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METHOD OF PLAYER TRACKING 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. The present application claims the benefit of priority 
to Australian Provisional Patent Application No. 
2008904929, filed on Sep. 22, 2008, entitled “A METHOD 
OF PLAYER TRACKING”, which is herein incorporated by 
reference in its entirety. 

FIELD 

0002 The invention relates generally to a method of 
player tracking across a gaming network. 

BACKGROUND 

0003 Player tracking systems are employed by some 
gaming venues to encourage player loyalty to the venue. 
Implementations vary from venue to venue but generally 
involve a player entering a loyalty card at each gaming 
machine they play so that points accrued on the basis of play 
of the gaming machine can be allocated to the player's loyalty 
account. The points can be redeemed at a later date, for 
example for merchandise or food and/or beverages. 
0004 Such player tracking systems, employ a plurality of 
player tracking modules connected to individual gaming 
machines which receive a player's loyalty card, obtain data 
from the gaming machines related to play of the machine, and 
communicate data a central player tracking system where 
player accounts are maintained. 
0005. The player tracking system can be part of a wider 
system for implementing player and/or gaming functionality. 
For example, the venue's system may also implementa"cash 
less’ system where credit can be stored against a player's 
account or ticket-out ticket-in (TITO) where a ticket is issued 
at one gaming machine which can be redeemed at another 
gaming machine. 
0006 Existing systems were formulated with the idea of 
building loyalty to venues. As such, they are not structurally 
Suited to multi-venue arrangements, for example where a 
single operator owns multiple venues and wishes to provide 
variety to their customers by having venues with different 
themes while maintaining loyalty to the venue operator's 
WUS. 

0007. One approach to this problem has been to connect a 
plurality of venues to the same player tracking system. This 
approach can cause data reconciliation and/or bandwidth 
problems as at least one venue must be connected to the 
player tracking system via a remote network. 
0008 Accordingly, there is a need for an alternative tech 
nique for handling player accounts across multiple venues. 
0009. In a first aspect, the invention provides a method of 
player tracking including: 
0010 generating a first transferrequestina first requesting 
tracking system based on a player record identifier identify 
ing a player record and a home tracking system; 
0011 transferring control of at least part of a player record 
from a home tracking system to the first requesting tracking 
system in response to receipt of the first transfer request; 
0012 establishing a visiting player record in the first 
requesting tracking system for the at least part of the player 
record for which control is transferred; and 

Mar. 25, 2010 

0013 updating the visiting player record in response to 
one or more player actions in the first requesting tracking 
system. 
0014. In an embodiment, the transfer includes updating 
the player record in the home system to include an identifier 
that identifies the first requesting tracking system. 
0015. In an embodiment, the method further includes 
transferring control of the at least part of a player record as 
updated in the first requesting tracking system to a second 
requesting tracking system in response to a second transfer 
request. 
0016. In an embodiment, the second requesting tracking 
system is the home tracking system. 
0017. In an embodiment, the second requesting tracking 
system is a further tracking system different to the home and 
first requesting tracking systems. 
0018. In an embodiment, transferring control to the sec 
ond requesting tracking system includes: 
0019 updating the player record in the home tracking 
system to reflect the visiting player record of the first tracking 
system; 
0020 updating the player record in the home tracking 
system to include an identifier that identifies the second 
requesting tracking system; 
0021 establishing a further visiting player record in the 
second requesting tracking system for the at least part of the 
player record for which control is transferred; and updating 
the further visiting player record in response to one or more 
player actions in the second requesting tracking system. 
0022. In an embodiment, the method further includes: 
0023 determining from the home tracking system the first 
requesting tracking system; 
0024 transferring control of the at least part of the player 
record directly from the first requesting tracking system to the 
second requesting tracking system; and 
0025 updating the player record in the home tracking 
system to include an identifier identifying the second request 
ing tracking System. 
0026. In an embodiment, the method includes determining 
that the transfer request is an eligible request. 
0027. In an embodiment, the method includes determining 
how much control of the player record to transfer based on the 
transfer request. 
0028. In an embodiment, the method includes making the 
determination based on the identity of the requesting tracking 
system. 
0029. In a second aspect, there is provided a method of 
player tracking including: 
0030 generating a first transferrequestina first requesting 
tracking system based on a player record identifier identify 
ing the player record and a home tracking system; 
0031 receiving control of at least part of a player record 
from the home tracking system; 
0032 establishing a visiting player record in the first 
requesting tracking system for the at least part of the player 
record; and 
0033 updating the visiting player record in response to 
one or more player actions in the first requesting tracking 
system. 
0034. In an embodiment, the method includes transferring 
control of the at least part of a player record directly from the 
first requesting tracking system to a second requesting track 
ing system Subsequent to a transfer request being made by the 
Second requesting tracking System. 
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0035. In a third aspect, there is provided a tracking system 
including: 
0036 a player record data structure adapted to store player 
records, each player record including a player record identi 
fier identifying the player record and being adapted to store 
data corresponding to a current location of control of at least 
part of the player record; and 
0037 a transfer module adapted to: 
0038 receive a transfer request from a requesting track 
ing system for the at least part of the player record, the 
transfer request including the player record identifier 
identifying the player record to be transferred; and 

0039 process the transfer request based on the current 
location of control of at least part of the player record. 

