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(57) ABSTRACT 

A gaming System comprising at least one gaming machine 
providing a wagering game; readable and writable computer 
memory; a monitor in electronic communication with the at 
least one gaming machine and the computer memory; a user 
interface through which a player can input identity informa 
tion; wherein the monitor receives data relating to game play 
on said at least one gaming machine and compares the 
received data to at least one benchmark, wherein if the 
received data indicates that the at least one benchmark has 
been exceeded, then the monitor records in the computer 
memory data indicating that the benchmark has been 
exceeded and associates this with the identity information, 
and wherein the gaming system makes a feature available to 
a player who has been recorded in the computer memory as 
having exceeded the benchmark. 
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GAMING SYSTEM INCLUDING A PLAYER 
RANKING FUNCTION 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

0001. This application claims priority to Australian Patent 
Application No. AU2006904911, having an international fil 
ing date of Sep. 6, 2006, entitled “Gaming System Including 
a Player Ranking Function', which is hereby incorporated by 
reference herein in its entirety. 

FIELD OF THE INVENTION 

0002 The present invention generally relates to a gaming 
systems, methods and apparatuses. A particular embodiment 
of the invention relates to gaming systems offering a tourna 
ment feature game. 

BACKGROUND OF THE INVENTION 

0003 Casinos include a large number of gaming 
machines, each playable by a patron of the casino. Originally 
gaming machines were playable entirely independently of 
each other. Accordingly the gaming machine itself would not 
provide any feeling that the player was part of a group or 
community, which left individual players to interact with 
other people if they wanted any level of interaction with other 
players. 
0004. In existing systems a sense of the other players at a 
casino may be provided through some level of link between 
the gaming machines, whether that link is through providing 
a competition where players compete against each other, 
through providing a common jackpot, or otherwise. The 
applicant believes that there is a need for further improvement 
in providing a link between gaming machines. 
0005. In addition, there is a need to provide new ways for 
players of gaming machines to interact with gaming 
machines in order to attract new players to a gambling floor 
and to maintain interest of existing players. 
0006 Throughout the specification the term “comprise' 
and variations on this term including "comprising and "com 
prises' are to be understood to imply the inclusion of a fea 
ture, integer, step or element, and not to exclude other fea 
tures, integers, steps or elements. 

SUMMARY OF THE INVENTION 

0007 According to a first aspect, the present invention 
broadly resides in a gaming system comprising: 
0008 at least one gaming machine providing a wagering 
game. 
0009 readable and writable computer memory; 
0010 a monitor in electronic communication with the at 
least one gaming machine and the computer memory; 
0011 a user interface through which a player can input 
identity information; 
0012 wherein the monitor receives data relating to game 
play on said at least one gaming machine and compares the 
received data to at least one benchmark, wherein if the 
received data indicates that the at least one benchmark has 
been exceeded, then the monitor records in the computer 
memory data indicating that the benchmark has been 
exceeded and associates this with the identity information, 
and 
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0013 wherein the gaming system makes a feature avail 
able to a player who has been recorded in the computer 
memory as having exceeded the benchmark. 

0014. The benchmark may be calculated dependent on 
game play across a plurality of machines, with the plurality of 
machines being one of: 
00.15 i) the gaming machines being played by a pre 
defined group of players; 
0016 ii) a predefined group of gaming machines at which 
players have input identity information; 
0017 iii) all gaming machines over one or more locations 
at which players have input identity information. 
0018. At least one benchmark may be related to a value or 
the occurrence of a particular event. 
0019. The gaming system may provide players with a 
choice as to whether their game play is monitored. 
0020 Optionally, the feature may be selected from the 
group comprising: fanfare on the identification of the player 
at a location, advertisement of the player as having exceeded 
the benchmark, access to special tournaments, display of 
special greetings, messages or other stimuli at gaming 
machines, the addition of attributes to an avatar of the player, 
eligibility to enter one or more competitions or draws, and the 
provision of one or more player advantages. 
0021. The data that is related to game play and which is 
compared to a benchmark may be calculated over a predeter 
mined or determinable period of time, or over a predeter 
mined number of game plays. 
0022. The monitor may compare the received data to a 
plurality of benchmarks and groups players according to 
which of the plurality of benchmarks a player has exceeded. 
The plurality of benchmarks may comprise a sequence of 
benchmarks with each benchmark more difficult to exceed 
than the previous benchmark. 
0023 The gaming system may be operable to rank players 
according to the extent to which they have exceeded a par 
ticular benchmark. 

