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METHOD AND SYSTEM FOR PROVIDING AN ENVIRONMENT FOR THE
DELIVERY OF INTERACTIVE GAMING SERVICES

FIELD OF THE INVENTION

The present invention relates generally to a method and system for
repurposing a physical structure to enable the delivery of interactive services and,
more specifically, to a method and system of creating a gaming environment within a

repurposed movie theater structure.

BACKGROUND OF THE INVENTION

Gaming involves playing a software-based game on an electronic-based

platform, either against a machine or competitively against another. Currently, there
are two primary gaming platforms: console based platforms and personal computer
(PC) based platforms. Console based platforms include, but are not limited to, the
following systems: the PLAYSTATION system from SONY, the NINTENDO64 and
GAMECUBE systems from NINTENDO, the DREAMCAST system from SEGA,
and the soon to be released X-BOX from MICROSOFT. Each of the console-based
platforms is built on proprietary technology designs so that the games, which are
typically developed by independent game vendors, can only be used on one of the
platforms. The PC based platform consists of personal computers, and the gaming
experience on this platform is largely driven by the quality of the personal computer
and on the peripherals attached to the personal computer.

The gaming experience on both platforms, including gaming online, is
becoming increasingly popular. Revenues associated with both personal computer
Based games and console based gaxﬁes are increasing. The increase in popularity is
being driven, in part, by improving game design and improving web-based gaming
sites, as well as by increasing personal computer speed. See, for example, Untangling

the Online Gaming Web, New York Times, page G1, July 5, 2001. Competitive

gaming is also become increasingly popular.
With respect to the online gaming experience, a number of web sites now
provide access to gaming services. See, for example, gamespy.com, yahoo.com,

zone.msn.com, station.sony.com, ea.com, sega.net, flipside.com and
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gamesdomain.com. Existing Internet-based, distributed, on-line gaming services
have several disadvantages, however. Because the gaming experience can be highly
influenced by speed and reaction time, personal computer hardware and Internet
access become critical elements in creating a positive gaming experience.
Specifically, because users must provide their own software, hardware, and Internet
connection, to achieve optimal experiences, they must invest in high quality modems
to insure they can access the Internet at high bit rates and invest in high-grade Internet
access to actually establish a high bit rate connection. Users must also perform
diligence on their Internet Service Provider to insure they have sufficient gateway
bandwidth to the Internet. Users who do not have high quality modems, high-grade
Internet access, or quality ISP providers often find themselves at the mercy of players
with a better infrastructure. Players with a better infrastructure have their gaming
activities, as recorded and communicated by their local computer, more rapidly
recognized by the central server, enabling an improved reaction time and, as such, a
substantial playing advantage. Moreover, for users who play at home or at work, the
gaming environment is not stimulating or integrated into an entertaining environment.
Users are limited to engaging with a single computer monitor on a single personal
computer and playing alone or in the presence of disinterested individuals. Further,
even when the optimal hardware and access configuration is created, a gamer is still
subject to the uncertainties associated with the transmission of information over the
Internet. As such, gaming experiences associated with the Internet can be less than
optimal.

At least one organization has held gaming tournaments that physically bring
together gamers to a single location to compete in conventional video games.
Battletop, a Korean organization, has physically placed gamers in large empty spaces
and provided them with personal computers placed atop conventional, fold-up tables
and interconnecting them with server systems. Sitting on conventional, fold-up
chairs, users accessed the personal computers to conduct multi-user game scenarios
and compete in gaming tournaments with other locally present users.

While positively addressing the need for users to have the proper hardware
and software by providing the basic infrastructure for them, these conventional

gaming tournaments suffer from several disadvantages. Because they require



10

15

20

25

30

WO 03/033094 PCT/US02/29065

3

substantial space in order to safely and effectively provide a gaming environment,
these conventional facilities cost a significant amount of money to initially open and
operate. Additionally, because those interactive environments are stand-alone
entities, they are not integrated into other services that could substantially improve the
user experience. As such, they often fail to provide users anything other than basic
access to software and hardware. Many users want an improved environment,
including exciting visuals, automated access to food and beverages, and proximity to
other interactive or entertainment oriented services.

It would be preferable to have a method and system for repurposing existing
facilities to create environments within which gaming services and other
informational interactive services could be provided. It would also be preferable to
have such a method and system maximally use the existing facilities to avoid creating
redundant or under utilized infrastructure and to avoid the introduction of operational
inefficiencies, thereby minimizing the capital expenditures required to open and/or
operature such a facility. It would further be preferable to have a method and system
for providing interactive services that is integrated with other services to improve the
user experience and substantially remove the disadvantage that arises out of
inconsistency between hardware, software and connection configurations of gamers as
well as the uncertaintly associated with the transmission of information over the

Internet.

SUMMARY OF THE INVENTION

The present invention provides a method and system for creating an

Interactive Services Facility through which interactive services can be delivered. The
present invention also provides a method and system for repurposing a physical
structure (referred to herein as a Facility or Facilities) to enable the delivery of
inte;ractive services and, more specifically, to a method and system of creating a
gaming environment within a repurposed movie theater structure. The modification
of a Facility in accordance with the present invention creates an Interactive Services
Facility with an operational environment capable of delivering interactive services,
such as gaming, to users. The operational environment is enabled by the present

invention through novel systems and methods of modifying the infrastructure of a
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Facility and providing novel operational systems for the delivery of interactive
services.

The present invention therefore provides a method and system for repurposing
existing facilities to create environments within which gaming services and other
entertainment or informational services could be provided and maximally uses the
Facilities to avoid creating redundant or under utilized infrastructure and to avoid the
introduction of operational inefficiencies. The present invention also provides a
method and system for providing interactive services that is integrated with other

services to improve the user experience, including reward and affinity programs.

BRIEF DESCRIPTION OF THE DRAWINGS

These and other features and advantages of the present invention will be

appreciated as the same become better understood by reference to the following
Detailed Description when considered in connection with the accompanying
drawings, wherein:

Figure 1 is a floor plan of a preferred embodifnent of an Existing Facility;

Figure 2 is a plan of one sectioned area within a preferred embodiment of an
Existing Facility;

Figures 3 & 3A are diagrams of different embodiments of a seating
configuration for an Interactive Services Facility;

Figures 4 & 4A are side views of different embodiments of Interactive
Gaming Stations;

Figure 5 is a diagram of one embodiment of a network and the audio and
visual delivery system within an Interactive Services Facility;

Figure 5A is a diagram of one embodiment of a network between multiple
Interactive Service Facilities;

Figure 6 is a diagram of certain modified facilities within an Existing Facility

Figure 7 is a flowchart depicting the operation of one embodiment of an
Interactive Services Facility ticketing system,;

Figure 8 is a flowchart depicting the operation of one embodiment of a first
operational system within an Interactive Services Facility;

Figure 9 is a flowchart depicting the operation of one embodiment of a second
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operational system within an Interactive Services Facility;

Figure 10a is a diagram of one embodiment of a network management system
for use in an Interactive Services Facility;

Figure 10b is a depiction of an event interface for one embodiment of a first
network management subsystem for use in an Interactive Services Facility;

Figure 10c is a flowchart depicting the operation of one embodiment of a first
network management subsystem for use in an Interactive Services Facility;

Figure 10d is a diagram of one embodiment of a second network management
subsystem for use in an Interactive Services Facility; and

Figure 10e is a diagram of one embodiment of a third network management

subsystem for use in an Interactive Services Facility.

DETAILED DESCRIPTION OF THE INVENTION

The present invention provides a method and system for creating
environments for the delivery of gaming services and other interactive services.
Interactive services includes any service whereby a user reacts to a stimulus from a
service and the service provides a new interface to the user based on the user’s
reaction. More specifically, the present invention provides a method and system for
the repurposing of movie theater facilities to provide gaming environments, including
competitive gaming environments.

A presently preferred embodiment of the present invention maximally
leverages the historical investment made in existing structures, referred to herein as an
Existing Facility or Existing Facilities. Existing Facilities are any structures capable
of housing people for short or long terms. They are preferably proximate to
population centers, and preferably already possess an infrastructure for the provision
of audio and visual (AV) based entertainment services. They may be physically
designed as a plurality of sectioned areas, with each area being a substantially
enclosed space. Alternatively, they may be designed as a single enclosed area prior to
the modifications that will be made in accordance with the present invention. While
the preferred embodiments of the present invention shall be described in the context
of an Existing Facility, one of ordinary skill in the art would appreciate that the

present invention can be implemented within any type of facility, whether new or
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existing, that has, or can be designed or modified to have, the necessary
characteristics described herein, referred to herein generally as a Facility or Facilities.
Moreover, while the present invention can be implemented within any type of
Facility, the preferred embodiments of the present invention shall be described in the
context of movie theater facilities.

As discussed below, the modification or creation of at least one sectioned area
within an Existing Facility, in accordance with the present invention, creates an
Interactive Services Facility with an operational environment capable of delivering
interactive services, such as gaming services, to users. The operational environment
is enabled by the present invention through novel systems and methods of modifying
the infrastructure an Existing Facility and providing novel operational systems for the
delivery of interactive services. Each of said methods and systems are described in
detail below.

The present invention is also directed to an Interactive Services Facility,
whether or not originally developed from an Existing Facility. The Interactive
Services Facility possesses a novel configuration for the provision of AV based
entertainment services and provides an operational environment capable of delivering
interactive services, such as gaming services, through novel operational systems for

the delivery of interactive services.

A. Methods and Systems to Adapt the Infrastructure of an Existing Facility

Such As a Movie Theater Complex to Create an Interactive Gaming
Services Facility.