0040. In an embodiment, upon the transfer module deter 
mining to transfer control of at least part of the player record 
to the first requesting tracking system, the transfer module 
updates the player record in the home system to include an 
identifier that identifies the first requesting tracking system as 
the new current location. 
0041. In an embodiment, the transfer module is further 
adapted to update the player record in the home tracking 
system to reflect a visiting player record of the first tracking 
system in response to transfer of control of the at least part of 
the player record back to the home tracking system or to a 
further tracking system. 
0042. In an embodiment, the transfer module is further 
adapted to: 
0.043 receive a request from a second requesting tracking 
system for at least part of the player record; 
0044 provide the identity of the first requesting tracking 
system to the second requesting tracking system; whereafter 
control can be transferred directly from the first requesting 
tracking system to the second requesting tracking system; and 
0045 update the player record data structure in the home 
tracking system to include an identifieridentifying the second 
requesting tracking system as the new current location. 
0046. In an embodiment, the transfer module processes 
the transfer request to determine whether the transfer request 
is an eligible request. 
0047. In an embodiment, the transfer module processes 
the transfer request to determine how much control of the 
player record to transfer based on the transfer request. 
0.048. In an embodiment, the transfer module makes the 
determination based on the identity of the requesting tracking 
system. 
0049. In a fourth aspect, there is provided a tracking sys 
tem including: 
0050 a player record data structure adapted to store player 
records, each player record including a player record identi 
fier identifying the player record; and 
0051 a transfer module adapted to: 

0.052 receive a transfer request from a requesting track 
ing system in respect of at least part the player record, the 
transfer request including the player record identifier 
identifying the player record; 

0053 transfer control of at least part of the player record 
to the requesting tracking system; and 

0054 update the player record data structure to reflect 
what control of the player record has been transferred to 
the requesting tracking system and to include location 
data corresponding to the requesting tracking system. 

0055. In an embodiment, the transfer module is further 
adapted to update the player record in the home tracking 
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system to reflect a visiting player record of the first tracking 
system in response to transfer of control of the at least part of 
the player record back to the home tracking system or to a 
further tracking system. 
0056. In an embodiment, the transfer module is further 
adapted to: 
0057 receive a request from a second requesting tracking 
system for control of at least part of the player record; 
0.058 provide the identity of the first requesting tracking 
system to the second requesting tracking system; whereafter 
control can be transferred directly from the first requesting 
tracking system to the second requesting tracking system; and 
0059 update the player record data structure in the home 
tracking system to include an identifieridentifying the second 
requesting tracking system as the new current location. 
0060. In an embodiment, the transfer module processes 
the transfer request to determine whether the transfer request 
is an eligible request. 
0061. In an embodiment, the transfer module processes 
the transfer request to determine how much control of the 
player record to transfer based on the transfer request. 
0062. In an embodiment, the transfer module makes the 
determination based on the identity of the requesting tracking 
system. 
0063. In a fifth aspect, there is provided a transfer module 
for a tracking system, the transfer module adapted to: 
0064 receive a transfer request from a requesting tracking 
system for control of at least part of the player record, the 
transfer request including the player record identifier identi 
fying the player record to be transferred; and 
0065 process the transfer request based on a current loca 
tion of control of the at least part of the player record. 
0066. In an embodiment, upon the transfer module deter 
mining to transfer control of at least part of the player record 
to the first requesting tracking system, the transfer module 
updates the player record in the home system to include an 
identifier that identifies the first requesting tracking system as 
the new current location. 
0067. In an embodiment, the transfer module is further 
adapted to update the player record in the home tracking 
system to reflect a visiting player record of the first tracking 
system in response to transfer of control of the at least part of 
the player record back to the home tracking system or to a 
further tracking system. 
0068. In an embodiment, the transfer module is further 
adapted to: 
0069 receive a request from a second requesting tracking 
system for control of at least part of the player record; 
0070 provide the identity of the first requesting tracking 
system to the second requesting tracking system; whereafter 
control can be transferred directly from the first requesting 
tracking system to the second requesting tracking system; and 
0071 update the player record data structure in the home 
tracking system to include an identifieridentifying the second 
requesting tracking system as the new current location. 
0072. In an embodiment, the transfer module is adapted to 
process the transfer request to determine whether the transfer 
request is an eligible request. 
0073. In an embodiment, the transfer module is adapted to 
process the transfer request to determine how much control of 
the player record to transfer based on the transfer request. 
0074. In an embodiment, the transfer module is arranged 
to make the determination based on the identity of the 
requesting tracking system. 
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0075. In a sixth aspect, there is provided a transfer module 
for a tracking system, the transfer module arranged to: 
0076 receive a transfer request from a requesting tracking 
system in respect of at least part the player record, the transfer 
request including the player record identifier identifying the 
player record; 
0077 transfer control of at least part of the player record to 
the requesting tracking system; and 
0078 update a player record data structure to reflect what 
control of the player record has been transferred to the 
requesting tracking system and to include location data cor 
responding to the requesting tracking system. 
0079. In an embodiment, the transfer module is adapted to 
update the player record in the home tracking system to reflect 
a visiting player record of the first tracking system in response 
to transfer of control of the at least part of the player record 
back to the home tracking system or to a further tracking 
system. 
0080. In an embodiment, the transfer module is adapted to: 
0081 receive a request from a second requesting tracking 
system for control of at least part of the player record; 
0082 provide the identity of the first requesting tracking 
system to the second requesting tracking system; whereafter 
control can be transferred directly from the first requesting 
tracking system to the second requesting tracking system; and 
0083 update the player record data structure in the home 
tracking system to include an identifieridentifying the second 
requesting tracking system as the new current location. 
0084. In an embodiment, the transfer module is arranged 

