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(57) ABSTRACT 

A System and method credits a player of a gaming machine 
with bonus points. The bonus points may be credits or 
incentive points convertible to credits for playing the gam 
ing machine. The player has a player account Stored in a 
computer coupled to the gaming machine. The computer 
including a database for Storing Vouchers having a param 
eter. Each Voucher having a first number of bonus points and 
being assignable to the player account. 

DISPLAY 
PROCESSOR 

PLAYER TRACKING DEVICE 

PROCESSOR 40 

    

    

  

  



Patent Application Publication Dec. 23, 2004 Sheet 1 of 4 US 2004/0259632 A1 

12 

Yy 10 
12A GAMING MACHINE 

12B 14 
16 

12C 
12D GAMING MACHINE 

12E 

12F 

12G 

12H 

24 

PROGRAM 20 
OTHER APPLICATION 

12. GAMING 
e c 

MACHINES DATABASE 

Figure 1 
22 

28 12 26 
a. 

CON - BILL 
MANAGEMENT 

DEVICE 

DISPLAY DISPLAY 
PROCESSOR 

PLAYER TRACKING DEVICE 

PROCESSOR 

Figure 2 DISPLAY 

    

  

  

    

    

  

    

  

  

  



Patent Application Publication Dec. 23, 2004 Sheet 2 of 4 US 2004/0259632 A1 

ACCOUNT POINTS CASHABLE (SS) NON-CASHABLE (SS) 
324 

48 Figure 3 

AMOLINT (SS) 
48A CASHABLE 
48B 5678 NON-CASHABLE 
48C 

50A 

50B 

50C 

50D 

Figure 5 
52 

ASSIGNINGA FIRST NUMBER OF INCENTIVE 
POINTS TO FIRST VOLICHER 

ASSIGNINGA FIRST EXPERATION DATE TO 
THE FIRST VOLICHER 

ASSIGNING THE FIRST VOLICHER TO THE 
PLAYERACCOUNT 

Figure 6 

52B 

      

  

  

  

    

    



Patent Application Publication Dec. 23, 2004 Sheet 3 of 4 US 2004/0259632 A1 

54 
ASSIGNINGA FIRSTNUMBER OF INCENTIVE 

54A POINTS TO A FIRST VOLICHER 

DEFINEA FIRST PARAMETER OF THE FIRST 54B 
WOUCHER AS CASHABLE OR NON-CASHABLE 

ASSIGNING THE FIRST VOLICHER TO THE 54C 
PLAYER ACCOUNT 

Figure 7 

56A CREDITING PLAYER ACCOUNT WITH A FIRST 
NUMBER OF BONUSPOINTS 

56B DOWNLOADING THE BONUS POINTS TO THE 
PLAYER TRACKING DEVICE AS CREDITS 

56C ALLOWING PLAYER TO PLACE AWAGER 

56D PLAYING THE GAMING MACHINE 

56E DECREMENTING THE WAGER FROM THE 
CREDIT METER 

56F DECREMENTING THE MAXIMUMWAGER 
FROM THE PLAYER TRACKING DEVICE 

56G CREDITING THE MAXIMUMWAGER TO THE 
CREDIT METER 

Figure 8 

  



Patent Application Publication Dec. 23, 2004 Sheet 4 of 4 US 2004/0259632 A1 

58 
58A CREDITING PLAYER ACCOUNT WITH A FIRST 

NUMBER OF BONUSPOINTS 

58B DOWNLOADING THE BONUSPOINTS TO THE 
PLAYER TRACKING DEVICE AS CREDITS 

58C 
ALLOWING PLAYER TO PLACE AWAGER 

PLAYING THE GAMING MACHINE 

TOTAL OF WAGERS > 
MATCH PLAYAMOUNT 

p 

YES 

58F DECREMENTING MATCH PLAYAMOUNT 
FROM PLAYER TRACKING DEVICE 

58G CREDITING MATCHPLAYAMOUNT 
TO CREDITMETER 

Figure 9 

  

  

  

  

    

  



US 2004/0259632 A1 

SYSTEMAND METHOD FOR CREDITING A 
PLAYER OF A GAMING MACHINE 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. The present application claims priority to U.S. 
Provisional Application Ser. No.(not assigned), filed Sep. 11, 
2003 (Attorney Docket No. 60518,169) and is a continua 
tion-in-part application of U.S. patent application Ser. No. 
09/967,571, filed Sep. 28, 2001. 

FIELD OF THE INVENTION 

0002 The present invention relates generally to gaming 
machines, and more particularly, to a System and method for 
crediting a player of a gaming machine. 

BACKGROUND OF THE INVENTION 

0003. The growth and competition in the casino gaming 
market in recent years and the increasingly Sophisticated and 
complex technology being integrated into the gaming envi 
ronment, at the individual game, casino management, and 
auditing levels, presents both challenges and opportunities 
to game manufacturers, gaming establishment operators, 
and regulatory agencies. The technological capabilities and 
requirements of, for example, advanced electronic games, 
multi-site gaming operations, detailed player tracking, wide 
area progressive jackpots, and various alternatives to the use 
of currency and coins by players, all present a potentially 
huge pool of ever-changing data which can be of great value 
to casino operators (from a management standpoint) and to 
regulators from an audit/compliance Standpoint. 

0004 One area that has received a lot of attention in 
recent years has been providing added bonuses or incentives 
to players of electronic gaming machines, Such as Video slot 
machines Video poker machines. An award may be Selected 
at random or be based on a player's previous level of play. 
Once a player has met the Selected criteria, the award in 
credits paid from the machine's hopper is released. 
0005 Players may also be given an incentive through a 
player tracking club. Usually, a player is identified during 
play by a player tracking ID card and/or a player identifi 
cation number (PIN). The player tracking system tracks the 
player's play and awards player tracking points according to 
established criteria. The player tracking points may be 
redeemed for prizes, Such as complimentary meals or mer 
chandise. 

0006. However, both of these systems are inflexible and 
do not provide the casino operator with the maximum 
benefit and advantages available from the information and 
Systems now available. 
0007. The present invention is aimed at one or more of 
the problems as set forth above. 

SUMMARY OF THE INVENTION AND 
ADVANTAGES 

0008. In a first aspect of the present invention, a method 
for crediting a player of a gaming machine with bonus points 
is provided. The player has a player account Stored in a 
computer coupled to the gaming machine. The computer 
including a database for Storing Vouchers having a param 
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eter. Each Voucher having a first number of bonus points and 
being assignable to the player account. 

0009. In a second aspect of the present invention, a 
method for crediting a player of a gaming machine with 
bonus points is provided. The player has a player account 
Stored in a computer. The computer being coupled to the 
gaming machine and including a database for Storing Vouch 
ers. Each voucher having a parameter related to an expira 
tion of the voucher. The method includes the steps of 
assigning a first number of bonus points to a first Voucher, 
assigning a first expiration date to the parameter of the first 
Voucher, and assigning the first voucher to the player 
acCOunt. 

0010. In a third aspect of the present invention, a method 
for crediting a player of a gaming machine with incentive 
points is provided. The player has a player account Stored in 
a computer. The computer is coupled to the gaming machine 
and includes a database for Storing Vouchers. Each Voucher 
has a parameter. The method includes the Steps of assigning 
a first number of bonus points to a first voucher, defining the 
parameter of the first voucher as being one of cashable and 
non-cashable, and assigning the first Voucher to the player 
acCOunt. 

