORMATION
\ N DERIVING
" DEVICE <
SERVER
135

FIG. 1



WO 2005/036362

250

2120
200 —
COMMUNICATION OUTPUT
PORT DEVICE
215
255

—

!__I

IMAGE FILE
DATABASE 225

(
( AUDIO FILE
(
|

DATABASE 230

DATABASE 235

PLAYER SESSION
DATABASE 240

)
P
)

\\\-_______________,,)

FIG. 2

PROCESSOR SENSOR
205 245
mi_,/
T
PROGRA
M

PCT/US2004/033313



WO 2005/036362

PCT/US2004/033313

3/20
300 —
INPUT COMMUNICATION OUTPUT
DEVICE PORT DEVICE
355 315 350
RANDOM NUMBER PAYMENT
GENERATOR PROCESSOR SYSTEM
340 05 360
BENEFIT PLAYER
OUTPUT TRACKING CARD
DEVICE 345 READER 355
PROGRAM
310 320
Ny PROBABILITY
DATABASE 325
PAYOUT
DATABASE 330
\v‘/

FIG. 3A




WO 2005/036362 PCT/US2004/033313

4120
394
k\\ 370
i /
=
392 (. — )
(" pavseT ) 1 2 3 ) PAYSRIGHT < )
TO RIGHT > COIN | COINS | COINS TO LEFT
7 7 7 100 | 200 | 600 7 7 7
50 100 | 150 BAR
OO | 20 |4 |60 | 8BS
PSR | 0| oS a6
Balw = |6 | = |EHEE
X S [R] | 14 28 a2 | [BR]X X
O O R]| 10 20 | 30 |[BR]OD O
ANY PAIR 5 10 15 | ANY PAIR Q¥
QP ANY ANY L 2 4 6 &P ANY ANY
\ Y, U\ J
. )
N YOU FAVE 378
T INSERT  —+H
L
AVAILABLE ‘ 380 CARD HERE

J
@)
/

374
4
30— || [TBer1 ) Berz ][ BET3 | giLs/ cows | | f11)
SR ] oo |0 —
376 398 [__RETURN | 382

396 388
lﬁf ~

N )
FIG. 3B




WO 2005/036362 PCT/US2004/033313

5120

400

COMMUNICATION /
PORT
410

PROCESSOR

PROGRAM

GAMING DEVICE
DATABASE 25

PLAYER DATABASE

|

&
==

FIG. 4



WO 2005/036362

6/20
500
\\‘ COMMUNICATION
PORT
510
PROCESSOR
505
/,—515
PROGRAM
520

INFORMATION DERIVING
DEVICE DATABASE 525

)

MESSAGE DETERMINATION
DATABASE 530

DATABASE 535

MESSAGE TRACKING
DATABASE 540

< MESSAGE DETAILS

)
)
)

FIG. 5

PCT/US2004/033313



WO 2005/036362 PCT/US2004/033313

7120
600 —
DISPLAY COMMUNICATION INPUT
DEVICE PORT DEVICE
620 — 630
PROCESSOR
605
610
PROGRAM
615

FIG. 6



PCT/US2004/033313

WO 2005/036362

/. 9Ol
6 <v1va FOVII> 001
¥vg S E £00!
1138 <yL¥a 39VAI> 2001
AHEHO <¥1va FOVIl> 1001
0¢L 0cZ 01z
NOILdI¥0S3a A iy

004 \

0c/8




PCT/US2004/033313

WO 2005/036362

d31LHASNI
Ve <v1va 0laNy> 60LY
LOdMOVF
o | <vivaoiany £60Y
ONIddOLS T334 | <vLva olany> 200¥
ONIddOMA NIOD | <¥Lva olany> L0OY
0¢8 0z8 018
NI
NOILdINOS3d Hm_v“_*oﬁw d viva
olany
v/ 008
0¢/6




WO 2005/036362 PCT/US2004/033313

10/20

900
'