0024. The gaming system may be operable to offer a tour 
nament and to restrict entry to the tournament to players 
having a minimum rank and/or to players of a particular 
group. The gaming system may include a tournament con 
troller and may be operable to allow a player to challenge a 
player to a tournament and wherein the ability to challenge 
and/or be challenged is limited to players of a certain group 
ing and/or players of a certain ranking. 
0025. The gaming system may be operable to provide at 
least one tournament player with an advantage, the advantage 
determined according to the ranking and/or grouping of the 
tournament player. Higher ranking and/or grouped players 
may be provided with greater advantages than lower ranking 
and/or grouped players. The advantage may relate to the 
number of credits a player begins the tournament with. 
0026. According to a second aspect, the present invention 
broadly resides in a method of operating a gaming machine at 
which a wagering game may be played and at which a player 
may provide identifying information, said method compris 
ing monitoring game play on the gaming machine to receive 
data, and comparing the received data to a benchmark, 
recording when the benchmark has been exceeded when 
identifying information has been provided and providing a 
feature to a player who has been recorded as having exceeded 
the benchmark. 
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0027. The method may comprise computing the bench 
mark dependent on game play across a plurality of machines, 
with the plurality of machines being one of: 
0028 i) the gaming machines being played by a pre 
defined group of players; 
0029 ii) a predefined group of gaming machines at which 
players have input identity information; 
0030) iii) all gaming machines over one or more locations 
at which players have input identity information. 
0031. The feature may beat least one feature selected from 
the group comprising: fanfare on the identification of the 
player at a location, advertisement of the player as having 
exceeded the benchmark, access to special tournaments, dis 
play of special greetings, messages or other stimuli at gaming 
machines, the addition or alteration of attributes to an avatar 
of the player, and eligibility to enter one or more competitions 
or draws. 
0032. The method may comprise offering a tournament 
between players that have exceeded the benchmark and 
allowing a player to select what other player to play in the 
tournament. The ability to challenge and/or be challenged 
may be limited to players that have exceeded the benchmark. 
0033 According to a third aspect, the present invention 
broadly resides in a gaming system comprising: 
0034 at least one gaming machine providing a wagering 
game. 
0035 readable and writable computer memory; 
0.036 a monitor in electronic communication with the at 
least one gaming machine and the computer memory; 
0037 a user interface through which a player can input 
identity information; 
0038 wherein the monitor receives data relating to game 
play on said at least one gaming machine and compares the 
received data to at least one benchmark, wherein if the 
received data indicates that the at least one benchmark has 
been exceeded, then the monitor records in the computer 
memory data indicating that the benchmark has been 
exceeded and associates this with the identity information, 
and 

0039 wherein the gaming system further comprises at 
least one display controlled by a controller in communica 
tion with the monitor and the controller causes the display 
to display information identifying each player that has 
exceeded one of the benchmarks. 

0040. The display information associated with exceeding 
a particular benchmark may be different to the display infor 
mation associated with exceeding any other benchmark. 
0041 According to a fourth aspect, the present invention 
broadly resides in a method of operating a gaming system, the 
method comprising monitoring play of at least one wagering 
game by a plurality of players on at least one gaming machine, 
comparing the game play to a benchmark, and displaying on 
a display information identifying each player that has 
exceeded the benchmark. 
0042. According to a fifth aspect, the present invention 
broadly resides in a gaming system comprising: 
0.043 at least one gaming machine providing a wagering 
game. 
0044) readable and writable computer memory; 
0.045 a monitor in electronic communication with the at 
least one gaming machine and the computer memory; 
0046 a user interface through which a player can input 
identity information; 
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0047 wherein the monitor receives data relating to game 
play on said at least one gaming machine and compares the 
received data to at least one benchmark, wherein if the 
received data indicates that the at least one benchmark has 
been exceeded, then the monitor records in the computer 
memory data indicating that the benchmark has been 
exceeded and associates this with the identity information, 
wherein the benchmark is determined dependent on his 
torical records of game play on the at least one gaming 
machine. 

0048. According to a sixth aspect, the present invention 
broadly resides in a method of operating a gaming system, the 
method comprising monitoring play of at least one wagering 
game by a plurality of players on at least one gaming machine, 
comparing the game play to a benchmark, and providing at 
least one feature to each player whose monitored game play 
exceeds the benchmark, wherein the benchmark is deter 
mined dependent on historical records of game play on the at 
least one gaming machine. 
0049 Certain embodiments of the present invention also 
broadly reside in computer software or a computer readable 
media containing instructions to cause a computer controller 
to operate in accordance with the immediately preceding 
paragraphs. 
0050. Further aspects of the present invention will become 
apparent from the following description, given by way of 
example only and with reference to the accompanying draw 
1ngS. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0051. The present invention will now be described, by way 
of example only, with reference to the accompanying draw 
ings, in which: 
0.052 FIG. 1: shows diagrammatically a gaming system 
Suitable for implementing certain embodiments of the present 
invention; 
0053 FIG. 2: shows a block diagram of a gaming machine 
of FIG. 1, according to an embodiment of the present inven 
tion; 
0054 FIG.3: shows a flow diagram of an example process 
performed by the gaming system and gaming machine of 
FIG 1. 

DETAILED DESCRIPTION OF THE 
EMBODIMENTS 

0055 Throughout the following description and in the 
accompanying drawings like reference numerals refer to like 
components unless specifically stated otherwise. 
0056 Referring to FIG. 1 of the accompanying drawings, 
a gaming system suitable for implementing certain embodi 
ments of the present invention is generally referenced by 
arrow 100. The gaming system 100 comprises a number of 
gaming machines 1, which in this example are arranged in 
three banks of gaming machines 2, with each bank of gaming 
machines 2 having two gaming machines 1. The gaming 
machines 1 used in the gaming system 100 of the present 
invention may be all the gaming machines in a casino, all the 
gaming machines across multiple casinos, or may be a selec 
tion of gaming machines from a casino or group of casinos. 
0057 Each gaming machine 1 is in data communication 
with a controller 3 through a communication channel 4. 
which may be a fixed wire or wireless communication chan 
nel. In FIG. 1 only three communication channels 4 are 



US 2008/0214308A1 

shown, one for each bank of gaming machines 2. In alterna 
tive embodiments each gaming machine 1 may have a sepa 
rate communication channel 4 or multiple banks of gaming 
machines 2 may share at least a part of a common communi 
cation channel 4. 