0011. In a fourth aspect of the present invention, a 
method for crediting a player of a gaming machine with 
bonus points is provided. The gaming machine is capable of 
accepting a variable wager. The variable wager has a maxi 
mum wager value. The player has a player account Stored in 
a computer. The method includes the Steps of crediting the 
player account with a first number of bonus points and 
downloading the first number of bonus points to a player 
tracking device coupled to the gaming machine as a first 
number of credits. The method further includes the steps of 
allowing the player to place a Wager, playing the gaming 
machine, decrementing the wager from the credit meter, 
decrementing the maximum wager from the player tracking 
device, and crediting the maximum wager to the credit 
meter. 

0012. In a fifth aspect of the present invention, a system 
for crediting a player of a gaming machine with bonus points 
is provided. The System includes a computer and a database 
Stored on the computer. The computer is coupled to the 
gaming machine for tracking a player account. The database 
Stores Vouchers. Each voucher has a parameter. The com 
puter assigns a first number of bonus points to a first 
Voucher and assigns the first voucher to the player account. 
0013 In a sixth aspect of the present invention, a system 
for crediting a player of a gaming machine with bonus points 
is provided. The System includes a computer and a database 
Stored on the computer. The computer tracks a player 
account. The database Stores Vouchers. Each voucher has a 
parameter related to an expiration of the Voucher. The 
computer assigns a first number of bonus points to a first 
Voucher, assigns a first expiration date to the parameter of 
the first voucher, and assigns the first voucher to the player 
acCOunt. 

0014. In a seventh aspect of the present invention, a 
System for crediting a player of a gaming machine with 
bonus points is provided. The System includes a computer 
for tracking a player account and a database Stored on the 
computer for Storing Vouchers. Each Voucher has a param 
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eter. The computer assigns a first number of bonus points to 
a first voucher, defines the parameter of the first voucher as 
being one of cashable and non-cashable, and assigns the first 
Voucher to the player account. 
0.015. In an eighth aspect of the present invention, a 
System includes a gaming machine, a computer, and a 
database Stored on the computer. The gaming machine has a 
player tracking device and a credit meter. The computer is 
coupled to the gaming machine for tracking a player 
account. The database Stores information related to the 
player account. The computer credits the player account 
with a first number of bonus points, converts the first number 
of bonus points associated to a first number of credits, and 
downloads the first number of credits to the player tracking 
device. The gaming machine allows the player to place a 
wager and play the gaming machine. The gaming machine 
also decrements the wager from the credit meter, decrements 
the maximum wager from the player tracking device, and 
credits the maximum wager to the credit meter. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0016 Other advantages of the present invention will be 
readily appreciated as the same becomes better understood 
by reference to the following detailed description when 
considered in connection with the accompanying drawings 
wherein: 

0017 FIG. 1 is block diagram of a system for providing 
credit to a player of a gaming machine, according to an 
embodiment of the present invention; 
0.018 FIG. 2 is a block diagram of a gaming machine for 
use with the system of FIG. 1; 
0.019 FIG. 3 is a diagrammatic illustration of a sample 
database tracking a plurality of player tracking accounts, 
according to an embodiment of the present invention; 
0020 FIG. 4 is a diagrammatic illustration of a sample 
database with a plurality of Vouchers assigned to player 
tracking accounts, according to an embodiment of the 
present invention; 
0021 FIG. 5 is a flow diagram of a method for crediting 
a player of a gaming machine, according to a first embodi 
ment of the present invention; 
0022 FIG. 6 is a flow diagram of a method for crediting 
a player of a gaming machine, according to a Second 
embodiment of the present invention; 
0023 FIG. 7 is a flow diagram of a method for crediting 
a player of a gaming machine, according to a third embodi 
ment of the present invention; 
0024 FIG. 8 is a flow diagram of a method for crediting 
a player of a gaming machine, according to a fourth embodi 
ment of the present invention; 
0025 FIG. 9 is a flow diagram of a method for crediting 
a player of a gaming machine, according to a fifth embodi 
ment of the present invention. 

DETAILED DESCRIPTION OF THE 
INVENTION 

0026. With reference to the drawings and in operation, 
the present invention provides a system 10 and method 50, 
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52, 54, 56, 58 for providing credit to a player of a gaming 
machine 12. In one embodiment, the system 10 and method 
50, 52, 54, 56 may be embodied or implemented via an 
entertaining management and monitoring System 14 which 
is shown in block diagram form in FIG. 1. The entertain 
ment and monitoring System 14 may include may additional 
functions Such as, real-time multi-site, Slot accounting, 
player tracking, cage credit and Vault, Sports book data 
collection, Point of Sale (POS) accounting, keno accounting, 
bingo accounting, and table game accounting, a wide area 
progressive jackpot, and electronic funds transfer (EFT). 
Two Such Systems are disclosed in U.S. patent application 
Ser. No. 09/967,571, filed Sep. 28, 2001, and U.S. Provi 
Sional Application Ser. No. (not assigned), filed Sep. 11, 
2003, (Attorney Docket No. 60518-169), both of which are 
hereby incorporated by reference. 
0027. As shown, the system 10 includes a plurality of 
gaming machines 12. Gaming machines 12 may include, but 
are note limited to electronic gaming machines (Such as 
Video slot, Video poker machines, or video arcade games), 
electric gaming machines, Virtual gaming machines, e.g., for 
online gaming, an interface to a table management System 
(not shown) for table games. In the illustrated embodiment, 
eight electronic gaming machines (or EGM) 12A-12H are 
shown. However, it should be noted that the present inven 
tion is not limited to any number or type of machines 12. In 
one embodiment, the machines 12 are organized into banks 
(not shown), each bank containing a plurality of machines 
12. 

0028. Other types of gaming machines which may be 
included (see above) are indicated with reference number 
121. 

0029. The gaming machines 12 are connected via a 
network 16 to one or more host computers 18, which are 
generally located at a remote or central location. The com 
puter 18 includes a computer program application 20 which 
maintains one or more databases 22. In one embodiment, the 
database(s) are Oracle database(s). 
0030 The computer program application 20 and data 
bases 22 may be used to record, track, and report accounting 
information regarding the gaming machines 12 and players 
of the gaming machines 12. Additionally, the computer 
program application 20 and databaseS 22 may be used to 
maintain information related to player tracking accounts (see 
below). 
0031. In general, the gaming machines 12 are playable by 
a player 24. The player 24 may select one of the gaming 
machines 12C to play and insert a coin, credit, coupon, 
and/or player tracking card (not shown) into the chosen 
EGM 12C. Generally, the gaming machines 12C have an 
asSociated number of credits or coins required in order to 
play. In the case of Video Slot or poker games, the game is 
played and an award in the form of credits may be awarded 
based on a pay table of the gaming machine 12. 
0032. With reference to FIG. 2, a block diagram of a 
Suitable electronic gaming machine 12C is shown. 
0033. The machine 12C comprises a game controller 26, 
or central processing unit (CPU), a coin-bill management 
device 28, a display processor 30, a RAM 32 as a memory 
device and a ROM 34 (generally provided as an EPROM). 
The CPU 26 is mainly composed of a microprocessor unit 



US 2004/0259632 A1 

and performs various calculations and motion control nec 
essary for the progreSS of the game. The coin-bill manage 
ment device 28 detects the insertion of a coin or a bill and 
performs a necessary proceSS for managing the coin and the 
bill. The display processor 30 interprets commands issued 
from the CPU 26 and displays desirable images on a display 
36. The RAM 32 temporarily stores programs and data 
necessary for the progress of the game, and the ROM 34 
Stores, in advance, programs and data for controlling basic 
operation of the machine 12C, Such as the booting operation 
thereof, game code and graphics. 
0034. Input to the gaming device 12C may be accom 
plished via mechanical Switches or buttons or via a touch 
Screen interface (not shown). Such gaming machines 12 are 
well known in the art and are therefore not further discussed. 