to process the transfer request to determine whether the trans 
fer request is an eligible request. 
0085. In an embodiment, the transfer module is arranged 
to process the transfer request to determine how much control 
of the player record to transfer based on the transfer request. 
0.086. In an embodiment, the transfer module makes the 
determination based on the identity of the requesting tracking 
system. 
0087. In a seventh aspect, there is provided a gaming net 
work including: 
0088 a home tracking system; and 
0089 a first requesting tracking system, 
0090 the home tracking system arranged to transfer con 

trol of at least part of a player record from to the first request 
ing tracking system in response to receipt of a first transfer 
request; 
0091 the first requesting tracking system arranged to: 
0092 generate a first transfer request based on a player 
record identifier identifying a player record and a home 
tracking system; 

0093 establish a visiting player record in the first 
requesting tracking system for the at least part of the 
player record for which control is transferred; and 

0094 update the visiting player record in response to 
one or more player actions in the first requesting track 
ing System. 

0095. In an embodiment, the home tracking system 
updates the player record in the home system to include an 
identifier that identifies the first requesting tracking system. 
0096. In an embodiment, the gaming network further 
includes a second requesting tracking system which makes a 
second transfer request, and wherein: 
0097 the home tracking system updates the player record 
in the home tracking system to reflect the visiting player 
record of the first tracking system; 
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0.098 the home tracking system updates the player record 
in the home tracking system to include an identifier that 
identifies the second requesting tracking system; 
0099 the second requesting tracking system establishes a 
further visiting player record in for the at least part of the 
player record for which control is transferred; and 
0100 the second requesting tracking system updating the 
further visiting player record in response to one or more 
player actions in the second requesting tracking system. 
0101. In an embodiment, the gaming network further 
includes a second requesting tracking system which makes a 
second transfer request, and wherein: 
0102 the second requesting tracking system determines 
from the home tracking system the identity of the first 
requesting tracking system; 
0103 control of the player record is transferred directly 
from the first requesting tracking system to the second 
requesting tracking system based on the determined identity; 
and 

0.104 the home tracking system updates the player 
record in the home tracking system to include an iden 
tifier identifying the second requesting tracking system. 

BRIEF DESCRIPTION OF DRAWINGS 

0105 Certain exemplary embodiments of the invention 
will now be described with reference to the accompanying 
drawings in which: 
0106 FIG. 1 is a perspective view of a gaming machine of 
an embodiment; 
0107 FIG. 2 is a block diagram of a gaming machine of an 
embodiment; 
0.108 FIG.3 is a block diagram of the memory of a gaming 
machine; 
0109 FIG. 4 is a block diagram of a player marketing 
module; 
0110 FIG. 5 is a block diagram showing how a plurality of 
gaming machines are connected to a player tracking system; 
0111 FIG. 6 is a block diagram of a gaming network; and 
0112 FIG. 7 is a flow chart of an embodiment. 
0113 Features, further aspects, and advantages of the 
present invention will become apparent from the following 
description of embodiments thereof, by way of example only, 
with reference to the accompanying drawings. Also, various 
embodiments of the aspects described in the preceding para 
graphs will be apparent from the appended claims, the fol 
lowing description and/or the accompanying drawings. It 
should be understood, however, that the present invention is 
not limited to the arrangements and instrumentality shown in 
the attached drawings. 