0.058. The controller 3 is in communication with a data 
base 5 and acts as a database management server. An admin 
istrator terminal 6, which may be in the form of a personal 
computer, allows management of the controller 3, for 
example by an owner of the gaming system 100 or their agent. 
The controller 3 may also provide and control access to a wide 
area network, for example the Internet, typically through a 
firewall. The administrator terminal 6 may optionally access 
the controller through the Internet connection using Suitable 
security precautions, which may include for example, a vir 
tual private network. The controller 3 may comprise one or 
more servers connected to a network or otherwise in commu 
nication with each other and the gaming machines 1. 
0059 Each gaming machine 1 may include a primary dis 
play 7 and a secondary display 8, which may incorporate for 
example, LCD, plasma or CRT screens. A user interface 9 is 
also provided to allow a player to play a game on the gaming 
machine 1. A typical game that may be played on the gaming 
machines 1 is a spinning reel game, otherwise known as a fruit 
game where awards may be provided to a player on the basis 
of the occurrence of certain pre-defined winning combina 
tions, although many alternative games exist. A reader 10 is 
provided to read a card or ticket of a player. The card (not 
shown) may be a magnetic stripe card or a smart card and the 
ticket may be printed ticket, which may be printed with a 
barcode or other indicia. The gaming machine 1 may further 
include a printer 11, a coin in mechanism 13 and a coin out 
mechanism 12. 
0060 Those skilled in the relevant arts will appreciate that 
the gaming machines 1 shown in FIG. 1 represent only one 
example of a large number of possible configurations and 
architectures of gaming machines. The gaming machines 1 
shown in FIG.1 are in an upright configuration, with probably 
the most widely known an alternate configuration being a 
Slant top configuration. Alternative architectures of gaming 
machine that may be used with the present invention include 
gaming machines that do not have a secondary display 8, a 
coin output mechanism 12, a coin input mechanism 13 and/or 
a printer 11. In addition, the user interface 9 may be provided 
in part or in whole through touchpads provided in the display 
7. The gaming machines 1 may include further parts or com 
ponents, depending on the requirements for the owner or 
operator of the gaming machines 1. 
0061 The controller 3, as previously stated, may act as a 
database management server for the database 5. The control 
ler 3 may also act as a server for the gaming machines 1, 
which then act as client terminals. The controller 3 may have 
various functions, including for example, allowing the down 
load of video media, game programs, managing one or more 
progressive jackpots. 
0062 FIG. 2 shows a block diagram of a gaming machine 
1, forming part of a gaming system 101. In the gaming system 
101 the controller3 communicates with the gaming machines 
1 through a communication channel 4 that traverses a network 
21, which may be a local area network of a casino. The 
gaming machine 1 may include a game controller 20 includ 
ing a network card 14 to facilitate this communication. The 
network card 14 is controlled by a processor 15, which is 
Suitably a microprocessor, but in alternative embodiments 
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may be a microcontroller, programmable logic device or 
other computational device. Game program(s) and game data 
are stored in a memory 16, which is in data communication 
with the processor 15. Typically the game controller 20 will 
include both volatile and non-volatile memory and more than 
one of each type of memory may be provided, with Such 
memories being collectively represented by the memory 16. 
In addition, functions of the processor 15 may be separated 
into separate devices. 
0063. The game controller 20 may include meters 17 for 
the purposes of regulatory compliance and also include input/ 
output (I/O) ports 18 for communicating with the peripheral 
devices of the gaming machine 1. In FIG. 2, the peripheral 
devices that communicate with the controller 20 are the pri 
mary and secondary displays 7, 8, the user interface 9, the 
reader 10, the printer 11 and the coin input and coin output 
mechanisms 12, 13. 
0064. During play of the gaming machine 1, the processor 
15 sends characteristics indicative of the game play on the 
gaming machine 1 to the controller 3 through the communi 
cation channel 4. The characteristics that are sent are used to 
evaluate the game play of the gaming machine 1 against one 
or more benchmarks. Accordingly, one of the functions of the 
controller 3 is to act as a monitor of game play. One Suitable 
characteristic that may be monitored is the amount of win 
nings that the gaming machine 1 has awarded, with or without 
reference to the number of credits or funds used to obtain 
those winnings. Alternative or additional characteristics that 
may be used include the amount lost, the time spent playing 
the gaming machine 1, the average time between wins, the 
average level of wager per game, and the occurrence of a 
particular event such as a winning combination (e.g. the 
occurrence of a certain number of particular symbols in a 
particular configuration). Furthermore, the characteristics 
may be a combination of Sub-characteristics. For example, 
the characteristic may be the total winnings over a period 
divided by the number of games played in that period, the 
total of winnings less losses during a period divided by the 
number of games played in that period, or any other combi 
nation that may be required. The characteristics that are used 
may be made known to players of the gaming machines 1, or 
may be kept secret. 
0065. In addition, the time period over which the charac 
teristics are measured may be varied. For example, the char 
acteristic that is compared with a benchmark may be calcu 
lated based on: 

0.066 a) a total or average value calculated for a fixed 
time window, for example a calendar week or month; 

0067 b) a total or average value calculated in a moving 
time window, for example over the immediately preced 
ing seven days or over the immediately preceding thirty 
days; or 

0068 c) a total or average that is calculated based on a 
predetermined number of previous gameplays, irrespec 
tive of the time period over which the games span. 