1. Interactive Services Facility

Referring to Figure 1, a floor plan of a preferred Existing Facility, a movie
theater complex 110, is shown. The movie theater complex 110 has a plurality of
sectioned areas 120 for theAdelivery of AV entertainment. In the case of movie
theaters, each sectioned area 120 would represent a separate and singular theater with
its own seating configuration 130, screen 140, and AV delivery system 150. Within a
single movie theater compound, there could any number of sectioned areas 120,

preferably from 14 to 30 sectioned areas 120. The movie theater complex 110
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preferably has a lobby 182, a common pathway 181 to the sectioned areas 120, a
concession area 160 for dispensing food and beverages, a plurality of restrooms 170,
and operational systems for conducting and managing the sale of tickets 180, food and
beverages 183, and other goods 185, such as coupons and gift certificates.

In accordance with one embodiment of the invention, each sectioned area 120
is preferably completely enclosed, substantially enclosed, or partitioned, from other
sectioned areas. At least one side-wall 141 divides each sectioned area 120 from
other sectioned areas 120 and from the common facilities 160, 170, 182. A front-wall
143 divides the sectioned area 120 from the common pathway 181 and lobby 182 and
a back wall 142 separates the sectioned area 120 from the outside environment.
Additionally, each sectioned area 120 has a ceiling [not shown] to separate it from the
environment or other floors of the structure.

More specifically, as shown in Figure 2, one of the sectioned areas 200 of a
movie theater complex (not shown in it entirety in Figure 2) comprises an AV
delivery system 202 and a plurality of seats 205 in a row-by-row configuration facing
a central screen 207. As shown, each row 210 has a plurality of seats 205 and each
row 210 is preferably offset by one-half seat length relative to its preceding and
succeeding row. The seats 205 optionally have dividing arm-rests 215 that are either
fixed or rotatable. The rows 210 are separated by a space 220 sufficient enough to
permit both leg space for persons sitting in the preceding row 210 and traversing
space to allow third parties to access seats intetior to the row 210 from the exterior
and vice-versa. The relative elevation of each row 210 can be equal or stratified,
depending upon preference. In stratified seating, the elevation of each row 210
relative to the base floor of the sectioned area 200 increases for each row 210 as one
moves away from the screen 207. One of ordinary skill in the art would appreciate
that existing facilities use different values for the space 220, number of seats 205 per
row, number of rows 210 per sectioned area 200 and relative elevation of rows to one
another. In the case of a singular movie theater within a multiple theater movie
compound, there may be fewer than 90 seats or more than 600, with 150 to 300 seats
being typical. Also the quality and size of the seats 205 may differ and can be
optionally changed depending on preference.

The wide-area screen, referred to as a screen, 207 and AV system 202
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cooperatively work to deliver entertainment to persons sitting within the sectioned
area 200. More specifically, the screen 207 receives images projected by a projector
217 located within a projection booth 203 conventionally located in the back of the
sectioned area 200 and in a position elevated relative to the seating rows 210. The
projector 217 is connected to an audio system 230 that delivers the audio that
accompanies the projected images to a speaker system [not shown]. The speakers are
preferably located throughout the ceiling and walls of the sectioned area 200 to
deliver a full, holistic acoustic experience.

To enable the cost-effective creation of an Interactive Services Facility within
the movie theater complex, and therefore the cost-effective delivery of interactive
gaming services, it is important that the methods and systems used to modify one or
more sectioned areas within the movie theater complex into one or more Interactive
Services Facilities substantially use the existing infrastructure in the above-described
sectioned area. It is also preferred that the methods and systems employed do not
require a substantial change to the infrastructure of the sectioned area.

As shown in Figure 3, the above-described sectioned area 200 can be adapted
into the Interactive Services Facility 300 by 1) modifying the seating configuration to
permit the insertion of Interactive Gaming Stations 305 capable of docking and
housing a personal computer based or a console based game platform, 2) by providing
seating 304 that allows each user to have unimpeded access to one of Interactive
Gaming Stations 305 that preferably allows each user to flexibly view the screen 307
and that allows other users to move from the row 310 exterior to the row 310 interior
and vice-versa, and (3) by providing a game enabled personal computer and/or one or
more console game platforms. Other adaptations of the sectioned area 200 that are
preferred include 4) the introduction of a network 510, shown in Figure 5, that
interconnects the Interactive Gaming Stations 305 to a server 515 (network
interconnections not shown) and (5) the retrofitting of the AV system 315 to enable
the projection of interactive gaming service activity on the screen 307 and through the
speaker system 311.

Figure 3 also represents an Interactive Services Facility that may have been
originally built as an Interactive Services Facility and not a modified area of an

Existing Facility. The Interactive Services Facility 300 has 1) Interactive Gaming
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Stations 305 capable of docking and housing a personal computer based or a console
based game platform, 2) a seating configuration 304 that allows each user to have
unimpeded access to one of Interactive Gaming Stations 305, preferably allows each
user to flexibly view the screen 307, and allows other users to move from the row 310
exterior to the row 310 interior and vice-versa, 3) a network 510, shown in Figure 5,
that interconnects the Interactive Gaming Stations 305 to a server 515 (network
interconnections not shown) and 4) an AV system 315 for the projection of interactive

gaming service activity on the screen 307 and through the speaker system 311.

2. Interactive Gaming Stations

In accordance with a preferred embodiment of the present invention, the
seating configuration of a sectioned area 300 is modified to allow for the insertion of
Interactive Gaming Stations 305. As shown in Figure 4, each Interactive Gaming
Station 305 preferably comprises a seat encasing structure 460, a cabling path 470 for
receiving and guiding electrical and network cabling, and a docketing platform 480
within which a computer or other network access device, hereinafter referred to as a
network access device, 490 is placed. The seat encasing structure 460 is optimally
designed to fit over the presently existing seats [not shown] in the sectioned area and
be sufficiently sturdy to provide a solid surface upon which the network access device
490 is placed. Preferably the seat encasing structure 460 has a height that, when a
network access device 490 is placed on top, permits an average sized user to
comfortably interface with the network access device 490 through, for example, a
mouse or keyboard. Further, it is preferred that the seat encasing structure 460 have a
shape that comfortably accommodates the legs of an average-sized user. For
example, a preferred seat encasing structure 460 has a lip 465 that extends forward
and beyond the vertical baseboard 467 facing the user’s legs. One of ordinary skill in
the art would appreciate that the seat encasing structure is designed to cover a seat,
without having to substantially modify it, and to provide a steady surface for the
placement of a network access device, while still providing comfort and convenience
to the user. The network access device 490 can be any type of computer, comprising
a memory 492, processor 493, monitor 494, and input device 495, such as a joystick,

keyboard and/or mouse, capable of accessing a network, activating and operating
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applications off that network, and permitting users to input information into those
applications. In a preferred embodiment, where the interactive service being provided
is a gaming environment, it is further preferred that the network access device 490
have fast communication capabilities and high quality sound, video, and graphics
cards. Wires extending into and out of the network access device are bundled and
passed through the cabling path 470. The docketing platform 480 is preferably an
attachment apparatus capable of holding the network access device 490 in place and
preventing the network access device 490 from falling or from being stolen. The
docketing platform 480 can be bolted to the seat encasing structure 460 and have a
locking mechanism, such as a steel cable and key lock, to attach to the network access
device.

The network access device may optionally also have a series of ancillary
devices for the delivery of additional services to gamers. Ancillary devices can
include a web camera 409, card swipe device 408, headset 407 (including microphone
and speakers), and fingerprint reader 406. Connected to the processor 493 and
memory 492, the web camera 409 can capture images of gamers and provide them to
the network access device 490 for transmission through the local network, local use
by the gamer, or transmission through the Internet to a pre-designated account. The
card swipe device 408, also connected to the processor 493 and memory 492, may be
used to track, in conjunction with a smart card, as will be further described below,
gamer account information, including money spent, money available for spending,
time played, and demographic information. Gamers can use the headset 407 to access
specific sound channels and enjoy voice communications with other gamers or with
others, all without disruption or distraction from surrounding activities and the
fingerprint reader 406 to identify themselves to the local system. It is contemplated
that both the headset 407 and fingerprint reader 406 are connected to the processor
493 and memory 492. Additionally, one or more docking stations or read/write
devices (e.g. disk drive, CD-ROM/CDR-W) 491 may be provided on the Interactive
Gaming Station and operatively connected to the processor 493 and memory 492 to
allow users to access, upload, synchronize and/or store data from a disk, CD-ROM,
personal digital assistant (PDA), cellular telephone, pager and/or other similar mobile

access or storage devices.
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Although depicted as a conventional personal computer, the network access
device could additionally or alternatively comprise one or more console gaming
devices 497. Console gaming devices, such as those produced by SONY,
NINTENDO, SEGA and, in the future, MICROSOFT, are designed primarily for the
playing of games and not as general use computers. They comprise a console game
player for receiving a game cartridge or for accessing a network having a game
capable of being played by the console game player and control implements for
interfacing with the console game player. Console gaming devices typically interface
with an existing monitor or television device to view gaming activity being enabled
by the console game player. Also, the console gaming devices can be provided on the
seat encasing structure 460 simultaneously with a personal computer.

Referring back to Figure 3, a single seat encasing structure 460 is placed over
alternating seats within a single row 310 such that the monitor 494 is viewed by a
gamer in a line of sight that is essentially parallel with the single row 310. Atop each
structure is the docketing platform, cabling path, and network access device, creating,
in combination, an interactive gaming service station 305. Uncovered seats 304
adjacent to each newly placed interactive service station 305 are modified to enable
the seat 304 to swivel, from a position that places the user directly facing the
interactive gaming service station 305 to a position that places the user directly facing
the screen 307. By allowing the seats 304 to swivel, users can be assured direct,
unimpeded access to the interactive services station 305 and concurrently have the
flexibility to view images projected on the central large screen 307. Optionally,
alternate rows 310 can be removed to provide additional space between rows, thereby
providing users with additional room to move from row exterior to row interior and
vice-versa.