DETAILED DESCRIPTION 

0114. Although the following discloses example methods, 
systems, articles of manufacture, and apparatus including, 
among other components, Software executed on hardware, it 
should be noted that Such methods and apparatus are merely 
illustrative and should not be considered as limiting. For 
example, it is contemplated that any or all of these hardware 
and software components could be embodied exclusively in 
hardware, exclusively in software, exclusively in firmware, or 
in any combination of hardware, software, and/or firmware. 
Accordingly, while the following describes example meth 
ods, systems, articles of manufacture, and apparatus, the 
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examples provided are not the only way to implement Such 
methods, systems, articles of manufacture, and apparatus. 
0115. When any of the appended apparatus claims are read 
to cover a purely software and/or firmware implementation, 
in at least one embodiment, at least one of the elements is 
hereby expressly defined to include a tangible medium Such 
as a memory, DVD, CD, etc. storing the software and/or 
firmware. 
0116 Referring to the drawings, there is shown a plurality 
of gaming venues each of which has a player tracking system 
(also known as player loyalty systems) connected to form a 
gaming network. The gaming network is arranged so that 
control over at least apart of a player record can be transferred 
from one gaming system to another so that the transferred 
player record (orportion of a record) can be updated based on 
player activity in the visited network. This has a number of 
advantages over current arrangements including that: less 
network bandwidth is required to allow real-time updates of 
the relevant parts of the player record as these are performed 
in the visited network; a network outage is less likely to affect 
a player as it can only affect the player if it occurs during a 
transfer process; and delays caused by network traffic are less 
likely to affect data reconciliation. 
0117 Persons skilled in the art will appreciate that some 
venues have electronic gaming tables playable by a plurality 
of players. For the purpose of this specification, a player 
position at Such a table should be understood as being within 
the meaning of “a gaming terminal'. Accordingly, within this 
specification gaming terminal encompasses a single player, 
electronic gaming machine arranged to play one or more 
resident games, a player positionatagaming terminal, and an 
interactive video gaming terminal in a server based gaming 
system. 
0118. An exemplary stand alone gaming machine 10 is 
illustrated in FIG. 1. The gaming machine 10 includes a 
console 12 having a display 14 on which is displayed repre 
sentations of a game that can be played by a player. A mid 
trim 20 of the gaming machine 10 houses a bank ofbuttons 22 
for enabling a player to interact with the gaming machine, in 
particular during game play. The mid-trim 20 also houses a 
credit input mechanism for example a coin input chute and/or 
a bill collector 24B. Other credit input mechanisms may also 
be employed, for example, a card reader for reading a Smart 
card, debit card or credit card. 
0119 Artwork and/or information, for example pay tables 
and details of bonus awards and other information or images 
relating to the game may be provided on a front panel 29 of the 
console 12. A coin tray 30 is mounted beneath the front panel 
29 for dispensing cash payouts from the gaming machine 10. 
0120. The display 14 shown in FIG. 1 is in the form of a 
Video display unit, particularly a cathode ray tube Screen 
device. Alternatively, the display 14 may be a liquid crystal 
display, plasma screen, any other suitable video display unit, 
or the visible portion of an electromechanical device. The top 
box 26 also includes a display which may be of the same type 
as the display 14, or of a different type. 
0121 A player marketing module (PMM) 50 having a 
display 52 is connected to the gaming machine 10. PMMs are 
also know as player tracking models (PTMs) or by their trade 
names—e.g. “Sentinel”. The main purpose of the PMM50 is 
to allow the player to interact with a player tracking system. 
The PMM has a magnetic card reader for the purpose of 
reading a player tracking device in the form of a magnetic 
Swipe card. However other reading devices may be employed 
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and the player tracking device may be in the form of a card, 
flash drive or any other portable storage medium capable of 
being read by a reading device. 
0.122 FIG. 2 shows a block diagram of operative compo 
nents of a typical gaming machine which may be the same as 
or different to the gaming machine of FIG. 1. 
I0123. The gaming machine 100 includes a game controller 
101 having a processor 102. Instructions and data to control 
operation of the processor 102 are stored in a memory 103. 
which is in data communication with the processor 102. 
Herein the term “processor is used to refer generically to any 
device that can process game play instructions in accordance 
with game play rules and may include: a microprocessor, 
microcontroller, programmable logic device or other compu 
tational device, a general purpose computer (e.g. a PC) or a 
SeVe. 

0.124 Typically, the gaming machine 100 will include 
both volatile and non-volatile memory and more than one of 
each type of memory, with Such memories being collectively 
represented by the memory 103. 
0.125. The gaming machine has hardware meters 104 for 
purposes including ensuring regulatory compliance and 
monitoring player credit, an input/output (I/O) interface 105 
for communicating with peripheral devices of the gaming 
machine 100. The input/output interface 105 and/or the 
peripheral devices may be intelligent devices with their own 
memory for storing associated instructions and data for use 
with the input/output interface or the peripheral devices. A 
random number generator module 113 generates random 
numbers for use by the processor 102. Persons skilled in the 
art will appreciate that the reference to random numbers 
includes pseudo-random numbers. 
I0126. In the example shown in FIG. 2, a player interface 
120 includes peripheral devices that communicate with the 
game controller 101 has one or more displays 106, one or 
more input devices in the form of a touch screen and/or 
buttons 107, a card and/or ticket reader 108, a printer 109, a 
bill acceptor and/or coin input mechanism 110 and a coin 
output mechanism 111. Additional hardware may be included 
as part of the gaming machine 100, or hardware may be 
omitted based on the specific implementation. 
I0127. In addition, the gaming machine 100 may include a 
communications interface, for example a network card or 
serial communications port(s) 112. 
I0128 FIG. 3 shows a block diagram of the main compo 
nents of an exemplary memory 103. The memory 103 
includes RAM 103A, EPROM 103B and a mass storage 
device 103C. The RAM 103A typically temporarily holds 
program files for execution by the processor 102 and related 
data. The EPROM 103B may be a boot ROM device and/or 
may contain some system or game related code. The mass 
storage device 103C is typically used to store game programs, 
the integrity of which may be verified and/or authenticated by 
the processor 102 using protected code from the EPROM 
103B or elsewhere. 
I0129. It is also possible for the operative components of 
the gaming machine 100 to be distributed, for example input/ 
output devices 106,107.108,109,110,111 to be provided 
remotely from the game controller 101. 
0.130 FIG. 4 is a block diagram of an exemplary player 
marketing module 50. The PMM 50 is connected via input/ 
output port 57 to a serial input output port of the input/output 
section 105 of the electronic gaming machine. The player 
marketing module has a card reader 54 and a display 52 which 
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may be a touch screen display. The PMM 50 may also have 
buttons 53 for receiving a player input (at least in embodi 
ments where there is no touch screen display) and a speaker 
51. Input received from the card reader 54 is processed by 
processor 55 based on the data stored in memory 56. The 
PMM 50 is connected to the player tracking system by a 
network card 58. Thus, in the embodiment, the gaming 
machine 10 communicates with the loyalty system via the 
PMM as described in further detail below. Processor 55 is also 
arranged to communicate with a gaming machine 10 via input 
output port 54 to cause locking of the gaming machine in 
response to an instruction received via the network card 58. 
0131 Processor 55 is also arranged to communicate with 
gaming machine 10 via input output port 57 to cause locking 
of the gaming machine in response to an instruction received 
via the network card 58. 