0069 Characteristics of the gaming machine 1 may also 
be sent to the controller 3, including for example identifica 
tion of the game that is currently being played on the gaming 
machine 1 and the name or type of the gaming machine 1. 
This information may already be available to the controller3 
from information stored in either the memory 16 or the data 
base 5, in which case the need to communicate these charac 
teristics to the controller would be avoided. 
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0070 The gaming machine 1 also sends player identity 
information, which is associated with the characteristics. The 
player identity information may be received, for example, 
from a magnetic Swipe card, Smart card or ticket and which 
has been received by the reader 10 prior to commencement of 
play, or entered by a player using a user interface 9 of the 
gaming machine 1. 
(0071. The controller 3 receives the player identity infor 
mation and the characteristics of game play and, depending 
on the nature of the benchmark, builds an accumulative total, 
analyses the winning combinations achieved, or calculates an 
average of the characteristics for that player identity. For 
example, where the characteristic is the amount won on a 
gaming machine, a total of the amount won across all gaming 
machines and overall time may be maintained for that player 
identity. Other mathematical functions could be applied to the 
characteristics of game play for comparison to the bench 
mark, depending on the requirements that have been prede 
termined as being required to exceed the benchmark, includ 
ing introducing an element of randomness. 
0072 The value of the accumulative total, average of the 
amount won, or the winning combinations achieved (depend 
ing on the nature of the benchmark) is then compared to a 
benchmark. The benchmark may be set by the owner or 
operator of the gaming system 100, 101, which may be a 
casino, or may be a calculated value that is calculated depen 
dent on one or more variables. 

0073. As discussed in detail below, when a player satisfies 
or exceeds a benchmark that player may be assigned a par 
ticular ranking or membership to a particular group, for 
example a “hall of fame'. 
0074 For example, benchmarks may be pre-programmed 
into the gaming machine in accordance with levels of prob 
ability known by the game designer. By way of example, and 
referring to a benchmark related to the occurrence of a par 
ticular winning combination, in a first gaming machine the 
probability of obtaining five X symbols may be 1 in 1000, 
and accordingly the occurrence of five X symbols could be 
set as the benchmark for the first machine. In a second gaming 
machine, however, the probability of obtaining five Y sym 
bols may be 1 in 1000 leading to the occurrence of five “Y” 
symbols being set as the bench mark for the second machine. 
0075 Alternatively, and referring to a benchmark related 
to a particular amount or value, a benchmark at a casino may 
be the value at the 90th percentile of the amount won by all 
players at that casino, or across multiple casinos, which have 
had their game activity tracked, either over all time or over 
some shorter period of time, for example over the last six 
months. 
0076 Further alternatively, benchmarks may be calcu 
lated with reference to the activities of a predefined group, for 
example a group of friends or colleagues. The group may be 
formed through a registration process, and entered into the 
database 5 through the controller 3 using the administrator 6 
or another input device. A possible advantage of calculating 
benchmarks with reference to certain predetermined groups 
(such as a hall of fame) may be that any additional prizes that 
are made available to hall of fame winners in that group can be 
balanced by a reduced payout ratio when the players play the 
individual gaming machines 1, which means that the total 
average payout ratio may be maintained at the required level. 
This may allow more frequent awards to be allocated to 
members of a particular group Such as the hall of fame than if 
the casino is offering additional awards from its revenue. 
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0077. In one embodiment therefore, at least one bench 
mark is variable, depending on the historical game activity of 
games played on the gaming machines 1. This may allow a 
gaming venue operator to set a fixed number of players that 
will be deemed to exceed the benchmark at any given time, 
limiting the number of players that receive the features asso 
ciated with exceeding the benchmark through monitored 
play. When a player exceeds or satisfies the benchmark, a time 
limit may be set on the time that they can occupy the group 
associated with having exceeded or satisfied the benchmark 
(e.g. the hall of fame). The time limit may be set with refer 
ence to the time spent in the group (such as the hall of fame), 
for example three days, or may be set with reference to 
another variable. Such as number of monitored game plays by 
all players. The player may therefore exit the hall of fame by 
either being replaced by other players that exceed the thresh 
old, or by the time limit. In one embodiment, gaming system 
may store a value when a player exceeds the benchmark, that 
value being used to determine the benchmark and decreasing 
in value over time. 
0078. In one embodiment, a single benchmark is provided 
and if the benchmark is exceeded, then the controller 3 clas 
sifies the player identity information as belonging to the hall 
of fame and stores this in memory, suitably in the database 5. 
In addition to evaluating whether a player has exceeded the 
benchmark and therefore belongs in the hall or fame or not, 
the controller 3 may also be configured to rank players within 
the hall offame. Player rankings may be based on any number 
of player characteristics, for example the extent to which a 
player has exceeded the benchmark, and as will be appreci 
ated may be a relatively volatile ladder with players moving 
up and down the rankings and into and out of the hall of fame. 
0079. In an alternative embodiment (or in addition to the 
previous embodiment) the controller 3 may provide several 
benchmarks and group players according to those bench 
marks. For example, instead of having a single benchmark 
against which player characteristics are evaluated the game 
controller 3 may utilize multiple benchmarks, with each suc 
cessive benchmark being more difficult to exceed (i.e. based 
on a less probable outcome) than the previous benchmark. By 
way of example, the game controller 3 could be provided with 
four benchmarks, each associated with a different group. 
0080. Any player exceeding the first benchmark would 
become a member of the first (e.g. “Bronze') group; any 
player exceeding the second benchmark would become a 
member of the second (e.g. "Silver) group; any player 
exceeding the third benchmark would become a member of 
the third (e.g. "Gold') group; and any player exceeding the 
fourth benchmark would become a member of the second 
(e.g. “Platinum') group. Each different group could be asso 
ciated with different advantages and/or features as discussed 
above. The “top” (i.e. Platinum) group may be associated 
with the hall of fame as described above. Alternatively, mem 
bership of the hall of fame may be determined with reference 
to an alternative benchmark and be independent to member 
ship of other groups. 
0081. In addition to grouping the players the game con 
troller3 could also be configured to rank players within those 
groups as also discussed above. 
I0082. The controller 3 may also be configured to allow a 
player to pay for (e.g. Substitute credits) a particular ranking 
or group membership. 
I0083) Players that enter player identity information at a 
gaming machine 1 that is classified as belonging to a particu 
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lar ranking or group (Such as the hall of fame) may be offered 
additional features and/or advantages that are not available to 
other players. For example, the additional features may be 
any one or combination of: 