When installing the seat encasing structures 460, it is preferred that each
structure have a portion of the structure base cut to accommodate the physical
contours of the seat over which the structure is to be placed. As such, the specific
design of the seat encasing structure 460 is dependent upon the seat in use in the
movie theater complex. Upon installation, the seat encasing structure 460 would then
slide over the seat and be attached either to the floor, to the seat, or to both in

combination. The attachment mechanism can include any conventionally known
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means, including bolting, nailing, or screwing or, in the case of attachment to the seat,
strapping the encasing structure to the seat itself. In the case of retractable seats or
seats that cannot be readily accommodated, the seat may be removed and the seat
encasing structure 460 may be directly attached to the floor. The attachment
mechanism can include any conventioﬁally known means, including bolting, nailing,
or screwing the structure to the floor. Further, it is preferred to utilize the existing
seat bolting structure to secure the seat encasing structure 460 as well as the seat,
whenever possible.

In a presently preferred embodiment of the Interactive Service Facility, one or
more mobile Interactive Gaming Stations 305’ may be provided within the sectioned
area to allow users to design their own seating configuration. The ability for users to
dynamically configure the arrangement of Interactive Gaming Stations may be
desirable in connection with certain interactive games, for example, interactive games
that require team play where it is necessary to protect the screen, movements or
comments of one team from being observed by other teams. Referring again to
Figure 3, mobile Interactive Gaming Stations 305’ are provided and stored near the
front of the sectioned area. Mobile Interactive Gaming Stations 305’ are substantially
identical to Interactive Gaming Stations 305, except that they have not been attached
to the floor of the sectioned area or to any 6f the seats within the sectioned area.
Instead, mobile Interactive Gaming Stations 305’ include wheels or other similar
means at the base of the encasing structure 460 that allows the Interactive Gaming
Station 305’ to be easily moved within and throughout the sectioned area.

In the case of interactive gaming services, it may also be preferable to
reconfigure existing rows in the back of the sectioned area to create an audience space
350 where individuals who are not currently accessing an interactive service station
may watch activities on the large screen or access other services through kiosks, as
illustrated in Figure 3. It is also preferably to provide a disc jockey (DJ) area 352
where a DJ can create a sound experience for gamers or can provide alternate
commentary on the activities occurring within the space 300. Where the DJ area 352
is provided, a connection into the network 510 and to the speaker system 311 is
preferably provided. Connections to individual gaming stations can also be provided

via the network 510.
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While the seat encasing structure 460 is the presently preferred embodiment
used to modify a movie theater complex to create an Interactive Service Facility with
Interactive Gaming Stations, one of ordinary skill in the art would realize to other
embodiments may additionally or alternatively be utilized. For example, referring to
Figure 4A, an alternative embodiment of an Interactive Gaming Station 305°” that is
designed to provide two distinct gaming stations is illustrated. The Interactive
Gaming Station 305°” is integrally designed to provide the essentially the same
functionality as two Interactive Gaming Stations 305 juxtaposed so that they share a
common wall 461°. The Interactive Gaming Station 305°’ includes two sets of each
of the gaming and network components provided for in the Interactive Gaming
Station 305, organized in such a manner that two distinct gaming stations are
provided. One of ordinary skill in the art would appreciate that the seat encasing
structure 460’ of the Interactive Gaming Station illustrated in comprised is optimally
designed to fit over two or more presently existing seats in the sectioned area.
Referring now Figure 3A, a single seat encasing structure 460’ is placed over two or
more adjacent seats within a single row 310°. Uncovered seats 304” adjacent and on
each side of the seat encasing structure 460° are modified as described above.
Alternatively, it may be preferable to initially remove the presently existing seats in
the sectioned area before installing the Interactive Gaming Stations 305 or 305”. In
such an embodiment, specially designed seats may be installed adjacent to each
Interactive Gaming Station for the gamers to use. Such seats will preferably swivel or
rotate so that gamers can easily rotate between their Interactive Gaming Station and

the front screen of the sectioned area.

3. Interactive Gaming Network
Referring now to Figure 5, a network 510 in accordance with a preferred
embodiment of the present invention is illustrated. Each network access device 490,

typically a personal computer or a console game, is connected to a network 510. The

. network access device 490 provides each user access to games or to other

applications, such as educational applications, and the network 510 monitors the
conduct of the user, including access time and performance levels, and integrates the

activities of one user with a plurality of other users. One of ordinary skill in the art
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would appreciate that, within a conventional client-server network models, the
network access device 490 (client) provides the user with certain base application
functionality and communicates the activities of the user conducted within that
application to a central server 515. The central server 515 receives a plurality of such
communications from multiple users and integrates such communications to produce
a unified representation of the activities of multiple users. The central server 515 then
communications that unified representation to each of the user’s network access
devices 490. The integrated result is displayed to the user through the network access
device 490. The user, seeing the integrated result, then performs a subsequent action,
which is captured by the network access device 490 and communicated to the central
server 515 once again.

Connected to the network 510 and in communication with the central server
515 are several peripheral devices and connections that provide additional
functionality to users. Exemplary peripheral devices include printers 582, read/write
CD ROMS 580, point of sale servers 583, network lines 589, such as T1 lines, for
shared or dedicated access to an external network, voice over packet gateways 587,
backup servers 585, and an independent audio system 586. The printers 582 are both
color and black and white printers and are accessible to users from the network access
devices 503 for the printing of scores, personal pictures, or any other documents or
images. The read/write CD ROMs 580 provide users with access to additional
information or with the ability to write personal information, games, music, or other
data onto a CD. The point of sale servers 583 provide users with the ability to
purchase products and/or services over the local network and/or the Internet. The
network lines 589 put the network 510 in communication with external networks, the
Internet, or other Interactive Services Facility networks. The voice over packet
gateways 587 provide users the ability to communicate to individuals using a circuit
switched network, such as the public switched network, through a network access
device 503 and over the network 510. The backup servers 585 store certain
information generated by users on the network 510. The independent audio system
586 can be used to take audio signals, generated across the network 510, and either
transmit those signals through speakers or integrate those audio signals with audio

signals from the independent audio system 586.
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The present invention preferably integrates this conventional client-server
system with the AV infrastructure of a movie theater complex, or other Existing
Facility. The central server 515 communicates the integrated result as an input 535 to
a multiple-input splitter 530, or, optionally, multiple-input splitter and amplifier, that
also receives an AV input 536 from video cameras 540 positioned throughout the
Interactive Services Facility. Outputs 537 from the splitter 530 are connected to a
plurality of controllers 547, each associated with one or a coordinated combination of
projectors 545. Each controller 547 operates to activate or deactivate its associated
set of projector(s) 545 and to select a received output 537 to send to its associated set
of projector(s) for projection 545 onto the central screen [not shown] and to send the
audio system [not shown] of the Interactive Services Facility. The controllers 547
are, in turn, activated and controlled by a switching station 532 that operates to
determine which set of projectors 545 are activated and which inputs 535 are to be
projected and sent to the audio system.

One of ordinary skill in the art would appreciate that the present invention,
although depicted as the intégration of two independent networks, an AV network and
a computer/digital network, through splitters, could be facilitated by the integration of
an AV network directly into the digital network itself. The plurality of video cameras,
provided throughout a sectioned area, could comprise digital video cameras capable
of inputting their digital signals directly into a network through a digital connection.
The network may include a central server and/or host computer with an application
designed to track, catalog, and manage the digital signals received from the plurality
of video cameras. In such a system, the splitters may be replaced by a host computer
capable of selecting one or more digital signal streams inputted into the network, the
streams including substantially all network activity. The host computer could then
transmit the selected digital signals to one or more controllers capable of selecting one
or more projector combinations. Additionally, in a presently preferred embodiment,
the digital signals will stored so that they may be simultaneously broadcast or
streaming to gamers and other interested parties outside of the Interactive Service
Facility via the Internet or other communication network (e.g. LAN).

In the operation of one embodiment of the present invention, three sets of

Proxima or Proxima-type projectors are provided in the back of the Interactive
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Service Facility. A plurality of video cameras are positioned throughout the
Interactive Service Facility and focused on users and audience members. The client-
server network generates a digital output that is sent through cabling to a splitter that
splits the output, optionally including an amplifier to boost the signal, and sends it to
each of the three controllers. Three controllers also receive signals, which were
previously passed through a plurality of splitters and, optionally, amplifiers, from the
plurality of video cameras. The first controller controls the first set of projectors; the
second controller controls the second set of projectors, and the third controller
controls the third set of projectors.

The first projector set comprises one Proxima projector positioned and
programmed to project an input received from the first controller onto the entire
screen. The second projector set comprises two Proxima projectors, one positioned
and programmed to project one input received from the second controller onto half of
the screen and the second positioned and programmed to project a second input
received from the second controller onto the other half of the screen. The third
projector set comprises four Proxima projectors, one positioned and programmed to
project one input received from the third controller onto the upper right quadrant of
the screen, the second positioned and programmed to project another input received
from the third controller onto the lower right quadrant of the screen, the third
positioned and programmed to project another input received from the third controller
onto the upper left quadrant of the screen, and the fourth positioned and programmed
to project another input received from the third controller onto the lower left quadrant
of the screen. One of ordinary skill in the art would also appreciate that the
Interactive Service Facility may additionally or alternatively include an entirely
digital projector system, as compared to a traditional celluloid-based projection
system, as the movie industry has already started to film, deliver and project movies
using digital technology (e.g. THE PHANTOM MENANCE was presented digitally
on select screens).