0132 FIG.5 shows a series of electronic gaming machines 
10 connected via respective player marketing modules 50 
over a communications network 510 to a player tracking 
system 540 having a player database 541 which provides a 
data structure for storing player records. The communications 
network 510 may be any suitable communications network 
for example an Ethernet. 
0.133 FIG. 6 shows a gaming network 600 having a plu 

rality of venues 610 (1.2 ...N) connected in a virtual private 
network via Internet 625. Each gaming venue 610 has a player 
tracking system 540 and a database 541 which provides a 
player record data structure for storing player records. In the 
embodiment, the database 541 of player records is divided 
logically into home player records and visiting player 
records. The gaming network also includes an address allo 
cator 620: a network component responsible for allocating 
addresses to the player tracking systems of different venues 
610 and informing each player tracking system of each 
address which is stored as venue data 615. Venue data 615 
includes a tracking system identifier for each venue as well as 
the address; the tracking system identifier being used as a key 
to look up the address. Persons skilled in the art will appre 
ciate that the address allocator 620 can be provided in a 
number of ways and may reside within one of the venues. 
0134. When a player registers for one of the player track 
ing systems, for example, the tracking system 540A of first 
venue 610A they provide details such as name, age, address 
and phone number. The player tracking system 540 uses these 
details to create a home player record for the player. The 
content of the home player record will vary from implemen 
tation to implementation but can include by way of example, 
the following fields: home tracking system identifier; player 
identifier, checked in?checked out; current tracking system 
identifier (when checked out) specifying the current location 
of control of the player record; points balance; cashless bal 
ance; name; age; address; phone number; e-mail address; 
reward entitlements; and transaction history. 
0135 The player is issued a player tracking device such as 
a magnetic stripe cardon which is recorded the home tracking 
system identifier and the player identifier. After being issued 
the card, the player uses the card and the player's record is 
periodically updated based on the player's activity. The 
activities monitored by the tracking system 540 will vary 
depending on implementation but may include, for example, 
number of games played, amount wagered, amount won, 
amount spent at venue restaurant, points transactions, cash 
less transactions, a reward entitlement etc. After a period of 
time, the points balance and cashless balance will have cur 
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rent values. For example, when the player enters card at PMM 
50, the player's record could be updated to indicate the 
machine they have played, the amount they wagered, the 
number of points awarded for their play, and an amount added 
to the cashless balance by the player when cashing out of the 
machine. 

0.136. At a later time, the player visits another venue, for 
example, second venue 610B and inserts their card into a 
PMM50 of a gaming machine 10. The player tracking system 
540B recognizes that the tracking system identifier is for a 
different tracking system. Before taking further action, the 
tracking system checks a visitor record portion of the data 
base 541B to see if it already has a visitor record for the player 
and, if it does not, it passes control to the transfer module 
617B to generate a transfer request. The transfer module 
617B employs the tracking system identifier to retrieve the 
tracking system address for tracking system 540A from 
venue data 615. The transfer request is then sent to the first 
tracking system 540A (the player's “home' tracking system). 
In one example, the transfer request includes the player iden 
tifier, the tracking system identifier for the second tracking 
system 540B (the “requesting tracking system) and a request 
number uniquely identifying the transfer request. 
I0137 The transfer module 617A processes the transfer 
request by locating the player record and updating the record 
to indicate that is has been checked out to another player 
tracking system. The transfer module 617A also updates the 
home player record to include an identifier for the requesting 
player tracking system so that the player record can be 
retrieved at a later time. The amount of the player record that 
is sent will depend on the embodiment. In this example, the 
transfer module 617A sends all data in the player record 
except the player history as this may be long and delay the 
transfer process. In other embodiments, other items may not 
be sent, for example, some player rewards stored in the player 
record may only be redeemable at a specific venue. In other 
embodiments, one set of items may be sent to some venues 
and another set of items may be sent to other venues. For 
example, the player rewards may only be sent to venues 
where they can be redeemed. In other embodiments, data may 
be sent in different stages, for example, the points and cash 
less balances may be sent to start with and other items, includ 
ing the history, may be sent as part of a less time critical 
process. 

0.138. In embodiments where parts of the home player 
record are transferred, the data structure is configured Such 
that it can be recorded which parts of the record have been 
checked out. 