NUMBER
OUTCOME OF COINS
AWARDED
910 920
CHERRY / ANY / ANY 2
ANY / ANY / CHERRY 2
CHERRY / CHERRY / ANY 5
ANY / CHERRY / CHERRY 5
CHERRY / ANY / CHERRY 5
CHERRY / CHERRY / CHERRY 20
BAR / ORANGE / ORANGE 10
ORANGE / ORANGE / BAR 10
ORANGE / ORANGE / ORANGE 20
BAR / PLUM/ PLUM 14
PLUM / PLUM / BAR 14
PLUM / PLUM / PLUM 20
BAR/BELL / BELL 18
BELL / BELL/BAR 18
BELL / BELL / BELL 20
BAR/BAR/BAR 50
71717 100
OTHER 0

FIG. 9
PRIOR ART




PCT/US2004/033313

WO 2005/036362

0 uve-LWNTd £ \ZLr T N
JONVHO N

0 -9NVHO-IONYHO 1§ wvhTl €

z MYE-HYE-ASNIHD 1$ Ovvhzl Z

0 13814V 1$ VLTl ]
Geol 0c0r GZ01 0201 Sror

RENER AV1d 3NV
LNOAYd INOOLNO T A AVId IWYD

olob pLZ) :Q2LEVLS TNIL
G001

¢¢l1S *¥3IHIIN3Al NOISS3S

0004 I\A

0c/1l




PCT/US2004/033313

WO 2005/036362

MOZ NOS ) T1LSYD FHL
AR NYTIOq-3AI o 6v7229
MOS SGZ MOSNIVY
YOO 1S} H3ALHVNO JHL 40 ON3 SvEED
302 NOS I10008v9
40074 ONZ FDIOIN aNy LIy 59.869
3602 NSO! 1NOLOOHS
¥0014 1S} HvTI0d ADROALOIM |- FO00IO
i1 SHT o oLy
NE IR
NOILYOOT NOILYNINONI INYO 301A30
ONIAYD
v[ 00L}
0c/ct




PCT/US2004/033313

WO 2005/036362

. g vSn eeee-ceee
101°22°9°99 0019$ eeee-gzz (L1L) 2V IANY epce-ceee N3I3HO T1Ig vryeeed
WOO ' IHIHMINOSDNMONER vsn 2eee-zeee
48¥9az60€000 59/$ ‘068.-567 (671) TMIHMENOS s NMOYE INVP £eez2ed
. vsn PLLL-LLLL
VIN GveTs OO THIHMANY@30ar EHMANY L 304 NHOP 2zehLid
34} ({4} Szeh (144} Sz ey S0¢t
ssa¥aay Y3IILNEQl
391A3a ol Hzm_p\,o% ! SS3MAAY VI3 mwm_zm%m_z INNODOY INVN mm__m__&,._mg
HIAYId TYIONYNIA
00zt \

0c/€l




PCT/US2004/033313

WO 2005/036362

S3A ON S3A ON S3A €22119 L95+ES
S3A ON S3A SaA ON 225989 62¥1ZS
ON ON ON S3A S3A S¥EZLO Z0001S
8000029 80002 © vELVTLO
ON S3A ON "3l o 1900025 100048
Geer [ GzZel 0zEl [ oret SOET
{NTTNOS ¢SNOLLNG SAVHL 3N ¢N33HOS
AV1dSId NO WOISAHd NO NIOD NI zo%%wo ] zo>o<w_%_%_o , SE EIINEl REIEE
SYOSNIS HONOL | SHOSN3S HONOL INOHJOHOIN 391A3d 301A3a
VH3NvO Yd3NYO ONINYD ONIAIYAQ
QILVIOOSSY | NOILYWHOAN
SHOSNAS
v/ 00€}