In communication with the controllers is a switching station. To use the
system, an operator selects a projection configuration (full screen, half screen, or
quarter-screen) and selects the video sources (specific video cameras and/or the server

output) and programs the switch accordingly. One of ordinary skill in the art would
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appreciate that any type of projector capable of receiving and projecting digital inputs
could be used and that such projectors could be combined into any combination to
create any type of split-screen configuration. Further, any type of video input could
be used, including multiple outputs from the client-server networks and inputs directly
from the Internet.

Concurrent to the projection of a video input onto the screen, the activated
controller sends the audio associated with the selected video to the audio system.
Optionally, the audio may be supplanted by popular music, advertising,
announcements, or other sounds that may or may not coordinate with the video being
displayed. In such cases, the users would use headphones, plugged into the network
access devices, to privately listen to the audio that properly accompanies the video
being displayed.

The system illustrated in Figure 5 is preferably installed to enable gaming
operations within a sectioned area of a movie theater complex, or in any other facility.
In accordance with another aspect of the present invention, however, it is preferred to
provide gaming operations in multiple facilities so that, for example, two gamers can
compete against each other from remote locations. In this case, the system illustrated
in Figure 5 is preferably provided in each facility to enable the gaming operations in
each facility. It is further preferred to interconnect the networks provided at each
facility, as illustrated in Figure SA.

In Figure 5A, Gaming Facility A 550, Gaming Facility B 552 and Gaming
Facility C 554 are connected to the Internet 556 via connections 558, 560 and 562,
respectively. These interconnections are made in accordance with standard
techniques of connecting to the Internet, which are well known to those of ordinary
skill in the art. The facilities 550, 552 and 554 are preferably also interconnected via
dedicated lines. Line 564 interconnects Gaming Facility A 550 and Gaming Facility
B 552. Line 566 interconnects Gaming Facility B 552 and Gaming Facility C 554.
Line 568 interconnects Gaming Facility A 550 and Gaming Facility C 554. These
dedicated lines 564, 566, and 568 are preferably leased point-to-point connections that
ensure the appropriate level of connectivity and data transfer between the various
gaming facilities so that a gaming experience involving users at different gaming

facilities that are geographically distinct from one another is optimized.
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While the preferred mode of modifying a movie theater complex in
accordance with the present invention has been disclosed and described above, other
means and methods of modifying or providing seating structures and game housing
structures are contemplated by this invention. For example, in a movie theater, the
seats can be removed and a seat and game housing structure can be provided. Where
other Existing Facilities are being repurposed, it may not be necessary to remove any
items, and a new seat and structure to house the gaming equipment may be provided,
or, alternatively, whatever structures are present can be removed and a seat and
gaming structure provided. The important considerations in inserting interactive
gaming service stations in accordance with the present invention is to provide a user
assigned to a specific interactive gaming service station with unimpeded access to that
station, and providing seating that allows a user to flexibly view both the screen and
interactive gaming service station either alternately or concurrently. Additionally,
such a configuration may be achieved by removing additional seats or rows to provide
greater space, or greater density, depending on preference.

While the present invention has been described with respect to a movie theater
complex, it has already been noted that other types of Existing Facilities can be
modified in accordance with the present invention. The other types of Existing
Facilities may also have sectioned areas, like a movie theater complex. Further the
sectioned areas of other Existing Facilities may, or may not, have existing seating
structures that can be modified in the previously described manner. If there are no
existiﬁg seating structures, then an entirely new structure of seats and an interactive
gaming structure can be provided in accordance with the present invention. It is
further possible that an Existing Facility may have no sectioned areas, and may just be
a shell. In this case the seating structures, the interactive gaming structure and other
facilities can be introduced into the shell or into a partitioned or sectioned area
introduced into the shell.

In accordance with a preferred embodiment of the present invention, the main
goal of a re-purposed Existing Facility is to provide a gaming experience. It should
be apparent, however, that the re-purposed Existing Facility can be used for
alternative uses, in addition to gaming. For example, the re-purposed Existing

Facility and the networked computer technology could also be conveniently and
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efficiently used to provide educational seminars or classrooms, computer training,
corporate events as well as for other purposes. In accordance with a preferred
embodiment of the present invention, these activities are offered on a fee basis during

“off —times” when usage of the facilities by gamers would be minimal.

B. Operational Systems and Methods for the Delivery of Interactive Gaming

Services within the Interactive Services Facility.

In addition to adapting a sectioned area of an Existing Facility to create an
Interactive Services Facility (ISF), it is preferred that certain operational systems,
used throughout the Existing Facility and not limited to a single sectioned area, are
adapted to enable the cost-effective and efficient operation of the Interactive Services
Facility. Referring back to Figure 1, an Existing Facility 110, comprising a plurality
of sectioned areas 120, conventionally has a ticketing system 180 and concession
stand 160 wherein food and beverages are dispensed. The ticketing system 180
conventionally comprises a ticket dispensing machine 187, manned by a human
operator, networked to a ticket inventory and accounting system 189. Optionally, the
Existing Facility 110 may also have an automated ticket dispensing machine 191 that
displays available service options, receives and processes cash, credit card, debit card,
or ATM card charges, and dispenses tickets. An individual may be stationed at the
Existing Facility 110 entrance to inspect and accept tickets. Conventionally, the
concession stand 160 comprises a set of cash registers, cases for the display of foods,
freezers for the storage of ice-cream products, drink dispensers, and food machines,
such as popcorn poppers, hot dog grillers, or other machines for the creation of hot
foods.

1. Accessing An Interactive Service Facility

Referring now to Figure 6, in a preferred embodiment, the ticketing system
680 now includes an additional, yet integrated, interactive services ticketing system.
The integrated ticketing system includes an additional inventory database 621 that is
resident within the existing ticket inventory and accounting system 689 and is capable

of being accessed by an operator in the ticketing booth. Once accessed, the existing
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ticket dispensing machine 687 dispenses an Interactive Service Facility ticket.
Preferably, the integrated ticketing system further includes at least two automated
interactive service facility smart card machines 623, one accessible to users from the
exterior of the Existing Facility 610 and proximate to a conventional automated ticket
dispenser 691 and one accessible to users at the entrance to the Interactive Services
Facility 628. The integrated ticketing system further preferably includes a smart card
issuance booth 627 at the entrance of the Interactive Services Facility 628.

In accordance with the present invention, admission to the Interactive Service
Facility within the Existing Facility can be ticketed in a number of ways. In a first
embodiment, a flat rate can be charged for admission into the Interactive Service
Facility. Alternatively, admission can be ticketed for a period, for example, for two
hours, based on a set fee. As described in more detail below, once a gamer enters the
Interactive Service Facility, the gamer’s usage of various facilities within the arena
are preferably be monitored and timed. For example, the following data is preferably
maintained for each gamer: (1) the amount of time in the Interactive Service Facility;
(2) the amount of time at Interactive Gaming Stations; (3) the amount of time playing
each game: (4) the amount of time using other provided facilities within the
Interactive Service Facility and/or Existing Facility; (5) date and time logs for all
activities. Billing can be based on any of the above measured data. For example, the
fee can be based solely on entry into the arena, by time logged onto a personal
computer or a gaming console or by time actually playing a game. Alternatively,
billing can be based on combinations of the above parameters. For example, entry
into the Interactive Service Facility could be billed at one rate, while time in an
Interactive Gaming Station or time playing a game could be billed at another rate. It
is also preferred to allow gamers to access the billing information and to allow gamers
to determine how much credit they have left in their account. It is further preferred to
apprise gamers when their credits are about to expire. This can be done with a timer
display or other display that either is always displayed or is popped up by the gamer.

Operationally, as shown in Figure 7, a new user approaches the ticket booth of
the Existing Facility and purchases 705 an Interactive Services Facility ticket that is
dispensed from the existing ticket dispensing machine. The user may optionally also

purchase 710 a ticket for admission or access to the other unmodified sectioned areas
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of the Existing Facility. In a presently preferred embodiment, it is desirable to enable
to purchase of Interactive Service Facility tickets online, in addition to in person via
the ticket dispensing machine or other conventional ticket booths. Once purchased
705, 710, the new user displays 715 the purchased ticket(s) to an individual stationed
at the Existing Facility entrance to inspect and accept all tickets. The new user then
proceeds 720 to the entrance of the Interactive Services Facility where an Interactive
Service representative receives the new user’s ticket and initiates 725 the issuance of
a smart card, otherwise known as an Interactive Services Facility card, to the new
user. The issuance process preferably comprises the inputting 727 of the new user’s
name, email address, and age, among other desired demographic information into a
database, the formatting 729 of a smart card with that demographic information, the
optional association 731 of additional monetary sums with the smart card, and the
delivery 733 of that smart card to the new user. Additionally, in a presently preferred
embodiment, unique identification characteristics are additionally collected at this
stage. For example, a photograph and/or fingerprint of a gamer may be taken and
operatively associated with the smart card via the central server and network within
the Interactive Service Facility. These unique characteristics may later be utilized to
verify the identity of the when the gamer attempts to access and register at an
Interactive Gaming Station using the web camera 409 and fingerprint reader 406 on
the station. Once the smart card is received, the new user may enter 735 into the

Interactive Service Facility.

a. Interactive Services Facility Card — Smart Card

The smart card may be any type of credit card-sized device capable of holding
limited information within a programmable, modifiable memory. Exemplary types of
smart cards include magnetic stripe, laser read/write optical, smart memory, and
integrated circuit (IC cards, which are available from vendors such as
ACTIVCARD, BULL, ENTRUST TECHNOLOGIES and MOTOROLA. In a
presently preferred embodiment, the smart card is designed as a modified compact
disc (CD) and can be read and written to like any conventional CD. The smart card
preferably includes a magnetic strip encoded with a unique identification key used to

access the central server through the network of the Interactive Service Facility, and a



10

15

20

25

30

WO 03/033094 PCT/US02/29065

22

data storage component or memory that is capable of storing user-specific data.
Preferred smart cards have memories that can be modified to store, for future access,
user’s demographic and contact information, interactive service activities, reward
points, and available credit line that could be used for purchases.