0035. The player 24 is identified via the player tracking 
card and/or a player identification number entered into 
player tracking device 38 at each EGM 12 (see below). 
Player tracking accounts may be used, generally, to provide 
bonuses to a player, in addition to the award designated by, 
in the case of a video slot or poker machine, the EGM’s 12 
paytable. These bonuses may be awarded to the player 24 
based a set of criteria, including, but not limited to, a) the 
player's play on the machine 12C, b) the player's overall 
play, c) play during a predetermined period of time, and d) 
the player's birthday or anniversary, or e) any other defin 
able criteria. Additionally, bonuses may be awarded on a 
random basis, i.e., to a randomly chosen player or randomly 
chosen game 12. Bonuses may also be awarded in a discre 
tionary manner or based on other criteria, Such as, purchases 
made at a gift shop or other affiliated location. 
0036). In one embodiment, the player tracking device 38 
includes a processor 40, a player identification card reader 
42 and/or a numeric keypad 44, and a display 46. In one 
embodiment, the display 46 is a touchscreen panel and the 
numeric keypad 44 is implemented thereon. 
0037. The player 24 may be identified by entry of a player 
tracking card into the player identification card reader 42 
and/or entry of a player identification number (PIN) on the 
numeric key pad 46. The play tracking device 38 may also 
be used to communicate information between the computer 
18 and the corresponding EGM 12C. The player tracking 
device 40 may also be used to track bonus points, i.e., 
incentive points or credits, downloaded from the computer 
18. 

0.038. In one aspect of the present invention, the bonuses 
are awarded as bonus points. In one embodiment, the bonus 
points are incentive points. In another embodiment, the 
bonus points are credits. 
0.039 The incentive points may converted to credits using 
a predetermined ratio. The predetermined ratio may be 1 or 
any other desired ratio. The predetermined ratio may also be 
varied based on determined criteria, e.g., the gaming 
machine 12 being played, the player, or the time of day. 
Incentive points may be designated as cashable or non 
cashable. AS described below, the incentive points in a 
player account may be downloaded to one of the gaming 
machines 12 for play. 
0040. Incentive points stored in the player account may 
be designated as cashable or non-cashable. In one embodi 
ment, the player account may include only cashable incen 
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tive points. In another embodiment, the player account may 
include only non-cashable incentive points. In a third 
embodiment, the player account may include both cashable 
and non-cashable incentive points. 
0041. In still another embodiment, the player account 
may include incentive points, cashable and/or non-cashable, 
and credits, cashable and/or non-cashable. 
0042 Cashable credits, or incentive points converted into 
credits, may be downloaded to an EGM 12. When the player 
has finished playing the EGM 12, any remaining credits may 
be cashed out, i.e., retrieved as coins or placed on a printed 
ticket or player tracking card for redemption or play on 
another gaming machine 12. 
0043. Non-cashable credits must be played. When the 
player Stops playing an EGM 12C, any remaining non 
cashable credits which were downloaded to the EGM 12C 
are either lost or uploaded back to the player account (see 
below). 
0044) With reference to FIG.3, the database 22 tracks the 
player account for each player in the player tracking System. 
In the illustrated example, the following is tracked for each 
player: account number, incentive points, name, cashable 
credits and non-cashable credits. Thus in this example, 
bonus points in the form of incentive points, cashable credits 
and non-cashable credits may be awarded. 
0045. With reference to FIG. 4, in one aspect of the 
present invention, bonus points are awarded via electronic 
vouchers 48, i.e., records in the database 22. A voucher 48 
is created each time bonus points are awarded. In the 
diagrammatic illustration of FIG. 4, three vouchers 48A, 
48B, 48C are shown. Each voucher 48 has a voucher number 
and an amount (in the case a dollar or credit amount). Each 
Voucher 48 is assigned to a player account and includes the 
player account number to which it is assigned. Each voucher 
48 may include additional parameters or fields based on the 
needs of the System 10. For example, an expiration date 
could be included which gives a date at which the respective 
voucher 48 expires. The voucher 48 may also designate the 
bonus points as cashable or non-cashable. 
0046. In one aspect of the present invention the computer 
18 may create a first voucher 48 and assign a first number of 
bonus points to the first voucher 48. The computer 18 may 
also create a Second Voucher 48 and assign a Second number 
of bonus points to the second voucher 48. The first and 
Second Vouchers 48 may be assigned to a player account. 
Each voucher has a parameter. The parameter of the first 
Voucher has a first value and the parameter of the Second 
Voucher has a Second value. 

0047. In one embodiment, the bonus points are incentive 
points which may be converted to credits and downloaded to 
the EGM 12C. 

0048. In another embodiment, the bonus points are cred 
its which may be downloaded to the EGM 12C. 
0049. In one embodiment, the gaming machine 12C may 
display to the player 24 a list of the vouchers 48 which have 
been assigned to their player account. The player 24 may 
then indicate at least one voucher to download. The list may 
displayed whenever appropriate, for example, when the 
player 24 is identified to the system 10, when the player 
requests the list (through a menu System), when a new 
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Voucher has been created, or any other Suitable time. In one 
embodiment, the list may be displayed on the EGM display 
36. In another embodiment, the list may be displayed on the 
player tracking device display 44. 
0050. The first and second values of the parameters of the 

first and second vouchers 48 may be equal or different. For 
example, in one embodiment the parameter relates to an 
expiration date of the respective voucher. The expiration 
date may be a function of the date of the voucher was 
created. Thus, the expiration dates of the first and Second 
vouchers 48 may be different if the vouchers 48 were created 
on different days or may be the Same if created on the same 
day. 

0051. In another embodiment, the parameter is one of 
cashable and non-cashable. The computer 18 may designed 
a voucher 48 as cashable or non-cashable. Typically, this is 
defined by predefined criteria based on how the voucher 48 
was created. 

0.052) If the bonus points for a specific voucher 48 are 
incentive points, the incentive points may be converted to 
credits prior to downloading to the gamine machine 12C. AS 
described above, this is done using a predetermined ration 
which may be 1 or some other ratio. 
0053. In one embodiment, the gaming machine 12 may 
provide an indication to the player 24 when the first voucher 
or Second Voucher 48 has been assigned to the player 
account. For example, the indication may be an audio signal 
and/or a visual Signal. 
0054. In one embodiment, the parameter may be an 
expiration date of the respective voucher. Each voucher may 
also include a Second parameter designating the respective 
bonus points as being cashable or non-cashable. 
0055. In one embodiment, the computer 18 may convert 
the first number of bonus points to a first number of credits 
and download the first number of credits to the player 
tracking device 38. 
0056. In another embodiment, the gaming machine 12 
has a credit meter for tracking available credits for play of 
the gaming machine by the player 24. The computer 18 may 
convert the first number of bonus points to a first number of 
credits and download the first number of credits to the credit 
meter. 

0057. In one embodiment, the parameter may be one 
lump-sum and pay for play. The computer 18 may convert 
the first number of bonus points to credits and download the 
credits to the credit meter if the first voucher 48 is designated 
as lump-sum. 