I0084) a) Particular displays, sounds or other stimuli that 
announce the arrival of a hall of fame player at a particu 
lar location, for example at a gaming machine, or upon 
entry to a casino. 

I0085 b) Advertisement of the players that have entered 
a particular group (such as the hall of fame) or exceeded 
a certain ranking, for example by displaying changes in 
the hall of fame on gaming machines or on large displays 
on the casino floor, publishing a list of hall of fame 
members in a newsletter, on an internet site or otherwise. 

I0086 c) Access to special tournaments that are offered, 
for example, only to players of a certain ranking or who 
are members of a certain group (e.g. the hall of fame) 

0087 d) Gaming machines may have special greetings, 
messages or other stimuli for players of certain rankings 
or who are members of certain groups (e.g. hall of fame 
members). The messages may include messages based 
on personal data entered when the player registered for a 
player identification. 

I0088 e) Where the gaming system comprises avatars 
for the players, a player that reaches a certain ranking or 
grouping (such as the hall of fame) may be provided with 
additional attributes. For example, the attributes may 
make the avatar stand out, be more powerful and/or more 
rapidly accrue bonus points for Winnings, either by com 
ing faster or in larger quantities. As an alternative 
example, in the four group example defined above, the 
color of a player attribute may be set to the color of the 
group to which the player belongs. 

I0089 f) Some competitions or draws offered by the 
Casino may only be accessible by players of a certain 
ranking or who are members of a certain group (e.g. the 
hall of fame). 

0090 g) Players of a certain ranking or who are mem 
bers of a particular group (such as the hall of fame) may 
be able to use a gaming machine 1 to access, Via the 
controller 3, certain services or information on the inter 
net. 

0091 h) Players may be provided with advantages in 
accordance with their ranking and/or grouping. For 
example, higher ranking or grouped players may be 
provided with a greater number of credits when entering 
a tournament than those of a lower ranking or group. 
Alternatively (or additionally), higher ranking players 
may be provided with additional special symbols (such 
as wild symbols) with which to play a tournament than 
lower ranking or grouped players. 

0092. The additional features may be invoked either auto 
matically by the controller 3 or by another device that is in 
communication with the controller 3 (including a gaming 
machine 1) to perform a certain action, or may be invoked 
manually, with the controller3 providing a display or printout 
of players above a certain raking or who are members of a 
particular group (Such as the hall of fame) that can be used by 
an employee of a casino to provide special features to Such 
players. 
0093. In addition to identifying themselves at gaming 
machines, players may also identify themselves at other loca 
tions or events. An example may be on the player's entrance 
to or exit from the casino, the purchase of items at a bar or 
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restaurant, at lifts, at doors to particular rooms or elsewhere. 
This enables a casino to offer a wide range of special features 
to players depending on their ranking or group (for example 
whether the player is a hall of fame member). For example, 
special attention may be placed on highly ranked or grouped 
players as they enter and exit the casino, a discount may be 
available at the barorrestaurant and access to particular floors 
or rooms may be provided. To accommodate this, readers 10 
may be located throughout the casino in addition to at the 
gaming machines 1. The readers 10 may communicate player 
identity information to the controller 3, which sends back a 
signal indicating the ranking and/or group membership of the 
player. 
0094. Where the ranking and/or group membership of 
players are to be advertised, the controller 3 may, for example 
output a list of the current hall of fame members, the current 
members of the top group, or (for example) the ten highest 
ranked players. This list can then be used for any advertise 
ment. 

0.095 The controller 3 may also include a tournament 
game controller, which may be a dedicated tournament game 
server. A tournament is a common game played between a 
plurality of gaming machines, and players in a tournament 
often play in competition with each other. A tournament may 
be triggered by a trigger event, which may be based on infor 
mation received at the controller 3, Such as accumulative 
wagers on all gaming machines 1 that communicate with the 
controller 3, or based on activities at the gaming machine 1, 
for example the occurrence of a particular combination of 
symbols in a spinning reel game. 
0096. A tournament may be able to be participated in only 
at gaming machines 1 that have a player of a particular rank or 
higher, or who is a member of a particular group, playing at 
them. The ranking or group may be taken from within a 
predefined group of players (i.e. friends or colleagues playing 
together or wishing to compare their gaming activities), or 
may be an inter-group tournament in which the top player or 
players from each group or a selection of groups are eligible 
to enter the tournament, or may be open to any player that has 
achieved a certain rank or membership of a particular group. 
Alternatively a tournament may be able to be participated in 
only at gaming machines 1 that have players that are having 
their game play tracked for the purposes of possible entry in 
the hall of fame or other group. The controller 3 may control 
several different types of tournament with different entry 
criteria. 