The automated interactive service facility smart card machines 623, as shown
in Figure 6, are provided to enable users to automatically purchase entrance tickets
and associate monetary balances with their smart cards. Preferred smart card
machines display available service options, receive and process cash, credit card,
debit card, or ATM card charges, and receive and update the memory of the user’s
smart card. Upon completion of the transaction, the smart card machines return the
user’s updated smart card and, if applicable, the user’s credit, debit, or ATM card. As
described in more detail below, when accessing, registering and using an Interactive
Gaming Station, a gamer may alternatively utilize either the card reader 408 and/or

read/write device to read and/or write to the smart card.

2. Accessing An Interactive Gaming Station

The Interactive Services Facility is designed to provide interactive services to
users. A plurality of users within the Interactive Services Facility can be assigned
seats upon ticketing or upon entry into the arena, each seat being associated with a
specific Interactive Gaming Station. Alternatively, users can be issued unrestricted
tickets that allow them to select their own seats. Also, users can be restricted to
gaming areas, the areas selected by one of a variety of methods, including the age of
the user, the type of game, the type of console game, etc. As préviously described,
each Interactive Gaming Station is equipped with a network access device that is
connected to a central server. Depending on the interactive service being provided,
the appropriate application is loaded onto the local memory of the network access
device and registered with the server. Users can access the local application, activate
it, and play in a multi-user environment, as controlled and managed by the server.

In a presently preferred embodiment access to all games or applications within
the Interactive Service Facility and Interactive Gaming Stations are by the card reader
and/or the fingerprint reader. Thus, a gamer would have to either insert their smart

card into the card reader and/or use the fingerprint reader to gain access to games. Of
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course, conventional password access models may be additionally or alternatively
utilized.

Referring now to Figure 8, in a preferred embodiment, the interactive service
being provided is a game, such as an action, adventure, spoxts, or other conventional
video game. The user accesses the game, which is partially stored on the local
memory of the network access device, by inserting 807 a smart card, as previously
purchased and configured, into a smart card read/write device. Prior to insertion, the
network access device is preferably in a locked state to prevent unauthorized users
from activating a game and preferably displays a set of instructions informing a user
to insert his smart card, or purchase a smart card if not already in possession of one,
and insert it into the attached smart card read/write device.

Once the user inserts 807 his smart card into the read/write device, the
read/write device reads 809 the information stored within the smart card and
communicates 811 the information to the network access device. The communicated
information preferably includes monetary balance, reward points, user name, and total
prior user playing time. One of ordinary skill in the art would appreciate that any
information storable on a smart card could be read and communicated by the
read/write device. The network access device communicates 813 the received
information, along with a unique identifier for the access device itself, to the central
server, which logs 815 the received information and compares it against a user
database to verify the user information. The user database entry is initially created
upon the first registration and issuance of the smart card and is updated whenever a
user accesses and uses a network access device or increases the monetary balance

through the automated interactive service facility smart card machines. Once the

central server verifies the 819 user’s identity, determines 821 the existence of a

positive monetary balance, and finds 823 equivalency between the communicated
information, namely monetary balarnce, reward balance, and prior user player time,
and the comparable information stored on the database, the central server authorizes
827 the network access device to unlock and provide the user access to locally stored
applications. If a photograph of the user is stored within the central server, that
photograph may be shown or flashed on the central screen or monitor of the

Interactive Gaming Station once the user has been authenticated to announce the
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arrival of a new player in a multi-player game, when applicable. Although the
process is depicted serially in Figure 8, one would appreciate that the information
check can occur in parallel.

If the server fails to verify 819 the user’s identity, determine 821 the existence
of a positive monetary balance, or find 823 equivalency, the server sends 825 a
message to the network access device to instruct the user to see an Interactive Service
Facility representative. The server can optionally send a message to the
representative instructing the representative to make a personal visit to the network
access device that was assigned the unique identifier.

Referring now to Figure 9, the user, having obtained access 905 to the network
access device, launches 907 the specific interactive service he wishes to engage,
which, in this embodiment, is a game. Depending on the specific nature or
characteristics of the game, the user may be prompted to specify one or more
variables. For example, in multi-player games, the user may be prompted to search
for and/or select an opponent or opponents for the game. Alternatively, if the network
access device is dedicated to a specific application, the application may independently
launch upon receiving an instruction by the server to provide the user access.
Although certain games or applications may be immediately accessible through the
Interactive Gaming Station as a result of local storage within the network access
device or automatic access via the network, other games may require the user to take
additional steps. For example, certain console gaming devices use specific game
cartridges or CDs that need to be inserted into the gaming device itself in order to
allow the user to access the game. As a result, the Interactive Service Facility will
preferably include an automatic console game cartridge dispenser that is operatively
connected to the network. Users desiring to access a specific console game cartridge
will be prompted to use the dispenser. At the dispenser, the user will be prompted to
select the specific game cartridge that he is interested in using through an interface
provided on the dispenser. In order to obtain the cartridge, the user will be required to
swipe his smart card through a reader provided on the dispenser, which is in

communication with the central server. Assuming the user is authorized to check-out

«console game cartridges in general, or the specific console game cartridge that has

been selected, the dispenser will make the cartridge available to the user. By
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requiring the user to provide his smart card identification, the Interactive Service
Facility can better control access to the console game cartridges, monitor their use,
appropriately bill and update user’s records and minimize the risk of theft of these
items.

After the user completes his gaming session 909 and terminates his use of the
selected interactive service, the user logs off the system by engaging 913 a log-off
icon displayed on the network access device. Upon receipt of a log-off request, the
network access device displays 915 a dialog box asking the user to confirm the log-off
request by clicking on a “yes” button or to return to using the interactive service by
clicking on a “no” button. If the user clicks 917 on the “no” button, the network
access device does not initiate 919 the log-off procedure and provides the user access
to the interactive services once again. If the user confirms 921 the request to log-off,
the network access device initiates the log-off procedure. The log-off request is
transmitted 923 to the server and the network access device displays 925 an
informational message requesting the user to wait as the system logs him off. The
server, having received the log-off request, accesses 927 the user database that has the
most recently updated versions of the previously communicated information. The
information mirrors the information provided upon log-in and preferably includes
monetary balance, reward points, user name, and total prior user playing time, each
piece of information having been updated on a substantially real-time basis
throughout the user’s session by the network management system, to be described
below. The server then sends 929 that information to the network access device.
Upon receiving the information, the network access device instructs 931 the smart
card read/write device to write 933 the received information onto the smart card
inserted therein. After the read/write device conducts the writing process, it instructs
937 the network access device to display 939 an informational message to the user
informing him that the session is complete and that he can remove his card.

If the user fails to wait for the entire log-off procedure to complete by, for
example, taking his card out of the read/write device before the final write process
completes, the read/write device should preferably send the network access device a
message that the card was removed prior to a final update procedure. The network

access device should then communicate that message to the server that, in turn, should
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store a log entry in the user database indicating the incomplete log-off state.
Preferably, when the user logs-in in the future, the server will detect the incomplete
state message and instruct the network access device to inform the user to see a
representative (who may then use the stored user database information to update the
card) or may perform the update process, as discussed above, prior to allowing the

user access to the network.

3. Engaging An Interactive Gaming Service

In the course of engaging the interactive service, the present invention
provides for a network management system that improves the quality and type of
services available. Referring now to Figure 10a, the network management system
1000a comprises session maﬁagement 1005a, matching management 1010a, and
ranking management 1015a subsystems. The session management subsystem 1005a
manages the substantially real-time update of session information, such as total
playing time and the coordinated play among multiple users, and calculates, on a
substantially real-time basis, the monetary balance left on a user’s smart card. The
matching management 1010a subsystem manages a user’s search of suitable users to
play against and the coordination of that competitive play. The ranking management
subsystem 1015a manages the relative ranking of users who engage in competitive

interactive services, such as games.

a. Session Management

The session management subsystem manages the substantially real-time
update of session information, such as total playing time and the coordinated play
among multiple users, and calculates, on a substantially real-time basis, the monetary
balance left on a user’s smart card. The event interface 1000b, as shown in Figure
10b, monitors user events, including a user identification 1068b, when the user logs-
on 1070b, the machine the user logs onto 1072b, the type of interactive service
activated 1074b, the users’ initial monetary balance 1076b, the monetary sum
expended by the user in the course of the session 1077b, monetary sums added by the
user in the course of the session 1079b, the other users 1086b against whom the user

plays, the users’ rank 1088b, and the user’s demographic information 1090b
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(collectively referred to as User Information). One of ordinary skill would appreciate
that substantially any event conducted through the network can be captured and
displayed via the integrated event interface 1000b. Each portion of User Information
is updated in substantially real-time with prior events being recorded in a user
database of historical events. The event interface 1000b is preferably part of an
application written, for example, in Visual Basic and preferably has a tool bar 1092b
that provides for optional controls, including the ability to select what information to
display and to restrict the display of certain information. The event interface 1000b is
preferably designed to permit the display of multiple User Information blocks
concurrently.