0.058. In one embodiment of the present invention, the 
gaming machine 12 is capable of accepting a variable wager. 
The variable wager has a maximum wager value or MAX 
BET. In one embodiment, the maximum wager value is 
equal to the lesser of a value defined by the configuration of 
the gaming machine 12, a value defined by the incentive 
Setup, or the remaining balance of bonus points. The com 
puter 18 converts the first number of bonus points associated 
with the first voucher 48 to a first number of credits and 
downloads the first number of bonus points to the player 
tracking device 38 as credits. The gaming machine 12C 
allows the player 24 to place a wager and play the gaming 
machine 12C. The gaming machine 12C decrements the 
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wager from the credit meter, decrements the maximum 
wager from the player tracking device 38, and credits the 
maximum wager to the credit meter in response to the player 
24 playing the gaming machine 12C. 
0059. With reference to FIG. 5, in one aspect of the 
present invention, a method 50 credits a player 24 of the 
gaming machine 12C with bonus points. The player 24 has 
a player account Stored on the computer 18. The computer 
18 includes the database 22 for storing vouchers 48. Each 
voucher 48 has at least one parameter. In a first step 50A, a 
first number of bonus points is assigned to a first voucher 48. 
The parameter of the first voucher 48 has a first value. In a 
second step 50B, the first voucher 48 is assigned to the 
player account. In a third step 50C, a second number of 
bonus points is assigned to a Second Voucher 48. The 
parameter of the Second Voucher has a Second value. In a 
forth step SOD, the second voucher 48 is assigned to the 
player account. 
0060. With reference to FIG. 6, a method 52 credits a 
player of the gaming machine 12C with bonus points. The 
player 24 has a player account Stored on computer 18. The 
computer 18 includes a database for storing vouchers 48. 
Each Voucher 48 has a parameter related to an expiration of 
the voucher 48. In a first step 52A, a first number of bonus 
points is assigned to a first voucher 48. In a second step 52B, 
a first expiration date is assigned to the first voucher. In a 
third step 52C, the first voucher 48 is assigned to the player 
acCOunt. 

0061. With reference to FIG. 7, in another aspect of the 
present invention a method 54 credits a player of the gaming 
machine 12C with bonus points. The player 24 has a player 
account stored in the computer 18. The computer 18 
includes a database for storing vouchers 48. Each voucher 
48 has a parameter. In a first step 54A, a first number of 
bonus point is assigned to a first voucher. In a Second Step 
54B, the parameter of the first voucher 48 is defined as one 
of cashable and non-cashable. In a third step 54C, the first 
Voucher 48 is assigned to the player account. 
0062). With reference to FIG. 8, in still one more aspect 
of the present invention a method 56 credits a player of an 
gaming machine 12 with bonus points. The gaming machine 
12 is capable of accepting a variable wager. The variable 
wager has a maximum wager value (MAX BET). The player 
24 has a player account Stored on the computer 18. In a first 
step 56A, the player account is credited with a first number 
of bonus points. In a second step 56B, the first number of 
bonus points is downloaded to the player tracking device 38 
as a first number of credits. In a third step 56C, the player 
24 places a wager. In a fourth Step 56D, the gaming machine 
12 is played. In a fifth step 56E, the wager is decremented 
from the credit meter. In a sixth step 56F, the maximum 
wager is decremented from the player tracking device 38. In 
a Seventh Step 56G, the maximum wager is credited to the 
credit meter. 

0063. With reference to FIG. 9, in a still further aspect of 
the present invention, a method 58 credits a player of a 
gaming machine 12 with bonus points. The gaming machine 
is capable of accepting a variable wager. The variable wager 
has a maximum wager value (MAX BET). The player 24, 
has a player account Stored on the computer 18. In a first Step 
56B, the player account is credited with a first number of 
bonus points. In a second step 58B, the bonus points are 
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downloaded to the player tracking device 38 as credits. In a 
third step 58C, the player 24 places a wager. In a fourth step 
58D, the gaming machine 12 is played. In a fifth step 58D, 
if the total of the player's wagers are greater or equal to a 
predetermined value, i.e., a predetermined match play 
amount, then the method 58 proceeds to a sixth step 58F. 
Otherwise, the method 58 allows the player 24 to place 
another wager. In the sixth step 58F, the match play amount 
is decremented from the player tracking device 38. In a 
seventh step 58G, the match play amount is credited to the 
credit meter. 

0.064 Obviously, many modifications and variations of 
the present invention are possible in light of the above 
teachings. The invention may be practiced otherwise than as 
Specifically described within the Scope of the appended 
claims 

What is claimed is: 
1. A method for crediting a player of a gaming machine 

with bonus points, the player having a player account Stored 
in a computer, the computer being coupled to the gaming 
machine and including a database for Storing Vouchers, each 
Voucher having a parameter, including the Steps of: 

assigning a first number of bonus points to a first voucher, 
the parameter of the first voucher having a first value; 

assigning the first voucher to the player account; 

assigning a second number of bonus points to a Second 
Voucher, the parameter of the Second Voucher having a 
Second value; and, 

assigning the Second Voucher to the player account. 
2. A method, as Set forth in claim 1, wherein the bonus 

points are incentive points. 
3. A method, as set forth in claim 1, wherein the bonus 

points are credits. 
4. A method, as set forth in claim 3, wherein the bonus 

points are credits, the method including the Step of down 
loading the bonus points as credits to the electronic gaming 
machine. 

5. A method, as set forth in claim 4, wherein the step of 
downloading the bonus points to the gaming machine 
includes the Steps of: 

displaying to the player a list of Vouchers, and, 
allowing the player to indicate at least one voucher to 

download. 
6. A method, as Set forth in claim 1, wherein the parameter 

relates to an expiration date of the respective voucher. 
7. A method, as set forth in claim 6, wherein the first and 

Second values of the parameter are equal. 
8. A method, as set forth in claim 6, wherein the first and 

Second values are different. 
9. A method, as set forth in claim 1, wherein the parameter 

is one of cashable and non-cashable. 
10. A method, as set forth in claim 9, further including the 

Step of designating the first number of bonus points assigned 
to the first voucher as one of cashable and non-cashable. 

11. A method, as Set forth in claim 1, including the Steps 
of converting the first number of bonus points to a first 
number of credits and downloading the first number of 
credits to the gaming machine. 

Dec. 23, 2004 

12. A method, as set forth in claim 11, wherein the step of 
downloading the first number of credits to the gaming 
machine includes the Steps of: 

displaying to the player a list of Vouchers, and, 
allowing the player to indicate at least one voucher to 

download. 
13. A method, as Set forth in claim 1, including the Steps 

of: 

allowing the player to identify the player to the gaming 
machine; 

displaying to the player a list of Vouchers available for 
download; 

allowing the player to indicate at least one voucher to 
download; 

converting bonus points associated with the at least one 
Voucher to credits, and, 

downloading the credits to the gaming machine. 
14. A method, as set forth in claim 13, wherein the step of 

identifying the player is performed using at least one of a 
player tracking identification card and a player tracking 
identification number. 

15. A method, as Set forth in claim 1, including the Steps 
of: 

allowing the player to play the gaming machine; and, 
providing an indication to the player through the gaming 

machine when the Second Voucher has been assigned to 
the player account. 

16. A method, as set forth in claim 15, wherein the 
indication is at least one of an audio Signal and a visual 
Signal. 

17. A method, as set forth in claim 1, wherein the 
parameter relates to an expiration date of the respective 
Voucher, each voucher having a Second parameter designat 
ing the respective bonus points as being cashable or non 
cashable. 

18. A method, as Set forth in claim 1, the gaming machine 
having a player tracking device, the method including the 
Steps of 

converting the first number of bonus points to a first 
number of credits, and, 

downloading the first number of credits to the player 
tracking device. 

19. A method, as Set forth in claim 1, the gaming machine 
having a credit meter for tracking available credits for play 
of the gaming machine by the player, the method including 
the Steps: 

converting the first number of bonus points to a first 
number of credits, and, 

downloading the first number of credits to the credit 
meter. 

20. A method, as Set forth in claim 1, the gaming machine 
having a credit meter for tracking available credits for play 
of the gaming machine by the player, the method including 
the Steps of: 

designating the first voucher as one of lump-sum and pay 
for play; and, 
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converting the first number of bonus points to credits and 
downloading the credits to the credit meter if the first 
Voucher is designated as lump-Sum. 