0097. The game controller 3 may also (or alternatively) be 
configured to provide tournament players of a particular rank 
or group membership with advantages over players of a lower 
rank or group membership or no rank or group membership. 
For example, and referring to the above example: 

0.098 members of the “Platinum group may be pro 
vided with 200 extra credits for tournament play; 

0099 members of the “Gold” group may be provided 
with 150 extra credits for tournament play; 

0.100 members of the “Silver group may be provided 
with 100 extra credits for tournament play; 

0101 members of the “Bronze group may be provided 
with 50 extra credits for tournament play; and 

0102 players who are not members of any group are not 
provided with any additional credits for tournament 
play. 
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0103) As an alternative (or additional) advantage: 
0104 the reel strips of gaming machines operated by 
members of the “Platinum group may be provided with 
4 additional “wild” symbols for tournament play; 

0105 the reel strips of gaming machines operated by 
members of the “Platinum group may be provided with 
3 additional “wild” symbols for tournament play; 

0106 the reel strips of gaming machines operated by 
members of the “Platinum group may be provided with 
2 additional “wild” symbols for tournament play; 

0107 the reel strips of gaming machines operated by 
members of the “Platinum group may be provided with 
1 additional “wild” symbols for tournament play; and 

0.108 the reel strips of gaming machines operated by 
players who are not members of any group are not pro 
vided with any additional “wild” symbols for tourna 
ment play. 

0109 Those skilled in the relevant arts will appreciate that 
the tournament controller 3A may be included within the 
controller 3, or may be a separate device from the controller3. 
in which case the controller 3 may communicate with the 
separate tournament controller to indicate to the tournament 
controller, as required, the rankings and/or groupings of play 
ers, and whether any player is currently hall of fame mem 
bers. 
0110. Unless the characteristics that are compared to the 
benchmark are limited in time to the immediate past, for 
example, the past few hours, the chances of all or even most of 
the people who are in a particular group (such as the hall of 
fame) being in the casino at the same time is Small. However, 
players in a particular group (such as the hall of fame) may 
wish to play against each other in a tournament. The gaming 
system 100, 101 may allow players to challenge each other to 
a tournament, with their respective parts in the tournament 
being played at different times. The tournament may, for 
example, involve attempting to maximize winnings from a 
game over a period of time, for example five minutes. The 
controller 3 records the result from the first player and com 
pares that with the result from the second player, whenever 
that occurs, and then notifies each player of the result when it 
can. The notification may be provided on a gaming machine 
1 the next time the player inserts their identification card or 
ticket, or may be provided through the connection to the 
Internet, by a short message service (SMS) message sent over 
a cellular network or otherwise. 
0111. The ability to challenge other players may be 
reserved for players of a particular ranking or who have 
achieved membership of a particular group and/or special 
prizes may be offered for the winners of tournaments involv 
ing players of a particular ranking or who have achieved 
membership of a particular group. Where players were able to 
challenge each other, the controller 3 may display the current 
members of a particular group or above a particular ranking to 
the challenging player on the primary display 7 or secondary 
display 8 and allow the player to select which player to 
challenge. 
0112. In one embodiment of the present invention, the 
controller 3 could produce a draw, of say the top eight mem 
bers of a particular group (such as the hall of fame), where the 
top member plays the eighth memberina first tournament, the 
second player plays the seventh member in a second tourna 
ment, the third player plays the sixth in third tournament and 
the fourth plays the fifth in a fourth tournament. The winners 
of the first and third tournaments could then play against each 
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other, with the winner of that tournament playing the winner 
of a tournament between the winners of the second and fourth 
tournaments to determine an overall winner. 

0113. Within a particular group such as a hall of fame may 
be subsets of players. For example the top ten hall of fame 
members may be offered certain features, while the 11th to 
20th placed hall of fame members may be offered other 
features, or the same features but with a reduced award or 
other aspect of value of the feature. For example, separate 
tournaments may be run for the top ten members and the 11th 
to 20th placed members, with different prizes being awarded 
to the winners. 

0114 FIG. 3 shows a flow chart of an example series of 
steps that may be performed by the gaming system 100, 101 
in accordance with certain embodiments of the present inven 
tion. Those skilled in the relevant arts will appreciate that the 
steps in the flow chart may be implemented in software, in 
hardware or in a combination of software and hardware. 
Those skilled in the relevant arts will also appreciate that 
many of the processes attributed to specific computational 
components in the gaming system 100, 101 could be per 
formed by alternate computational components and some 
processes may be shared between computational compo 
nentS. 