0.139. In some embodiments, the transfer module 617A 
may be arranged to decide what parts of the record are per 
mitted to be transferred to the requesting tracking system 
based on the identity of the requesting tracking system and 
rules (similarly, the transfer module 617B may be arranged to 
determine what parts of the record it is allowed (or wants) to 
request. This architecture enables a wider range of commer 
cial arrangements. For example, two venues which are not 
co-owned may agree to transfer cashless amounts but not 
points. Alternatively, the database may include data which 
specifies whether or not part of a record can be transferred. In 
another embodiment, the requesting tracking system may be 
configured to obtain parts of the player record as it needs 
them. For example, when a player first enters their card into a 
PMM50, the requesting system may requestapoints balance, 
when the player Subsequently requests a transfer of cash, the 
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cashless balance is retrieved, when the player seeks to change 
their address, the address is retrieved etc. 
0140. When the second venue 610B receives the trans 
ferred database, it establishes a visiting player record for the 
plater within database 541B. The second player tracking sys 
tem 540B then updates the visiting player record based on 
monitored activity. 
0141. At some point in time, the player inserts the player 
tracking card in another gaming system which will prompt 
that gaming system to retrieve the player record (a second 
requesting tracking system). The second requesting tracking 
system may be the home tracking system (in this example, the 
first tracking system 540A) or another tracking system Such 
as Nth tracking system 540C. In the case of the home tracking 
system, when the player tracking card is inserted, the first 
tracking system 540A looks up the database and determines 
that the player record (or part thereof) is checked out. The 
transfer module 617Athen formulates a transfer request and 
sends it to the second tracking system 540B where it is pro 
cessed in an analogous manner to that described above before 
the visiting record is transferred back to the home system 
540A where the home record is marked to indicate that the 
record has been checked back in and the home record is 
updated to reflect the visiting record. For example, by updat 
ing the points balance to correspond to that of the visiting 
record and appending the history from the second venue to the 
existing history. 
0142. In the case where the second requesting tracking 
system is another tracking system, the Nth tracking system 
formulates a transferrequest in the manner described above in 
relation to the first transfer. When processing this request, the 
transfer module 617A determines that the player record (or 
part thereof) is checked out to the second tracking system 
540B and retrieves it in the manner described above. In 
advantageous implementation, the player record is at least 
partly reconciled with the home record before being trans 
ferred again. However, in other embodiments it may only be 
fully reconciled when transferred back to the home record. 
0143. In other embodiments, a different protocol may be 
used, for example, where the home tracking system provides 
the identity of the current tracking system hosting the player 
record and the Nth tracking system 540C retrieves the data 
directly from that system before confirming to the home 
tracking system that it now holds the visiting player record so 
that the home tracking system can update the home player 
record to indicate the new location. 
0144. Accordingly, it will be appreciated that an advan 
tage of the embodiment is that there is a clear protocol for 
locating a player record while also allowing local updating of 
the player record. 
0145 The method of an embodiment is summarized in 
FIG. 7. The method 700 involves a player inserting 705 a 
tracking card in a first transfer requesting system. The first 
transfer requesting system issues 710 a transfer request to the 
home tracking system. The home tracking system processes 
the request and checks out the record 715 (or part thereof) to 
the first transfer requesting system which establishes a visit 
ing player record and updates 720 it based on player activity 
in the first transfer requesting system. The card is then 
inserted 730 in a second transfer requesting system. It is 
determined 740 whether the second transfer requesting sys 
tem is the home system. If it is, it issues a transfer request to 
the first transfer requesting system and checks the record back 
in 745 before updating 750 the home record based on player 
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activity. If it is not the home tracking system, the home 
tracking system retrieves and checks in the record by updat 
ing it based on the visiting record 760 before immediately 
checking out 765 the record to the second requesting tracking 
system where another visiting record is established 770 and 
this new visiting record is updated based on player activity 
775. Visiting records which have been retrieved may be 
deleted. 
0146 Further aspects of the method will be apparent from 
the above description of the gaming system. Persons skilled 
in the art will also appreciate that the method could be embod 
ied in program code. The program code could be supplied in 
a number of ways, for example on a tangible computer read 
able medium, Such as a disc or a memory (for example, that 
could replace part of memory 103) or as a data signal (for 
example, by downloading it from a server). 
0.147. It will be understood to persons skilled in the art of 
the invention that many modifications may be made without 
departing from the spirit and scope of the invention, in par 
ticular it will be apparent that certain features of embodi 
ments of the invention can be employed to form further 
embodiments. 
0.148. It is to be understood that, if any prior art is referred 
to herein, Such reference does not constitute an admission that 
the prior artforms a part of the common general knowledge in 
the art in any country. 
0149. In the claims which follow and in the preceding 
description of the invention, except where the context 
requires otherwise due to express language or necessary 
implication, the word "comprise' or variations such as "com 
prises' or “comprising is used in an inclusive sense, i.e. to 
specify the presence of the stated features but not to preclude 
the presence or addition of further features in various embodi 
ments of the invention. 
0150. It will be appreciated by persons skilled in the art 
that numerous variations and/or modifications may be made 
to the invention as shown in the specific embodiments without 
departing from the spirit or scope of the invention as broadly 
described. The present embodiments are, therefore, to be 
considered in all respects as illustrative and not restrictive. 
Several embodiments are described above with reference to 
the drawings. These drawings illustrate certain details of spe 
cific embodiments that implement the systems and methods 
and programs of the present invention. However, describing 
the invention with drawings should not be construed as 
imposing on the invention any limitations associated with 
features shown in the drawings. It will be understood that the 
invention disclosed and defined in this specification extends 
to all alternative combinations of two or more of the indi 
vidual features mentioned or evident from the text or draw 
ings. All of these different combinations constitute various 
alternative aspects of the invention. 
0151. The present invention contemplates methods, sys 
tems and program products on any electronic device and/or 
machine-readable media Suitable for accomplishing its 
operations. Certain embodiments of the present invention 
may be implemented using an existing computer processor 
and/or by a special purpose computer processor incorporated 
for this or another purpose or by a hardwired system, for 
example. 
0152 Embodiments within the scope of the present inven 
tion include program products comprising machine-readable 
media for carrying or having machine-executable instruc 
tions or data structures stored thereon. Such machine-read 
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able media can be any available media that can be accessed by 
a general purpose or special purpose computer or other 
machine with a processor. By way of example, such machine 
readable media may comprise RAM, ROM, PROM, EPROM, 
EEPROM, Flash, CD-ROM or other optical disk storage, 
magnetic disk storage or other magnetic storage devices, or 
any other medium which can be used to carry or store desired 
program code in the form of machine-executable instructions 
or data structures and which can be accessed by a general 
purpose or special purpose computer or other machine with a 
processor. When information is transferred or provided over a 
network or another communications connection (eitherhard 
wired, wireless, or a combination of hardwired or wireless) to 
a machine, the machine properly views the connection as a 
machine-readable medium. Thus, any Such a connection is 
properly termed a machine-readable medium. Combinations 
of the above are also included within the scope of machine 
readable media. Machine-executable instructions comprise, 
for example, instructions and data which cause a general 
purpose computer, special purpose computer, or special pur 
pose processing machines to perform a certain function or 
group of functions. 