21. A method, as Set forth in claim 1, the gaming machine 
having a player tracking device coupled to the computer and 
a credit meter for tracking available credits for play of the 
gaming machine by the player, the gaming machine being 
capable of accepting a variable wager, the variable wager 
having a maximum wager value, the method including the 
Steps of: 

converting the first number of bonus points associated 
with the first voucher to a first number of credits; 

downloading the first number of credits to the player 
tracking device; 

allowing the player to place a wager, 
playing the gaming machine; 
decrementing the wager from the credit meter; 
decrementing the maximum wager from the player track 

ing device; and, 
crediting the maximum wager to the credit meter. 
22. A method, as Set forth in claim 1, the gaming machine 

having a player tracking device coupled to the computer and 
a credit meter for tracking available credits for play of the 
gaming machine by the player, the gaming machine being 
capable of accepting a variable wager, the method including 
the steps of: 

converting the first number of bonus points associated 
with the first voucher to a first number of credits; 

downloading the first number of credits to the player 
tracking device; 

allowing the player to place a wager, 
playing the gaming machine; and, 
if a total of the player's wagers is greater or equal to a 

predetermined value, decrementing the predetermined 
threshold value from the player tracking device and 
crediting the predetermined threshold value to the 
credit meter. 

23. A method for crediting a player of a gaming machine 
with bonus points, the player having a player account Stored 
in a computer, the computer being coupled to the gaming 
machine and including a database for Storing Vouchers, each 
Voucher having a parameter related to an expiration of the 
Voucher, including the Steps of 

assigning a first number of bonus points to a first voucher; 
assigning a first expiration date to the parameter of the 

first voucher; and, 
assigning the first voucher to the player account. 
24. A method, as set forth in claim 23, wherein the bonus 

points are incentive points. 
25. A method, as set forth in claim 23, wherein the bonus 

points are credits. 
26. A method, as set forth in claim 25, wherein the bonus 

points are credits, the method including the Step of down 
loading the bonus points as credits to the gaming machine. 

27. A method, as set forth in claim 26, wherein the step of 
downloading the bonus points to the gaming machine 
includes the Steps of: 
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displaying to the player a list of Vouchers, and, 
allowing the player to indicate at least one voucher to 

download. 
28. A method, as set forth in claim 23, each voucher 

having a Second parameter, the Second parameter being one 
of cashable and non-cashable. 

29. A method, as set forth in claim 28, further including 
the Step of designating the first number of bonus points 
assigned to the first voucher as one of cashable and non 
cashable. 

30. A method, as set forth in claim 23, including the steps 
of converting the first number of bonus points to a first 
number of credits and downloading the first number of 
credits to the gaming machine. 

31. A method, as set forth in claim 30, the player account 
having a plurality of Vouchers, wherein the Step of down 
loading the first number of credits to the gaming machine 
includes the Steps of: 

displaying to the player a list of Vouchers assigned to the 
player account, and, 

allowing the player to indicate at least one voucher to 
download. 

32. A method, as Set forth in claim 23, the player account 
having a plurality of Vouchers, the method including the 
Steps of 

allowing the player to identify the player to the gaming 
machine, 

displaying to the player a list of Vouchers assigned to the 
player account; 

allowing the player to indicate at least one voucher to 
download; 

converting bonus points associated with the at least one 
Voucher to credits, and, 

downloading the credits to the gaming machine. 
33. A method, as set forth in claim 32, wherein the step of 

identifying the player is performed using at least one of a 
player tracking identification card and a player tracking 
identification number. 

34. A method, as Set forth in claim 23, the gaming 
machine having a player tracking device, the method includ 
ing the Steps of: 

converting the first number of bonus points to a first 
number of credits, and, 

downloading the first number of credits to the player 
tracking device. 

35. A method, as Set forth in claim 23, the gaming 
machine having a credit meter for tracking available credits 
for play of the gaming machine by the player, the method 
including the Steps: 

converting the first number of bonus points to a first 
number of credits, and, 

downloading the first number of credits to the credit 
meter. 

36. A method, as Set forth in claim 23, the gaming 
machine having a credit meter for tracking available credits 
for play of the gaming machine by the player, the method 
including the Steps of: 
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designating the first voucher as one of lump-sum and pay 
for play; and, 

converting the first number of bonus points to credits and 
downloading the credits to the credit meter if the 
Voucher is designated as lump-Sum. 

37. A method, as Set forth in claim 23, the gaming 
machine having a player tracking device coupled to the 
computer and a credit meter for tracking available credits for 
play of the gaming machine by the player, the gaming 
machine being capable of accepting a variable wager, the 
variable wager having a maximum wager value, the method 
including the Steps of: 

converting the first number of bonus points associated 
with the first voucher to a first number of credits; 

downloading the first number of credits to the player 
tracking device; 

allowing the player to place a wager, 
playing the gaming machine; 
decrementing the wager from the credit meter; 
decrementing the maximum wager from the player track 

ing device; and, 
crediting the maximum wager to the credit meter. 
38. A method, as Set forth in claim 23, the gaming 

machine having a player tracking device coupled to the 
computer and a credit meter for tracking available credits for 
play of the gaming machine by the player, the gaming 
machine being capable of accepting a variable wager, the 
method including the Steps of 

converting the first number of bonus points associated 
with the first voucher to a first number of credits; 

downloading the first number of credits to the player 
tracking device; 

allowing the player to place a wager, 

playing the gaming machine; and, 
if a total of the player's wagers is greater or equal to a 

predetermined value, decrementing the predetermined 
threshold value from the player tracking device and 
crediting the predetermined threshold value to the 
credit meter. 

39. A method for crediting a player of a gaming machine 
with bonus points, the player having a player account Stored 
in a computer, the computer being coupled to the gaming 
machine and including a database for Storing Vouchers, each 
Voucher having a parameter, including the Steps of: 

assigning a first number of bonus points to a first voucher; 
defining the parameter of the first voucher as being one of 

cashable and non-cashable; and, 

assigning the first voucher to the player account. 
40. A method, as set forth in claim 39, wherein the bonus 

points are incentive points. 
41. A method, as set forth in claim 39, wherein the bonus 

points are credits. 
42. A method, as set forth in claim 41, wherein the bonus 

points are credits, the method including the Step of down 
loading the bonus points as credits to the gaming machine. 
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43. A method, as set forth in claim 42, wherein the step of 
downloading the bonus points to the gaming machine 
includes the Steps of: 

displaying to the player a list of Vouchers, and, 
allowing the player to indicate at least one voucher to 

download. 
44. A method, as set forth in claim 39, including the steps 

of converting the first number of bonus points to a first 
number of credits and downloading the first number of 
credits to the gaming machine. 

45. A method, as Set forth in claim 44, the player account 
having a plurality of Vouchers, wherein the Step of down 
loading the first number of credits to the gaming machine 
includes the Steps of: 

displaying to the player a list of Vouchers assigned to the 
player account, and, 

allowing the player to indicate at least one voucher to 
download. 

46. A method, as set forth in claim 39, the player account 
having a plurality of Vouchers, the method including the 
Steps of 

allowing the player to identify the player to the gaming 
machine; 

displaying to the player a list of Vouchers available for 
download; 

allowing the player to indicate at least one voucher to 
download; 

converting bonus points associated with the at least one 
Voucher to credits, and, 

downloading the credits to the gaming machine. 
47. A method, as set forth in claim 46, wherein the step of 

identifying the player is performed using at least one of a 
player tracking identification card and a player tracking 
identification number. 