0.115. In step A, the gaming system 100, 101 determines 
whether a player has identified themselves. This step may be 
performed by the gaming machines 1 using the reader 10 as 
described herein above. Alternatively a player may use the 
user interface 9 to identify themselves, for example through 
entering a username and password. The gaming machine 1 
may send the identity information to the controller 3 for 
verification with records held the in the database 5 before the 
gaming system 100, 101 is permitted to proceed to step B. 
0116. If the player does not identify themselves, then the 
gaming machine 1 determines if the player wants to play a 
game on the gaming machine (step J) and if so, allows play 
without monitoring the game play (step K). The gaming 
machine 1 may constantly check for the player identifying 
themselves, as indicated by the loop of steps A, J and K. If a 
player who has not identified themselves ceases playing the 
game, the process ends. 
0117. Once a player has been identified, the identity infor 
mation is sent from the gaming machine 1 to the controller 3, 
which compares this to the identity information of any groups 
(such as the current hall offame members). If there is a match, 
any special features that the controller has control over are 
invoked or activated (step C), optionally first requesting con 
firmation from the player that they wish to take advantage of 
the special features. Special features that may be invoked or 
activated directly by the controller 3 include, for example, the 
display of particular images, messages or the play of particu 
lar sounds on the gaming machine 1, providing access to 
special tournaments, adding attributes to an avatar, offering, 
through the gaming machine 1 or otherwise entry into a 
competition or draw, and providing other features through 
one or more other devices that are in communication with the 
controller 3. 

0118. The gaming system 100, 101 may offer each player 
the choice to have their game play monitored (step D). This 
may add a further skill component, or at least a perceived skill 
component, by effectively asking players to predict when 
their game play may make them eligible for aparticular group 
(such as the hall of fame). The player may select a touchpad 
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on the display 7 of a gaming machine 1 to commence and 
cease the monitoring of game play. 
0119 The gaming system 100, 101 may constantly check 
for a player indicating that they wish to change from having 
their game play monitored to unmonitored and may monitor 
for the player not wanting to continue playing a game, as 
indicated by steps D and E and the return path to steps D and 
E from steps H and I, which are described herein below. 
0120 In step F the game play of the player at the gaming 
machine 1 is monitored and sent to the controller 3, either in 
real time, or in batches, or at the end of the current session of 
game play. The gaming machine 1 may send raw data or may 
process the data prior to sending it to the controller 3. If a 
benchmark is calculated based on game play by the player at 
the gaming machine 1 or based on game play by any player at 
the gaming machine 1, then data relating to the game play is 
used by the controller to recalculate that benchmark. Histori 
cal records may be kept in the database 5 of the game play, 
which may be used to audit operation of the gaming system 
100, 101. 
0121 When the characteristics of game play that are to be 
compared with a benchmark can be accumulated across mul 
tiple playing sessions, the controller stores the historical data 
for the player in the database 5 and updates this data with new 
data received as a result of step F. 
0122) The controller 3 then compares the game data with 
the one or more benchmarks (step G), determines if a bench 
mark has been exceeded (step H) and if so, records the player 
identity information as being in any group associated with 
that benchmark (e.g. the hall of fame). Where the benchmark 
relates to the relative performance of players, the benchmark 
may be the lowest performing player currently in a particular 
group Such as the hall of fame (step I). Although not shown in 
the flow chart of FIG. 3, the gaming system 100, 101 may 
automatically invoke or revoke the special features the 
moment a player joins a group (such as the hall of fame) or is 
no longer a member of a group (such as the hall fame) respec 
tively. 
0123. Where in the foregoing description reference has 
been made to specific integers or components having known 
equivalents, then those equivalents are hereby incorporated 
herein as if individually set forth. 
0.124 Those skilled in the relevant arts will appreciate that 
numerous modifications and additions may be made to the 
embodiments of the invention herein described without 
departing from the scope of the present invention. 
0125. It will be understood that the invention disclosed 
and defined in this specification extends to all alternative 
combinations of two or more of the individual features men 
tioned or evident from the text or drawings. All of these 
different combinations constitute various alternative aspects 
of the invention. 

1. A gaming System comprising: 
at least one gaming machine providing a wagering game; 
a readable and writable computer memory; 
a monitor in electronic communication with the at least one 
gaming machine and the computer memory; 

a user interface through which a player can input identity 
information; 

wherein the monitor receives data relating to game play on 
said at least one gaming machine and compares the received 
data to at least one benchmark, wherein if the received data 
indicates that the at least one benchmark has been exceeded, 
then the monitor records in the computer memory data indi 
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cating that the benchmark has been exceeded and associates 
this with the identity information, and 
wherein the gaming system makes a feature available to a 
player who has been recorded in the computer memory as 
having exceeded the benchmark. 

2. The gaming system of claim 1, wherein the benchmark is 
calculated dependent on game play across a plurality of 
machines, with the plurality of machines being one of 

i) the gaming machines being played by a predefined group 
of players; 

ii) a predefined group of gaming machines at which players 
have input identity information; 

iii) all gaming machines over one or more locations at 
which players have input identity information. 

3. The gaming system of claim 1, wherein at least one 
benchmark is related to a value or occurrence of a particular 
event. 

4. The gaming system of claim 1, wherein the gaming 
system provides players with a choice as to whether their 
game play is monitored. 

5. The gaming system of claim 1, wherein the feature is 
selected from the group comprising: 

fanfare on identification of the player at a location, 
advertisement of the player as having exceeded a bench 

mark, 
access to special tournaments, 
display of special greetings, 
messages or other stimuli at gaming machines, 
addition of attributes to an avatar of the player, 
eligibility to enter one or more competitions or draws, and 
provision of one or more player advantages. 
6. The gaming system of claim 1, wherein the data that is 

related to game play and which is compared to a benchmark 
is calculated over a predetermined or determinable period of 
time, or over a predetermined number of game plays. 

7. The gaming system of claim 1, wherein the monitor 
compares the received data to a plurality of benchmarks and 
groups players according to which of the plurality of bench 
marks a player has exceeded. 