1. A method of player tracking comprising: 
generating a first transfer requestina first requesting track 

ing system based on a player record identifier identify 
ing a player record and a home tracking system; 

transferring control of at least part of a player record from 
a home tracking system to the first requesting tracking 
system in response to receipt of the first transfer request; 

establishing a visiting player record in the first requesting 
tracking system for the at least part of the player record 
for which control is transferred; and 

updating the visiting player record in response to one or 
more player actions in the first requesting tracking sys 
tem. 

2. A method as claimed in claim 1, wherein the transfer 
includes updating the player record in the home system to 
include an identifier that identifies the first requesting track 
ing System. 

3. A method as claimed in claim 1, further comprising 
transferring control of the at least part of a player record as 
updated in the first requesting tracking system to a second 
requesting tracking system in response to a second transfer 
request. 

4. A method as claimed in claim 3, wherein the second 
requesting tracking system is the home tracking system. 

5. A method as claimed in claim 3, wherein the second 
requesting tracking system is a further tracking system dif 
ferent to the home and first requesting tracking systems. 

6. A method as claimed in claim 5, wherein transferring 
control to the second requesting tracking system comprises: 

updating the player record in the home tracking system to 
reflect the visiting player record of the first tracking 
system; 

updating the player record in the home tracking system to 
include an identifier that identifies the second requesting 
tracking system; 

establishing a further visiting player record in the second 
requesting tracking system for the at least part of the 
player record for which control is transferred; and 

updating the further visiting player record in response to 
one or more player actions in the second requesting 
tracking system. 
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7. A method as claimed in claim 5 comprising: determining 
from the home tracking system the first requesting tracking 
system; 

transferring control of the at least part of the player record 
directly from the first requesting tracking system to the 
second requesting tracking system; and 

updating the player record in the home tracking system to 
include an identifier identifying the second requesting 
tracking system. 

8. A method as claimed in claim 1, comprising determining 
that the transfer request is an eligible request. 

9. A method as claimed in claim 1, comprising determining 
how much control of the player record to transfer based on the 
transfer request. 

10. A method as claimed in claim 8, comprising making the 
determination based on the identity of the requesting tracking 
system. 

11. A method of player tracking comprising: 
generating a first transferrequest in a first requesting track 

ing system based on a player record identifier identify 
ing the player record and a home tracking system; 

receiving control of at least part of a player record from the 
home tracking system; 

establishing a visiting player record in the first requesting 
tracking system for the at least part of the player record; 
and 

updating the visiting player record in response to one or 
more player actions in the first requesting tracking sys 
tem. 

12. A method as claimed in claim 11 comprising: transfer 
ring control of the at least part of a player record directly from 
the first requesting tracking system to a second requesting 
tracking system Subsequent to a transfer request being made 
by the second requesting tracking system. 

13. A tracking system comprising: 
a player record data structure adapted to store player 

records, each player record including a player record 
identifier identifying the player record and being 
adapted to store data corresponding to a current location 
of control of at least part of the player record; and 

a transfer module adapted to: 
receive a transfer request from a requesting tracking 

system for the at least part of the player record, the 
transfer request including the player record identifier 
identifying the player record to be transferred; and 

process the transferrequest based on the current location 
of control of at least part of the player record. 

14. A tracking system as claimed in claim 13, wherein upon 
the transfer module determining to transfer control of at least 
part of the player record to the first requesting tracking sys 
tem, the transfer module updates the player record in the 
home system to include an identifier that identifies the first 
requesting tracking system as the new current location. 