48. A method, as set forth in claim 39, including the steps 
of: 

allowing the player to play the gaming machine; and, 
creating a Second Voucher containing any remaining cred 

its after the player Stops playing the game, if the first 
Voucher has been defined as being non-cashable; and, 

dispensing credits to the player after the player Stops 
playing the game, if the first voucher has been defined 
as being cashable. 

49. A method, as set forth in claim 39, the first voucher 
having a Second parameter relating to an expiration date of 
the first voucher. 

50. A method, as set forth in claim 39, the gaming 
machine having a player tracking device, the method includ 
ing the Steps of: 

converting the first number of bonus points to a first 
number of credits, and, 

downloading the first number of credits to the player 
tracking device. 

51. A method, as set forth in claim 39, the gaming 
machine having a credit meter for tracking available credits 
for play of the gaming machine by the player, the method 
including the Steps: 
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converting the first number of bonus points to a first 
number of credits, and, 

downloading the first number of credits to the credit 
meter. 

52. A method, as set forth in claim 39, the gaming 
machine having a credit meter for tracking available credits 
for play of the gaming machine by the player, the method 
including the Steps of: 

designating the first voucher as one of lump-sum and pay 
for play; and, 

converting the first number of bonus points to credits and 
downloading the credits to the credit meter if the first 
Voucher is designated as lump-Sum. 

53. A method, as set forth in claim 39, the gaming 
machine having a player tracking device coupled to the 
computer and a credit meter for tracking available credits for 
play of the gaming machine by the player, the gaming 
machine being capable of accepting a variable wager, the 
variable wager having a maximum wager value, the method 
including the Steps of: 

converting the first number of bonus points associated 
with the first voucher to a first number of credits; 

downloading the first number of credits to the player 
tracking device; 

allowing the player to place a wager; 

playing the gaming machine; 

decrementing the wager from the credit meter; 

decrementing the maximum wager from the player track 
ing device; and, 

crediting the maximum wager to the credit meter. 
54. A method, as set forth in claim 39, the gaming 

machine having a player tracking device coupled to the 
computer and a credit meter for tracking available credits for 
play of the gaming machine by the player, the gaming 
machine being capable of accepting a variable wager, the 
method including the Steps of 

converting the first number of bonus points associated 
with the first voucher to a first number of credits; 

downloading the first number of credits to the player 
tracking device; 

allowing the player to place a wager, and, 

if a total of the player's wagers is greater or equal to a 
predetermined value, decrementing the predetermined 
threshold value from the player tracking device and 
crediting the predetermined threshold value to the 
credit meter. 

55. A method for crediting a player of a gaming machine 
with bonus points, the gaming machine being capable of 
accepting a variable wager, the variable wager having a 
maximum wager value, the player having a player account 
Stored in a computer, the computer being coupled to the 
gaming machine, including the Steps of: 

crediting the player account with a first number of bonus 
points; 
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downloading the first number of bonus points as a first 
number of credits to a player tracking device coupled to 
the gaming machine; 

allowing the player to place a wager; 
playing the gaming machine; 
decrementing the wager from the credit meter; 
decrementing the maximum wager from the player track 

ing device; and, 
crediting the maximum wager to the credit meter. 
56. A method, as set forth in claim 55, wherein the bonus 

points are incentive points. 
57. A method, as set forth in claim 55, wherein the bonus 

points are credits. 
58. A method, as set forth in claim 55, wherein the step of 

crediting the player account with a first number of bonus 
points includes the Steps of: 

assigning a first number of bonus points to a first voucher, 
the parameter of the first voucher having a first value; 
and, 

assigning the first voucher to the player account; 
59. A method, as set forth in claim 58, wherein the 

parameter relates to an expiration date of the respective 
Voucher. 

60. A method, as set forth in claim 58, wherein the 
parameter is one of cashable and non-cashable. 

61. A method, as set forth in claim 60, further including 
the Step of designating the first number of bonus points 
assigned to the first voucher as one of cashable and non 
cashable. 

62. A method, as Set forth in claim 58, including the Steps 
of converting the first number of bonus points to a first 
number of credits and downloading the first number of 
credits to the gaming machine. 

63. A method, as Set forth in claim 62, the player account 
having a plurality of Vouchers, wherein the Step of down 
loading the first number of credits to the gaming machine 
includes the Steps of: 

displaying to the player a list of Vouchers, and, 
allowing the player to indicate at least one voucher to 

download. 
64. A method, as Set forth in claim 58, the player account 

having a plurality of Vouchers, the method including the 
Steps of 

allowing the player to identify the player to the gaming 
machine; 

displaying to the player a list of Vouchers available for 
download; 

allowing the player to indicate at least one voucher to 
download; 

converting bonus points associated with the at least one 
Voucher to credits, and, 

downloading the credits to the gaming machine. 
65. A method, as set forth in claim 64, wherein the step of 

identifying the player is performed using at least one of a 
player tracking identification card and a player tracking 
identification number. 
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66. A method, as set forth in claim 58, wherein the 
parameter relates to an expiration date of the respective 
Voucher, each voucher having a Second parameter designat 
ing the respective bonus points as being cashable or non 
cashable. 

67. A method, as set forth in claim 58, the gaming 
machine having a player tracking device, the method includ 
ing the Steps of 

converting the first number of bonus points to a first 
number of credits, and, 

downloading the first number of credits to the player 
tracking device. 

68. A method, as set forth in claim 58, the gaming 
machine having a credit meter for tracking available credits 
for play of the gaming machine by the player, the method 
including the Steps: 

converting the first number of bonus points to a first 
number of credits, and, 

downloading the first number of credits to the credit 
meter. 

69. A method, as set forth in claim 58, the gaming 
machine having a credit meter for tracking available credits 
for play of the gaming machine by the player, the method 
including the Steps of: 

designating the first voucher as one of lump-sum and pay 
for play; and, 

converting the first number of bonus points to credits and 
downloading the credits to the credit meter if the first 
Voucher is designated as lump-Sum. 

70. A method, as set forth in claim 58, the gaming 
machine having a player tracking device coupled to the 
computer and a credit meter for tracking available credits for 
play of the gaming machine by the player, the gaming 
machine being capable of accepting a variable wager, the 
variable wager having a maximum wager value, the method 
including the Steps of: 

converting the first number of bonus points associated 
with the first voucher to a first number of credits; 

downloading the first number of credits to the player 
tracking device; 

allowing the player to place a wager, 
playing the gaming machine; 
decrementing the wager from the credit meter; 
decrementing the maximum wager from the player track 

ing device; and, 
crediting the maximum wager to the credit meter. 
71. A method for crediting a player of a gaming machine 

with bonus points, the gaming machine being capable of 
accepting a variable wager, the player having a player 
account Stored in a computer, the computer being coupled to 
the gaming machine, including the Steps of: 

crediting the player account with a first number of bonus 
points; 

downloading the first number of bonus points as a first 
number of credits to a player tracking device coupled to 
the gaming machine; 
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allowing the player to place a wager; 

playing the gaming machine; and, 

if a total of the player's wagerS is greater or equal to a 
predetermined value, decrementing the predetermined 
threshold value from the player tracking device and 
crediting the predetermined threshold value to the 
credit meter. 

72. A System, comprising: 

a gaming machine playable by a player; 

a computer coupled to the gaming machine for tracking a 
player account, and, 

a database Stored on the computer for Storing Vouchers, 
each Voucher having a parameter, the computer for 
assigning a first number of bonus points to a first 
Voucher, for assigning a Second number of bonus points 
to a Second Voucher, and for assigning the first and 
Second Vouchers to the player account, the parameter of 
the first voucher having a first value and the parameter 
of the Second Voucher having a Second value. 