Operationally, as shown in Figure 10c, the session management subsystem
accesses 1000c the user database to obtain 1005¢ the most recent set of User
Information once the user successfully logs onto 1000c into the system. The session
management subsystem displays the User Information, initiates the monitoring 1008¢
of user activities, and initiates 1009¢ a count against which user monetary sums are
deducted over time. For every clock increment, as determined by a pre-defined
algorithm, the session management subsystem deducts a fixed amount from the
monetary balance of the user. For example, for every minute that elapses, the session
management subsystem may deduct $0.10 from the prior monetary balance. While
the deduction method has been described on a per minute basis, any deduction method
could be used, however, including a per log-in basis, standard fixed-fee basis, per
second basis, flat charge for entry into the Interactive Services Facility, per amount of
time in the facility, per amount of time in a gaming seat, or per interactive service
access basis, and any deduction amount could be associated thereto. It is appreciated
that different deduction methods could be combined and different rates could be
associated thereto. Moreover, the session management subsystem may store amounts
owed by the user and deduct the totals, on a predetermined periodic basis, from an
automated ACH debit established between the operators of the present invention and a
user’s financial account.

When a user launches an application and enters into a competitive multi-party
interactive service, such as a game, the session management subsystem records 1015¢

that event and records 1015c the players against whom the user is competing.
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Concurrently, as shown in Figure 10e, the server periodically communicates the status
of each user’s participation in the service, possibly including the users’ scores or gains
relative to other users, to the ranking subsystem, which will be described in more
detail below. The session management subsystem can have a plurality of other
features including the ability to send 1045¢ timed messages to the network access
device for communication to the user, such as warnings that the monetary balance is
running low and the session may terminate. In a presently preferred embodiment, a
gamer will be promoted to replenish the monetary balance in his account that is
associated with his smart card by (1) paying cash to an administrator who manually
enters the increase into gamer’s account on the central server, (2) inserting cash into
one of the smart card machines to automatically increase the account balance
associated with his account, or (3) using a credit or debit card to automatically
increase the account balance associated with his account. In a presently preferred
embodiment, these and other similar messages are sent to the network access device
using a combination of an instant messaging system and through voice-prompts that
can be heard by the gamer through the headphones provided at the Interactive Gaming
Station.

One of ordinary skill in the art would realize that other types of information
and data may be managed by the session management subsystem. For example,
gamers may have particular or personalized configurations and settings (e.g. mouse,
keyboard, screen settings) that they desire to use at the Interactive Gaming Stations
which may be stored with their User Information in the central server and accessed
each time the gamer initiates a new interactive gaming session. Gamers may be
prompted to input these an other preferences when prior to their first interactive
gaming sessioﬂ at the Interactive Service Facility, or alternatively, may be allowed to
upload them from a memory (e.g. disk drive, Palm Pilot, file) using the read/write

device provided on the Interactive Gaming Stations.

b. Matching Management
Users who wish to engage in a competitive interactive service where multiple
users compete within the context of a virtual world need to find a suitable set of users

to compete against. The matching management subsystem manages a user’s search of
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suitable users to play against and the coordination of that competitive play. The
matching subsystem comprises a searching utility capable of accessing a user
database to search for criteria, set by the searcher, in identifying a suitable competitor
and an event coordinator capable of sending requests to compete and scheduling said
competitions. Referring to Figure 10d, the user first initiates 1050d the matching
subsystem by any conventional means, including clicking on a matching subsystem
icon or link. The matching subsystem could be a distributed application, programmed
in, for example, Visual Basic or C++, or a web page interface to an application
resident on the network server. Once initiated, the matching subsystem displays
1055d a set of text boxes indicative of search criteria, such as name, age, class, rank,
type of interactive service, among others. The search criteria can be used to identify
one or more potential competitors. One of ordinary skill in the art would appreciate
that any set of criteria can be used provided that such criteria is tracked and stored by
an accessible database. After the user inputs 1060d the search criteria and the
subsystem performs 1065d a search, comprising the comparison of the criteria against
a user database and selection of those users from the database who meet said criteria,
the user preferably schedules 1070d a competitive session with one or more identified
users through an event coordinator. The event coordinator can be any type of
notification and calendaring system, including, for example, an automated email
request method that receives preferred competition times from the user and emails
them to the identified competitors with a request to compete, a posting request method
that receives preferred competition times from the user and posts the request to
compete, together with a time, on a web page, or an automated calendaring request
method that receives preferred competition times from the user, compares it against
calendars that store available play time, as previously configured by the identified
competitors, and automatically schedules a competitive session, if no conflicts
recorded on the calendars exist. The event coordinator can have additional features,
such as blocking competitive requests (an individual may designate that it will
automatically refuse to play to certain other identified players) or automated
requesting where requests to compete are automatically sent by a set of users to other
users based upon pre-established criteria, such as rank.

One of ordinary skill in the art would realize that any conventional matching
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method may be utilized for the multi-player interactive gaming services provided for
herein, and that such matching methods may vary depending on the type of game or
play (e.g. non-tournament one-on-one, tournament one-on-one, team play, etc.). For
example, for games selected to be played in non-tournament one-on-one mode, the
matching management system accesses the central server as described above and
identifies all of the currently available gamers that satisfy the selected criteria.
Currently available gamers may include (1) local gamers within same Interactive
Service Facility, (2) networked gamers located within a different, but connected,
Interactive Service Facility and/or (3) Internet gamers located at any other location.
The availability of non-local gamers méy be managed by simply having those gamers
register and log into a central matching server within or shared by the Interactive
Service Facility network. For gamers that have registered with the Interactive Service
Facility and identified by the matching management system, it may be possible to
access certain User Information, such as their profile, rank, picture etc. This User
Information, along with other available information, may be used by the gamer to
select one or more potential opponents. For example, when selecting between
potential Internet gaming opponents, it may be desirable to include and be able to sort
and select potential opponents based on bandwidth or other connectivity
characteristics. Additionally, matching management system can be programmed to
recommend potential opponents based on one or more specified factors. Once a
potential opponent has been identified by the matching management system and
selected by the gamer, a request or challenge is sent out to that potential opponent via
the central server, and the potential opponent may elect to accept or decline the
challenge. A similar process may be followed for team play, wherein gamers will
also be required to identify and select potential teammates in addition to potential
opponents.

For tournament play, the matching management subsystem may be
programmed to operate automatically. The automated process may be based on a
seeding process that uses the ranking subsystem, or may be done entirely at random.
In a presently preferred embodiment, there is also a tournament management system
that is used to enforce certain tournament-specific rules, such has how to start a

tournament game (at the gamer’s mutual consent, at a specific time, etc.), how to
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pause games, how to play (up to a score, time duration, etc.), how to determine who
advances (single or double elimination, round-robin, etc.), and what happens in the
event of a tie. The tournament management system may also be used to store or
record certain portions or highlights of a game or match, otherwise known as demos,
on the local hard drive of the network access device or on the central server so that
gamers, fans and spectators (located within or external to the Interactive Service
Facility) can access and review past and current matches at any time. It is also
preferred to provide online advertising for tournaments at one of the gaming arenas.
The advertising also preferably includes an entry form by which a gamer can apply
for entry into the tournament via the Internet. The advertising for the tournament can
also be provided for a tournament to be held at multiple arenas, with the entry form

including the ability to specify which gaming arena the gamer desires to attend.

c. Reward and Fee Management

Once the matching process has been completed and an
opponent(s)/teammate(s) selected by the gamer, the gaming session begins.
Throughout the gaming session, information and data is continually sent to the
gaming and reward/fee management features of the session management subsystem.
For example, as previously described above, throughout the game the fee tracking
features of the session management subsystem keep track of the time spent and,
therefore, the amount of money that is being deducted from the gamer’s smart card.
The deduction process may be based on time, number of games, performance etc. At
the same time, the gamer may be earning reward points based on his activities and/or
performance. Specifically, the reward point features of the session management
subsystem keep track of the gamer’s performance and add an applicable number of
reward points to his account. Again, the addition process may be based on time,
number of games, performance, etc.

Once the game or gaming session is complete, the results of the game and
gamer need to be collected and his account and/or profile updated. The session
management subsystem preferably includes the necessary features for interfacing with
the games or applications offered within the Interactive Service Facility. One of

ordinary skill in the art would realize that computer and console games typically
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provide and publish application programming interfaces (APIs) that will allow access
to any one of the different gaming and performance statistics offered by the game.
For example, this may include not only the winner and final score of a game, but also
the highest shooting percentage, quickest lap time, etc. When the appropriate APIs
are provided, the session management system automatically interfaces with the game
to gather all of the applicable statistics that are then stored and sent on to the central
server where they can be associated with the respective profiles and accounts of the
gamers. If a particular game does not provide the necessary APIs to automatically
access this information, then it is possible to have the individual gamers provide the
statistics themselves to an administrator of the Interactive Service Facility. If
necessary, a system can be established where it is the responsibility of one of the
gamers to provide those statistics to the administrator who will then validate them

with the other gamers.

d. Ranking Management

One important component of interactive gaming is ranking, which has been
referred to at various stages throughout the description of the present invention.
Ranking allows gamers to have an objective measure of their performance against the
game and other players. Referring again to Figure 10e, the ranking subsystem has
previously obtained and put into memory 1025e the rankings of each gamer upon the
user’s access 1027e of the competitive multi-party interactive service. In a presently
preferred embodiment, new gamers are assigned the rank of a beginner when the
access a new game or service for the first time. Once a gamer terminates 1029¢ his
involvemeﬁt in the service, the ranking subsystem adjusts 1031e the previously
recorded ranks to reflect the success or failure of the monitored gamer in the
interactive game. One of ordinary skill in the art would appreciate that any
methodology can be used to calculate the respective rankings of each user, including
straight win-loss percentages or percentages adjusted for age or other weighting
factors. Moreover, different ranking systems may be used for particular games or
applications, or across different games or applications. The ranking subsystem then
communicates 1043e the new rankings to the session management system.