8. The gaming system of claim 7 wherein the plurality of 
benchmarks comprises a sequence of benchmarks with each 
benchmark more difficult to exceed than the previous bench 
mark. 

9. The gaming system of claim 1, wherein the gaming 
system is operable to rank players according to the extent to 
which they have exceeded a particular benchmark. 

10. The gaming system of claim 9, wherein the gaming 
system is operable to offer a tournament and to restrict entry 
to the tournament to players having at least one of a minimum 
rank and/or to players of a particular group. 

11. The gaming system of claim 7, wherein the gaming 
system comprises a tournament controller and is operable to 
allow a player to challenge a player to a tournament and 
wherein the ability to challenge and/or be challenged is lim 
ited to players of a certain grouping. 

12. The gaming system of claim 9, wherein the gaming 
system comprises a tournament controller and is operable to 
allow a player to challenge a player to a tournament and 
wherein the ability to challenge and/or be challenged is lim 
ited to players above a certain ranking. 

13. The gaming system of claim 11, wherein the gaming 
system is operable to provide at least one tournament player 
with an advantage, the advantage determined according to the 
grouping of the tournament player. 
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14. The gaming system of claim 12, wherein the gaming 
system is operable to provide at least one tournament player 
with an advantage, the advantage determined according to the 
ranking of the tournament player. 

15. The gaming system of claim 13, wherein higher 
grouped players are provided with greater advantages than 
lower grouped players. 

16. The gaming system of claim 14, wherein higher rank 
ing players are provided with greater advantages than lower 
ranking or grouped players. 

17. The gaming system of claim 15, wherein the advantage 
relates to the number of credits a player begins the tournament 
with. 

18. The gaming system of claim 16, wherein the advantage 
relates to the number of credits a player begins the tournament 
with. 

19. A method of operating a gaming machine at which a 
wagering game may be played and at which a player may 
provide identifying information, said method comprising 
monitoring game play on the gaming machine to receive data, 
and comparing the received data to a benchmark, recording 
when the benchmark has been exceeded when identifying 
information has been provided and providing a feature to a 
player who has been recorded as having exceeded the bench 
mark. 

20. The method of claim 19 further comprising computing 
the benchmark dependent on game play across a plurality of 
machines, with the plurality of machines being one of 

i) the gaming machines being played by a predefined group 
of players; 

ii) a predefined group of gaming machines at which players 
have input identity information; 

iii) all gaming machines over at least one location at which 
players have input identity information. 

21. The method of claim 19, wherein the feature is selected 
from the group comprising: fanfare on the identification of the 
player at a location, advertisement of the player as having 
exceeded the benchmark, access to special tournaments, dis 
play of special greetings, messages or other stimuli at gaming 
machines, the addition or alteration of attributes to an avatar 
of the player, and eligibility to enter one or more competitions 
or draws. 

22. The method of claim 19 further comprising offering a 
tournament between players that have exceeded the bench 
mark and allowing a player to select what other player to play 
in the tournament. 

23. The method of claim 19, wherein ability to challenge 
and/or be challenged is limited to players that have exceeded 
the benchmark. 

24. A gaming System comprising: 
at least one gaming machine providing a wagering game; 
readable and writable computer memory; 
a monitor in electronic communication with the at least one 
gaming machine and the computer memory; 
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a user interface through which a player can input identity 
information; 

wherein the monitor receives data relating to game play on 
said at least one gaming machine and compares the received 
data to at least one benchmark, wherein if the received data 
indicates that the at least one benchmark has been exceeded, 
then the monitor records in the computer memory data indi 
cating that the benchmark has been exceeded and associates 
this with the identity information, and 
wherein the gaming system further comprises at least one 
display controlled by a controller in communication with the 
monitor and the controller causes the display to display infor 
mation identifying each player that has exceeded one of the 
benchmarks. 

25. The gaming system of claim 24, wherein the display 
information associated with exceeding a particular bench 
mark is different to the display information associated with 
exceeding any other benchmark. 

26. A method of operating a gaming system, the method 
comprising monitoring play of at least one wagering game by 
a plurality of players on at least one gaming machine, com 
paring the game play to a benchmark, and displaying on a 
display information identifying each player that has exceeded 
the benchmark. 

27. A gaming system comprising: 
at least one gaming machine providing a wagering game; 
readable and writable computer memory; 
a monitor in electronic communication with the at least one 

gaming machine and the computer memory; 
a user interface through which a player can input identity 

information; 
wherein the monitor receives data relating to game play on 
said at least one gaming machine and compares the received 
data to at least one benchmark, wherein if the received data 
indicates that the at least one benchmark has been exceeded, 
then the monitor records in the computer memory data indi 
cating that the benchmark has been exceeded and associates 
this with the identity information, wherein the benchmark is 
determined dependent on historical records of game play on 
the at least one gaming machine. 

28. A method of operating a gaming system, the method 
comprising monitoring play of at least one wagering game by 
a plurality of players on at least one gaming machine, com 
paring the game play to a benchmark, and providing at least 
one feature to each player whose monitored game play 
exceeds the benchmark, wherein the benchmark is deter 
mined dependent on historical records of game play on the at 
least one gaming machine. 

29. Computer Software containing instructions to cause a 
computer controller to operate in accordance with claim 1. 

30. Computer readable media containing instructions to 
cause a computer controller to operate in accordance with 
claim 1. 