73. A system, as set forth in claim 72, wherein the bonus 
points are incentive points. 

74. A system, as set forth in claim 72, wherein the bonus 
points are credits. 

75. A system, as set forth in claim 74, wherein the bonus 
points are credits, the computer for downloading the bonus 
points as credits to the gaming machine. 

76. A System, as Set forth in claim 75, the gaming machine 
for displaying to the player a list of Vouchers and allowing 
the player to indicate at least one voucher to download. 

77. A system, as set forth in claim 72, wherein the 
parameter relates to an expiration date of the respective 
Voucher. 

78. A system, as set forth in claim 77, wherein the first and 
Second values of the parameter are equal. 

79. A system, as set forth in claim 77, wherein the first and 
Second values are different. 

80. A system, as set forth in claim 72, wherein the 
parameter is one of cashable and non-cashable. 

81. A system, as set forth in claim 80, the computer for 
designating the first number of bonus points assigned to the 
first voucher as one of cashable and non-cashable. 

82. A system, as set forth in claim 72, the computer for 
converting the first number of bonus points to a first number 
of credits and downloading the first number of credits to the 
gaming machine. 

83. A System, as Set forth in claim 82, the gaming machine 
for displaying to the player a list of Vouchers and allowing 
the player to indicate at least one voucher to download. 

84. A System, as Set forth in claim 72, the gaming machine 
for allowing the player to identify the player to the gaming 
machine, displaying to the player a list of Vouchers available 
for download, and allowing the player to indicate at least one 
Voucher to download, the computer for converting bonus 
points associated with the at least one voucher to credits and 
downloading the credits to the gaming machine. 

85. A system, as set forth in claim 84, wherein player 
identification is performed using at least one of a player 
tracking identification card and a player tracking identifica 
tion number. 
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86. A System, as Set forth in claim 72, the gaming machine 
for providing an indication to the player through the gaming 
machine when the first voucher has been assigned to the 
player account. 

87. A system, as set forth in claim 86, wherein the 
indication is at least one of an audio Signal and a visual 
Signal. 

88. A system, as set forth in claim 72, wherein the 
parameter relates to an expiration date of the respective 
Voucher, each voucher having a Second parameter designat 
ing the respective bonus points as being cashable or non 
cashable. 

89. A System, as Set forth in claim 72, the gaming machine 
having a player tracking device, the computer for converting 
the first number of bonus points to a first number of credits 
and downloading the first number of credits to the player 
tracking device. 

90. A System, as Set forth in claim 72, the gaming machine 
having a credit meter for tracking available credits for play 
of the gaming machine by the player, the computer for 
converting the first number of bonus points to a first number 
of credits and downloading the first number of credits to the 
credit meter. 

91. A System, as Set forth in claim 72, the gaming machine 
having a credit meter for tracking available credits for play 
of the gaming machine by the player, the computer for 
designating the first voucher as one of lump-Sum and pay for 
play and converting the first number of bonus points to 
credits and downloading the credits to the credit meter if the 
first voucher is designated as lump-Sum. 

92. A System, as Set forth in claim 72, the gaming machine 
having a player tracking device coupled to the computer and 
a credit meter for tracking available credits for play of the 
gaming machine by the player, the gaming machine being 
capable of accepting a variable wager, the variable wager 
having a maximum wager value, the computer for convert 
ing the first number of bonus points associated with the first 
voucher to a first number of credits and downloading the first 
number of credits to the player tracking device, the gaming 
machine for allowing the player to place a wager and play 
the gaming machine, and for decrementing the wager from 
the credit meter, decrementing the maximum wager from the 
player tracking device, and crediting the maximum wager to 
the credit meter in response to the player playing the gaming 
machine. 

93. A System, comprising: 

a gaming machine for playing by a player, 

a computer coupled to the gaming machine for tracking a 
player account, and, 

a database Stored on the computer for Storing Vouchers, 
each voucher having a parameter related to an expira 
tion of the voucher, the computer for the player having 
a player account Stored in a computer, the computer for 
assigning a first number of bonus points to a first 
Voucher, assigning a first expiration date to the param 
eter of the first voucher, and assigning the first Voucher 
to the player account. 

94. A system, as set forth in claim 93, wherein the bonus 
points are incentive points. 

95. A system, as set forth in claim 93, wherein the bonus 
points are credits. 
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96. A system, as set forth in claim 95, wherein the bonus 
points are credits, computer for downloading the bonus 
points as credits to the gaming machine. 

97. A System, as Set forth in claim 96, the gaming machine 
displaying to the player a list of Vouchers and allowing the 
player to indicate at least one voucher to download. 

98. A system, as set forth in claim 93, each voucher having 
a Second parameter, the Second parameter being one of 
cashable and non-cashable. 

99. A system, as set forth in claim 98, the computer for 
designating the first number of bonus points assigned to the 
first voucher as one of cashable and non-cashable. 

100. A system, as set forth in claim 93, the computer for 
converting the first number of bonus points to a first number 
of credits and downloading the first number of credits to the 
gaming machine. 

101. A system, as set forth in claim 100, the player 
account having a plurality of Vouchers, the gaming machine 
for displaying to the player a list of Vouchers assigned to the 
player account and allowing the player to indicate at least 
one voucher to download. 

102. A system, as set forth in claim 93, the player account 
having a plurality of Vouchers, the gaming machine for 
displaying to the player a list of Vouchers assigned to the 
player account and allowing the player to indicate at least 
one voucher to download, the computer for converting 
bonus points associated with the at least one voucher to 
credits and downloading the credits to the gaming machine. 

103. A System, as Set forth in claim 102, wherein the 
player is identified using at least one of a player tracking 
identification card and a player tracking identification num 
ber. 

104. A system, as set forth in claim 93, the gaming 
machine having a player tracking device, the computer for 
converting the first number of bonus points to a first number 
of credits and downloading the first number of credits to the 
player tracking device. 

105. A system, as set forth in claim 93, the gaming 
machine having a credit meter for tracking available credits 
for play of the gaming machine by the player, the computer 
for converting the first number of bonus points to a first 
number of credits and downloading the first number of 
credits to the credit meter. 

106. A system, as set forth in claim 93, the gaming 
machine having a credit meter for tracking available credits 
for play of the gaming machine by the player, the computer 
for designating the first Voucher as one of lump-sum and pay 
for play and converting the first number of bonus points to 
credits and downloading the credits to the credit meter if the 
Voucher is designated as lump-Sum. 

107. A system, as set forth in claim 93, the gaming 
machine having a player tracking device coupled to the 
computer and a credit meter for tracking available credits for 
play of the gaming machine by the player, the gaming 
machine being capable of accepting a variable wager, the 
variable wager having a maximum wager value, the com 
puter for converting the first number of bonus points asso 
ciated with the first voucher to a first number of credits and 
downloading the first number of credits to the player track 
ing device, the gaming machine for allowing the player to 
place a wager and playing the gaming machine and for 
decrementing the wager from the credit meter, decrementing 
the maximum wager from the player tracking device, and 
crediting the maximum wager to the credit meter. 
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108. A system, comprising: 
the gaming machine for playing by a player; 
a computer coupled to the gaming machine for tracking a 

player account, and, 
a database Stored on the computer for Storing Vouchers, 

each Voucher having a parameter, the computer for 
assigning a first number of bonus points to a first 
Voucher, defining the parameter of the first voucher as 
being one of cashable and non-cashable, and assigning 
the first Voucher to the player account. 

109. A system, as set forth in claim 108, wherein the 
bonus points are incentive points. 

110. A system, as set forth in claim 108, wherein the bonus 
points are credits. 

111. A system, as set forth in claim 110, the computer for 
downloading the bonus points as credits to the gaming 
machine. 

112. A System, as Set forth in claim 111, the gaming 
machine for displaying to the player a list of Vouchers and 
allowing the player to indicate at least one voucher to 
download. 