As can be appreciated, the gaming and performance statistics and data
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gathered by the session management system may allow for very sophisticated
rankings if desired. For example, when the appropriate APIs are present in a game,
the ranking subsystem may access the relevant statistics stored within the session
subsystem and determines the winner based on a predefined ranking algorithm. The
ranking algorithm may include multiple variables and weight each of those variables
differently. Examples of such weighting may include crediting a gamer more for a
winning margin greater than a specific number or more for beating a higher ranked
opponent than for beating a lower ranked opponent. For example, suppose a gamer
ranked number 80 in a specific game successfully defeats an opponent that is ranked
number 10 in the same game and does so very convincing (e.g. by greater than 25
points). A ranking algorithm as described above may reward the winner for beating a
higher ranked opponent very convincing and penalize the loser for lowing to a lower
ranked opponent in such a matter, resulting a new rank for the winner of 45 and a new
rank for the loser of 50. If the necessary APIs are not present, than it will be
necessary to implement a manual reporting system for the statistics, where the loser is
expected to report the relevant statistics (winner, loser, how much) to an administrator
of the Interactive Service Facility. As previously noted, if necessary, the winner will
be provided access to this report and have the opportunity to challenge or correct any
of the reported statistics. Once the report has been approved, the new ranking can be

calculated as described above.

4. Providing Targeted Marketing and Sales Opportunities In
Connection With An Interactive Gaming Service

One of the unique aspects of the Interactive Service Facility of the present
invention is the opportunity to collect rich and valuable data and information about a
targeted demographic. Because of the networked capabilities of the Interactive
Service Facility described above, all of the activities of gamers within the Interactive
Service Facility can be tracked, monitored, stored and manipulated by the central
server. The resulting information and data that is collected provides for unique
marketing and sales opportunities for the Existing Facility. This information and data

may be used internally by the Existing Facility to offer more personalized services to
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visitors and gamers, as well as offered to third parties, such as game and device
makers or other sponsors that would be interested in the gaming demographic.

Some of this information and data will be automatically collected during the
gaming activities of the gamers at the Interactive Gaming Stations. For example, the
types of games and other applications that specific segments of the gaming
demographic prefer. This might include, for exa;mple, the types of games and
applications that specific genders, age groups or geographic areas prefer. Other
information and data can be specifically collected through additional proactive
activities of the Existing Facility. For example, the Existing Facility can request that
gamers fill out conventional surveys or participate in evaluations and demonstrations
of new games. If necessary, the Existing Facility may provide incentives for visitors
and gamers to provide this information. Such incentives could include free entry into
the arena, free games or additional time during a gaming session, or reward points that
can be used within the Existing Facility or with specific third parties.

This information can be used to provide personalized marketing messages to
visitors and gamers within the arena. For example, targeted advertisements can be
provided on dedicated sections of the monitor at each Interactive Gaming Station
based on the profile of the gamer that registers at that station. If a gamer is a male
that is playing an adventure game, the network may elect to serve up an advertisement
for a future adventure gaming tournament at the Facility. Similarly targeted,
contextual commerce opportunities can be leveraged using the data collected by the
network. For example, if a gamer is playing a baseball game at one of the Interactive
Gaming Stations, the network may elect to serve up an advertisement or offer to
purchase tickets to an upcoming baseball game at a local stadium, or official baseball
jerseys or other similar collectables of the local baseball team. One of ordinary skill
in the art would realize that any one of many conventional means may be used to
provide these advertisements or offers through the Interactive Gaming Stations. For
example, the 6ffer may take the form of a banner advertisement that appears during a
gaming session. Alternatively, the offer may be presented to the gamer once the
gaming session has ended but before the gamer elects to log out of the system.

The Interactive Service Facility may elect to enter into various business

relationships with related third party organizations that are interested in targeting the
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online gaming demographic. These relationships may take the form of conventional
affiliate relationships, whereby the Interactive Service Facility serves as an online
affiliate of the third party and shares in any revenue generated by the third party from
transactions that are initiated through an Interactive Gaming Facility. As a result, the
Interactive Service Facility may desire to have its own standard electronic commerce
system that is integrated with its network, or may additionally or alternatively elect to
interface the electronic commerce systems of related third parties through the Internet.
Moreover, the Interactive Service Facility preferably will integrate its smart card
system into any electronic commerce systems that it utilizes so that gamers will be
able to use their smart card to make these and other purchases, either using any cash
or monetary balances remaining on their card or by using the reward points provided
for by the Interactive Service Facility and any third party partners. Again, the
Interactive Service Facility or any third party partners may elect to provide additional
incentives, in the form of an affinity program and/or reward points, to encourage
gamers to use their smart card to make such purchase or to purchase additional
interactive services. Encouraging gamers to use their smart card for such purchases
will allow the Interactive Service Facility to track, collect and analyze additional data
and information on its target demographic. Credit/debit cards or other conventionally
accepted forms could alternatively be utilized to make such purchases through the

network.

5. Monitoring Usage of Interactive Gaming Services

As previously noted, interactive gaming includes a social aspect. While the
interactive gaming service will be directly delivered to users through the Interactive
Gaming Stations, it is also preférable to use the central screen 307 to display portions
of the interactive gaming service activity. Thus, gamers are able to watch the games
and other services on the displays at their own stations, and can also watch the
activities around the gaming arena or the activities of other games on the big screen.
By using a large screen to highlight or accentuate various user activities, a more
engaging service environment is created. In accordance with one embodiment of the
present invention, it is preferred to display the games of the best gamers on the big

screen, so that all gamers can watch. It is also preferred to display the efforts of the
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best gamers on the Internet. In accordance with another aspect of the present
invention, it is preferred to allow gamers to see themselves on the big screen. It is
preferred to provide gamers with the ability to enable or disable this feéture at their
stations. ‘

In accordance with yet another aspect of the present invention, it is preferred
to allow parents to use the Internet to monitor the gaming arena. The location and
activities of any particular gamers may be tracked and monitored by the Interactive
Service Facility via the usage of the smart cards. As a result, the Interactive Service
Facility may offer concerned parents the option of providing certain restrictions on the
activities of their children within the arena. For example, a parent may desire to limit
or restrict the access of their children to certain games or certain types of games.
Many games now implement a rating system that provides information on the type or
characteristics of the game (e.g. includes excessive violence). In a presently preferred
embodiment, the Interactive Service Facility offers parents the ability to assign certain
restrictions to their children’s accounts or profiles. These restrictions may be
specified at the time the children’s profile is created with the Interactive Service
Facility, or the Interactive Service Facility may provide a password-protected website
where parents can log-in, access and change their child’s profile by adding or modify
a restriction. This will allow, for example, a parent to specify that their child should
not be allowed to access, check-out or play any games with excessive violence. This
restriction will be stored with the child’s profile in the central server and associated
with any smart card that is issued to the child within the Interactive Service Facility.

Another feature that may be offered to concerned parents through the same
website of the Interactive Service Facility is the ability to monitor their children’s
activities in real-time. For example, as previously mentioned, each network access
device includes a web camera. A parent desiring to monitor their children can access
the website and enter their child’s name or other identification means. Accessing the
central server, the Interactive Service Facility network will be able to identify and
locate the child at any time if they are logged into a network access device or if they
are using their smart card within the arena. If the child is using a network access
device, the parent may be prompted to select whether they want to see a real-time

streaming video of their child through the web camera on their Interactive Gaming
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Station. Obviously, other activities of the child within the arena may additionally or
alternatively be monitored by their parent if so desired. For example, by accessing a
log or history of the child’s use of his smart card, the parent will be able see all of the

child’s activities within the arena.

6. Providing Related Services Within the Interactive Service Facility

One of ordinary skill in the art would realize that there are any number of
related services that may be additionally or alternatively provided by the Existing
Facility within the Interactive Service Facility. For example, in one embodiment of
the present invention, Interactive Service Facilities provide game training at the re-
purposed movie theater complex. A gaming instructor can provide instructions to
gamers, on a fee-basis which is preferably charged to the gamer’s account. The
provision of this service to gamers will help gamers improve their rankings and will
help introduce them to new games more quickly. It is also preferred to provide waiter
service within the re-purposed gaming area. This service will be appreciated by the
gamers and will also help the movie theater complex sell more concessions. The
operator of the re-purposed gaming arena will preferably participate in a share of the
concession sales by the movie theater complex, and particularly with respect to those
sales generated by the waiter service. To facilitate concession sales, a presently
preferred embodiment of the invention includes a concession purchasing system
integrated within the Interactive Service Facility network that allows gamers to
automatically order and purchase concessions directly from their Interactive Gaming
Station. The concession purchasing system is preferably integrated into the waiter
service so that any concessions ordered and purchased by a gamer are automatically
delivered to his or her Interactive Gaming Station by a waiter, vendor or other
employee of the facility, without requiring him or her to leave the gaming station.

While various embodiments of the present invention have been shown and
described, it would be apparent to those skilled in the art that many modifications are
possible without departing from the inventive concept disclosed herein. For example,
although the present invention has been described and illustrated using movie theaters
as the Existing Facilities, those skilled in the art should realize that any physical
structure with an existing AV infrastructure could be used. Additionally, while
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specific types of physical modifications and operational systems have been described,
those skilled in the art should realize that other suitable modifications and operational
systems which address the primary functional requirements could be used.