0c /7l




PCT/US2004/033313

GGGaIN 0€$ VN3 S3SSOT NOISS3S
vivviN SHNOH € ¥O4 ATSNONNILNOD a3 LSV SYH NOISS3S
EEEEN LHOIN SNOIATYd IHL T3LOH NI GIAVLS ¥IAVd
72220 JOVSSIN SIHL A3AIFOTY ATSNOIAFHd LON SYH H¥IAVd
‘02$ < S3SSOTNOISS3S
LLLLA dH/STING 00€ MOT38 AVd 40 3LvY
‘WdS¥'9 INIL INFHEND ‘Wd00:L 1V LHOINOL ONIAYId MOHS
522
d3l41IN3Al
J9VSSIW NOILIANOD 3OVSSa

WO 2005/036362

0ovl \\A

0¢/Gl




PCT/US2004/033313

Gl Ol

WO 2005/036362

sax ~ ATLHOHS YA 38 TIM INVANILLY ONISYD ¥ ONV 1S3 As SSTId ‘GILSTIILN 1 240 cesaln
iS3INYANOD INOHd JONVISIC ONOT HOLIMS OL ONIZTOV A8 MOVA 088 139,
ON +NIVLNNO4 FHL 40 3IS ¥IHLO THL NO G3LYD07 Y SWOORLSTY ‘WIHL G3aN NOA L. zwﬁw_m%mz o
/NOLLNG .} 138, 3HL SSTd ISvaTd ‘0S 4
S3A (NOOY TA10H HNOA HLIM GISYTTd NOA Fvs AFARNS Eeeen
~ASNOHMYALS HONVY 1LLYD HNO L ¥ANNIA SVaLS ¥
ON 440 6% HO< G009 NONOD ¥ 404 INVANILLY ANY YISV NOLLOWO®Hd ceoeh
MILYIHL ONISYD THL NI Nd00:L 1V LHOINOL
ON iHLYV3 NO MOHS DIOVIN ONIZYIY LSOW JHL ANILLY, ANINISLLHIAQY | VLW
0251 [ 01G1 S0S1
JdAL NERIIEN
ISNOJSTY JOVSSIN o vy
v/ 005}

0¢/9l :




PCT/US2004/033313

WO 2005/036362

9l Ol

13A 3SNOdSZ ON 9GvEN 99537PO
G3NIT03 Y3440 9GYEN SGHHEENO
Q3SVa1d SYM SHETN PYEEZINO
VIN YEZIN €E22LLNO
0291 ol o191 G091

AOvSSIN Y311 INEl Y3ILINaa) SN
oL ey 9vSSaW

SNOdS T 1nd1N0

0094 |\A

0c/ L1




WO 2005/036362

18120
o 1700
DERIVE INFORMATION
FROM GAMING DEVICE
705
PROCESS INFORMATION
1710

COMMUNICATE, BASED ON PROCESSED

INFORMATION, WITH INFORMATION
DERIVING DEVICE SERVER

1715

FIG. 17

PCT/US2004/033313



WO 2005/036362 PCT/US2004/033313

19720
1800

\‘ DETERMINE PROCESSED INFORMATION
DERIVED FROM GAMING DEVICE 1805

HAS
PREDETERMINED
EVENT OCCURRED
AT GAMING
DEVICE?

1810

IDENTIFY MESSAGE TO BE
OUTPUT TO PLAYER

'

DETERMINE DETAILS OF MESSAGE
1820

CAUSE MESSAGE TO BE
OUTPUT TO PLAYER

181

1825

RESPONSE
EXPECTED?

1830

TOFIG. 18B

TOFIG. 18B

FIG. 18A



WO 2005/036362

PCT/US2004/033313

20/20

FROM FIG. 18A

TRACK PLAYER RESPONSE
TO MESSAGE

A

1835

RESPONSE
RECEIVED?

1840

FURTHER
ACTION
NECESSARY?

1845

FROM FIG. 18A

PERFORM FURTHER ACTION
AS NECESSARY

FIG. 18B



	Abstract
	Bibliographic
	Description
	Claims
	Drawings