113. A system, as set forth in claim 108, the computer for 
converting the first number of bonus points to a first number 
of credits and downloading the first number of credits to the 
gaming machine. 

114. A System, as Set forth in claim 113, the player account 
having a plurality of Vouchers, for displaying to the player 
a list of vouchers assigned to the player account and allow 
ing the player to indicate at least one voucher to download. 

115. A system, as set forth in claim 108, the player account 
having a plurality of Vouchers, the gaming machine for 
displaying to the player a list of Vouchers available for 
download, and allowing the player to indicate at least one 
Voucher to download, the computer for converting bonus 
points associated with the at least one voucher to credits and 
downloading the credits to the gaming machine. 

116. A system, as set forth in claim 115, wherein the 
player is identified using at least one of a player tracking 
identification card and a player tracking identification num 
ber. 

117. A System, as Set forth in claim 108, the gaming 
machine for creating a Second Voucher containing any 
remaining credits after the player Stops playing the game, if 
the first voucher has been defined as being non-cashable and 
for dispensing credits to the player after the player Stops 
playing the game, if the first Voucher has been defined as 
being cashable. 

118. A system, as set forth in claim 108, the first voucher 
having a Second parameter relating to an expiration date of 
the first voucher. 

119. A system, as set forth in claim 108, the gaming 
machine having a player tracking device, the computer for 
converting the first number of bonus points to a first number 
of credits, and downloading the first number of credits to the 
player tracking device. 

120. A System, as Set forth in claim 108, the gaming 
machine having a credit meter for tracking available credits 
for play of the gaming machine by the player, the computer 
for converting the first number of bonus points to a first 
number of credits, and downloading the first number of 
credits to the credit meter. 

121. A System, as Set forth in claim 108, the gaming 
machine having a credit meter for tracking available credits 
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for play of the gaming machine by the player, the computer 
for designating the first Voucher as one of lump-sum and pay 
for play and converting the first number of bonus points to 
credits and downloading the credits to the credit meter if the 
first voucher is designated as lump-sum. 

122. A System, as Set forth in claim 108, the gaming 
machine having a player tracking device coupled to the 
computer and a credit meter for tracking available credits for 
play of the gaming machine by the player, the gaming 
machine being capable of accepting a variable wager, the 
variable wager having a maximum wager value, the com 
puter for converting the first number of bonus points asso 
ciated with the first voucher to a first number of credits, and 
downloading the first number of credits to the player track 
ing device, the gaming machine for allowing the player to 
place a Wager, playing the gaming machine, decrementing 
the wager from the credit meter, decrementing the maximum 
wager from the player tracking device, and crediting the 
maximum wager to the credit meter. 

123. A System, as Set forth in claim 108, the gaming 
machine having a player tracking device coupled to the 
computer and a credit meter for tracking available credits for 
play of the gaming machine by the player, the gaming 
machine being capable of accepting a variable wager, the 
computer for converting the first number of bonus points 
associated with the first voucher to a first number of credits, 
and downloading the first number of credits to the player 
tracking device, the gaming machine for allowing the player 
to place a Wager, playing the gaming machine, and if a total 
of the player's wagerS is greater or equal to a predetermined 
threshold, decrementing the predetermined threshold from 
the player tracking device, and crediting the predetermined 
threshold to the credit meter. 

124. A System, comprising 

a gaming machine having a player tracking device and a 
credit meter; 

a computer coupled to the gaming machine for tracking a 
player account, and, 

a database Stored on the computer for Storing information 
related to the player account, the computer for crediting 
the player account with a first number of bonus points, 
converting the first number of bonus points associated 
to a first number of credits, and downloading the first 
number of credits to the player tracking device, the 
gaming machine for allowing the player to place a 
wager and play the gaming machine and for decrement 
ing the wager from the credit meter, decrementing the 
maximum wager from the player tracking device, and 
crediting the maximum wager to the credit meter. 

125. A system, as set forth in claim 124, wherein the 
bonus points are incentive points. 

126. A system, as set forth in claim 124, wherein the 
bonus points are credits. 

127. A system, as set forth in claim 124, the computer for 
assigning a first number of bonus points to a first Voucher 
and assigning the first voucher to the player account, the 
parameter of the first voucher having a first value. 

128. A system, as set forth in claim 126, wherein the 
parameter relates to an expiration date of the respective 
Voucher. 

129. A system, as set forth in claim 126, wherein the 
parameter is one of cashable and non-cashable. 
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130. A system, as set forth in claim 129, the computer for 
designating the first number of bonus points assigned to the 
first voucher as one of cashable and non-cashable. 

131. A system, as set forth in claim 128, the computer for 
converting the first number of bonus points to a first number 
of credits and downloading the first number of credits to the 
gaming machine. 

132. A system, as set forth in claim 131, the player 
account having a plurality of Vouchers, the gaming machine 
for displaying to the player a list of Vouchers and allowing 
the player to indicate at least one voucher to download. 

133. A system, as set forth in claim 128, the player 
account having a plurality of Vouchers, the gaming machine 
for allowing the player to identify the player to the gaming 
machine, displaying to the player a list of Vouchers available 
for download, and allowing the player to indicate at least one 
Voucher to download, the computer for converting bonus 
points associated with the at least one voucher to credits, and 
downloading the credits to the gaming machine. 

134. A system, as set forth in claim 133, wherein the 
player is identified using at least one of a player tracking 
identification card and a player tracking identification num 
ber. 

135. A system, as set forth in claim 128, wherein the 
parameter relates to an expiration date of the respective 
Voucher, each voucher having a Second parameter designat 
ing the respective bonus points as being cashable or non 
cashable. 

136. A System, as Set forth in claim 128, the gaming 
machine having a player tracking device, the computer for 
converting the first number of bonus points to a first number 
of credits and downloading the first number of credits to the 
player tracking device. 

137. A System, as Set forth in claim 128, the gaming 
machine having a credit meter for tracking available credits 
for play of the gaming machine by the player, the computer 
for converting the first number of bonus points to a first 
number of credits and downloading the first number of 
credits to the credit meter. 

138. A System, as Set forth in claim 128, the gaming 
machine having a credit meter for tracking available credits 
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for play of the gaming machine by the player, the computer 
for designating the first Voucher as one of lump-sum and pay 
for play and converting the first number of bonus points to 
credits and downloading the credits to the credit meter if the 
first voucher is designated as lump-sum. 

139. A System, as Set forth in claim 128, the gaming 
machine having a player tracking device coupled to the 
computer and a credit meter for tracking available credits for 
play of the gaming machine by the player, the gaming 
machine being capable of accepting a variable wager, the 
variable wager having a maximum wager value, the com 
puter for converting the first number of bonus points asso 
ciated with the first voucher to a first number of credits and 
downloading the first number of credits to the player track 
ing device, the gaming machine for allowing the player to 
place a Wager, playing the gaming machine, decrementing 
the wager from the credit meter, decrementing the maximum 
wager from the player tracking device, and crediting the 
maximum wager to the credit meter. 

140. A System, comprising 

a gaming machine having a player tracking device and a 
credit meter; 

a computer coupled to the gaming machine for tracking a 
player account, and, 

a database Stored on the computer for Storing information 
related to the player account, the computer for crediting 
the player account with a first number of bonus points, 
converting the first number of bonus points associated 
to a first number of credits, and downloading the first 
number of credits to the player tracking device, the 
gaming machine for allowing the player to place a 
wager and play the gaming machine and if a total of the 
players wagerS is greater or equal to a predetermined 
threshold, decrementing the predetermined threshold 
from the player tracking device, and crediting the 
predetermined threshold to the credit meter. 