Furthermore, although embodiments of the network access devices of the
present invention have been primarily described and illustrated as personal computers
and/or gaming device consolés, one of ordinary skill in the art would realize that other
types of devices that allow for single or multiplayer gaming interaction may
additionally or alternatively be utilized. For example, there is an emerging group of
gaming platforms that include mobile systems deployed via personal digital assistants
(PDAS), cellular telephones or other mobile devices with infrared, cable network or
telecommunication multiplayer interaction. Therefore, the Interactive Gaming
Stations of the present invention may be modified to accommodate these gaming
platforms and mobile systems as desired.

Moreover, one of ordinary skill in the art would realize that the infrastructure
and network provided for in the Interactive Service Facility could additionally or
alternatively be utilized for other related services. For example, by providing or
integrating with an Internet Service Provider (ISP), the Interactive Service Facility
could use its central server and network to deliver a gaming experience directly to
gamers external to the facility. External gamers would dial-up or otherwise connect
(e.g. via a wireless connection) with the central server and have access to the games
and other applications on that server just as they would have through a traditional ISP
and other online gaming services. It is therefore to be understood that this invention

may be practiced otherwise than as specifically described.
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CLAIMS
What is Claimed is:
1. A method of reconfiguring a partitioned portion of a movie theater

complex having an existing seating configuration, to form an interactive gaming
service facility, comprising the steps of:

inserting a plurality of interactive gaming service stations within the
partitioned portion of the movie theater complex;

inserting a plurality of seats within the partitioned portion of the movie
theater complex to provide access to the plurality of interactive gaming service
stations;

attaching a gaming device to each of the plurality of interactive gaming
service stations; and

interconnecting the gaming devices through a network.

2. The method of claim 1 wherein the gaming device is a personal
computer.

3. The method of claim 1 wherein the gaming device is a console game
device.

4, The method of claim 1 wherein the gaming device is a personal

computer and a console game device.

5. The method of claim 1, wherein the movie theater complex has an
existing audio-visual system including a central screen, further comprising the step of
modifying the existing audio-visual system to project images generated by one or

more gaming devices onto the central screen.

6. The method of claim 5 wherein the step of modifying the existing
audio-visual system comprises configuring a plurality of controllers capable of
delivering inputs, wherein a portion of said inputs are received from at least one

server, to a plurality of projectors for projection onto said screen.
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7. The method of claim 1 further comprising the step of modifying an
existing ticketing system having a ticket dispenser operating to issue tickets for the
movie theater complex, wherein the ticket dispenser is modified to issue tickets for

the reconfigured partitioned portion of the movie theater complex.

8. The method of claim 7 further comprising the step of providing a ticket
acceptor that accepts tickets issued for the reconfigured partitioned portion of the

movie theater complex.

9. The method of claim 1 further comprising the step of providing an

authentication device to permit the controlled access to at least one gaming device.

10.  The method of claim 5 wherein the modification of the existing audio-
visual system comprises configuring a plurality of projectors to receive a visual input

from at least one server.

11.  The method of claim 1 further comprising the step of attaching one or
more of the following components to each of the interactive gaming service stations:

a web camera, a card swipe device, a headset, and a fingerprint reader.

12.  The method of claim 1 further comprising the steps of inserting a
plurality of cameras within the reconfigured partitioned portion of the movie theater

complex.

13.  The method of claim 5 further comprising the step of inserting a
plurality of cameras within the reconfigured partitioned portion of the movie theater
complex and then projecting images from the plurality of cameras on the central

screen.

14.  The method of claim 1 further comprising the step of interconnecting

the network to another gaming site.

15. The method of claim 14 wherein the interconnection is via the internet.
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16. The method of claim 14 wherein the interconnection is via a dedicated

broadband link.

17. A gaming environment, comprising:
a movie theater complex having a plurality of partitioned sections; and

at least one of the plurality of partitioned sections being configured to

include:
a plurality of gaming stations, each having at least one gaming
device; and
a network interconnecting the plurality of gaming stations.
18.  The system of claim 17 wherein the gaming device is a personal
computer.
19.  The system of claim 17 wherein the gaming device is a console game
device.

20.  The system of claim 17 wherein the gaming device is a personal

computer and a console game device.

21.  The system of claim 17 further comprising a central screen within the

configured partitioned section.

22.  The system of claim 17 further comprising a central screen and a seat
for each of the plurality of gaming stations, whereby the seats rotate to permit viewing

of one of the gaming stations or of the central screen.

23.  The gaming environment of claim 17 further comprising a plurality of
card readers within the configured partitioned section, each capable of retrieving

stored information from a card and writing information onto said card.
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24.  The gaming environment of claim 23 wherein said card reader is
capable of providing a gamer with controlled access to the plurality of gaming

stations.

25. The gaming environment of claim 17 further comprising a visual
display system within the configured partitioned section that includes a configured set

of projectors capable of receiving a visual input from at least one server.

26.  The gaming environment of claim 17 further comprising a concession
purchasing system within the configured partitioned section that is capable of
enabling the user to order from said network access device concessions from a

concession vendor.

27. The gaming environment of claim 17 wherein the network enables a

plurality of users to concurrently engage a single game scenario.

28.  The gaming environment of claim 17 further comprising a server on
the network and a session management subsystem stored in the server, wherein said
session subsystem is capable of receiving substantially real-time information updates

communicated from the said plurality of gaming devices.

29.  The gaming environment of claim 17 further comprising a server on
the network and a matching management subsystem stored in the server, wherein said
matching subsystem is capable of receiving search criteria from the user, accessing a
user database having user information, and conducting a search for users associated

with the user information that matches the received search criteria.

30. The gaming environment of claim 17 further comprising a server on
the network and a ranking management subsystem stored in the server, wherein said
ranking subsystem is capable of receiving a plurality of user information and

calculating a user rank in accordance with a pre-defined algorithm.
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31. The gaming environment of claim 17 further comprising an

interconnection of the network to another gaming site.

32.  The gaming environment of claim 31 wherein the interconnection is

via the internet.

33. The method of claim 31 wherein the interconnection is via a dedicated
broadband link.
34. A networked gaming management system that manages activities of a

plurality users over a network having a plurality of interconnected network access
devices and at least one server, comprising:

a session management subsystem stored in the server, wherein said
session subsystem is capable of receiving substantially real-time information updates
communicated from said network access devices;

a matching management subsystem stored in the server, wherein said
matching subsystem is capable of receiving search criteria from the user, accessing a
user database having user information, and conducting a search for users associated
with the user information that matches the received search criteria; and

a ranking management stored in the server, wherein said ranking
subsystem 1is capable of receiving a plurality of user information and calculating a

user rank in accordance with a pre-defined algorithm.

35.  The networked gaming management system of claim 34 wherein the
substantially real-time information updates include a type of application accessed by

the user and an amount of time spent by the user.

36.  The networked gaming management system of claim 34 wherein the
session management subsystem recognizes a monetary balance and associates said
monetary balance with a user and wherein the session management subsystem

recalculates said monetary balance as a function of the substantially real-time

information updates.
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37.  The networked gaming management system of claim 34 wherein the
substantially real-time information updates from said network access devices include

user log-on and user log-off status.

38. A method of delivering interactive services within a repurposed

facility, having a screen and audio-visual system, comprising the steps of:

providing a user access to an interactive service station having a
network access device interconnected to a plurality of other network access devices
through a network managed by at least one server;,

providing a user with a seat, wherein the seat enables the user to
flexibly view both the screen and interactive service station either alternately or
concurrently;
attaching at least one network access device to each station;
interconnecting a plurality of said network access devices through a network managed
by at least one server; and ‘

supplying a visual display system capable of receiving visual images
generated by the plurality of network access devices and controllably displaying a

portion of said images onto the screening area.

39.  The method of claim 38 further comprising the step of at least one
authentication device attached to each network access device for delivering to the user

controlled access to the attached network access device.

40. A gaming system on which a plurality of gamers can play games,

comprising:

a plurality of gaming sites;

each of the plurality of gaming sites having a plurality of
interconnected gaming stations;

at least one high bandwidth connection between at least two of the
plurality of gaming sites;

whereby a first gamer located at a first of the plurality of gaming sites
can interact with a second gamer located at a second of the plurality of gaming sites

via the connection.
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41. A gaming environment, comprising:

an enclosed space having a wide-area screen and a plurality of
interactive service stations each having a network access device interconnected to a
plurality of other network access devices through a network'managed by at least one
server; 4

a plurality of seats, wherein each seat enables a user to flexibly view
both the wide-area screen and interactive service station either alternately or
concurrently;

a visual display system capable of receiving visual images generated
by the plurality of network access devices and controllably displaying a portion of

said images onto the wide-area screen.

42. The gaming environment of claim 41 further comprising at least one

gaming device interconnected with each of said interactive service stations.

43. The gaming environment of claim 42 wherein the gaming device is a

console game device.

44,  The gaming environment of claim 42 wherein the gaming device is a

personal computer and a console game device.

45.  The gaming environment of claim 41 further comprising a plurality of
card readers within the enclosed space, each capable of retrieving stored information

from a card and writing information onto said card.

46.  The gaming environment of claim 41 wherein the visual display
system includes a configured set of projectors capable of receiving a visual input from

at least one server.

47.  The gaming environment of claim 41 further comprising a concession
purchasing system that is capable of enabling the user to order from said network

access device concessions from a concession vendor.
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