15. A tracking system as claimed in claim 13, wherein the 
transfer module is further adapted to update the player record 
in the home tracking system to reflect a visiting player record 
of the first tracking system in response to transfer of control of 
the at least part of the player record back to the home tracking 
system or to a further tracking system. 

16. A tracking system as claimed in claim 13, wherein the 
transfer module is further adapted to: 

receive a request from a second requesting tracking system 
for at least part of the player record; 
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provide the identity of the first requesting tracking system 
to the second requesting tracking system; whereafter 
control can be transferred directly from the first request 
ing tracking system to the second requesting tracking 
system; and 

update the player record data structure in the home tracking 
system to include an identifier identifying the second 
requesting tracking system as the new current location. 

17. A tracking system as claimed in claim 13, wherein the 
transfer module processes the transfer request to determine 
whether the transfer request is an eligible request. 

18. A tracking system as claimed in claim 13, wherein the 
transfer module processes the transfer request to determine 
how much control of the player record to transfer 

19. A tracking system as claimed in claim 18, wherein the 
transfer module makes the determination based on the iden 
tity of the requesting tracking system. 

20. A tracking system comprising: 
a player record data structure adapted to store player 

records, each player record including a player record 
identifier identifying the player record; and 

a transfer module adapted to: 
receive a transfer request from a requesting tracking 

system in respect of at least part the player record, the 
transfer request including the player record identifier 
identifying the player record; 

transfer control of at least part of the player record to the 
requesting tracking System; and 

update the player record data structure to reflect what 
control of the player record has been transferred to the 
requesting tracking system and to include location 
data corresponding to the requesting tracking system. 

21. A tracking system as claimed in claim 20, wherein the 
transfer module is further adapted to update the player record 
in the home tracking system to reflect a visiting player record 
of the first tracking system in response to transfer of control of 
the at least part of the player record back to the home tracking 
system or to a further tracking system. 

22. A tracking system as claimed in claim 20, wherein the 
transfer module is further adapted to: 

receive a request from a second requesting tracking system 
for control of at least part of the player record; 

provide the identity of the first requesting tracking system 
to the second requesting tracking system; whereafter 
control can be transferred directly from the first request 
ing tracking system to the second requesting tracking 
system; and 

update the player record data structure in the home tracking 
system to include an identifier identifying the second 
requesting tracking system as the new current location. 

23. A tracking system as claimed in claim 20, wherein the 
transfer module processes the transfer request to determine 
whether the transfer request is an eligible request. 

24. A tracking system as claimed in claim 20, wherein the 
transfer module processes the transfer request to determine 
how much control of the player record to transfer based on the 
transfer request. 

25. A tracking system as claimed in claim 17, wherein the 
transfer module makes the determination based on the iden 
tity of the requesting tracking system. 

26. A transfer module for a tracking system, the transfer 
module adapted to: 

receive a transfer request from a requesting tracking sys 
tem for control of at least part of the player record, the 
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transfer request including the player record identifier 
identifying the player record to be transferred; and 

process the transfer request based on a current location of 
control of the at least part of the player record. 

27. A transfer module as claimed in claim 26, wherein upon 
the transfer module determining to transfer control of at least 
part of the player record to the first requesting tracking sys 
tem, the transfer module updates the player record in the 
home system to include an identifier that identifies the first 
requesting tracking system as the new current location. 

28. A transfer module as claimed in claim 26, further 
adapted to update the player record in the home tracking 
system to reflect a visiting player record of the first tracking 
system in response to transfer of control of the at least part of 
the player record back to the home tracking system or to a 
further tracking system. 

29. A transfer module as claimed in claim 26, further 
adapted to: 

receive a request from a second requesting tracking system 
for control of at least part of the player record; 

provide the identity of the first requesting tracking system 
to the second requesting tracking system; whereafter 
control can be transferred directly from the first request 
ing tracking system to the second requesting tracking 
system; and 

update the player record data structure in the home tracking 
system to include an identifier identifying the second 
requesting tracking system as the new current location. 

30. A transfer module as claimed in claim 26, adapted to 
process the transfer request to determine whether the transfer 
request is an eligible request. 

31. A transfer module as claimed in claim 26, adapted to 
process the transfer request to determine how much control of 
the player record to transfer based on the transfer request. 

32. A transfer module as claimed in claim 31, arranged to 
make the determination based on the identity of the request 
ing tracking System. 

33. A transfer module for a tracking system, the transfer 
module arranged to: 

receive a transfer request from a requesting tracking sys 
tem in respect of at least part the player record, the 
transfer request including the player record identifier 
identifying the player record; 

transfer control of at least part of the player record to the 
requesting tracking system; and 

update a player record data structure to reflect what control 
of the player record has been transferred to the request 
ing tracking system and to include location data corre 
sponding to the requesting tracking system. 

34. A transfer module as claimed in claim 33, further 
adapted to update the player record in the home tracking 
system to reflect a visiting player record of the first tracking 
system in response to transfer of control of the at least part of 
the player record back to the home tracking system or to a 
further tracking system. 

35. A transfer module as claimed in claim 33, further 
adapted to: 

receive a request from a second requesting tracking system 
for control of at least part of the player record; 

provide the identity of the first requesting tracking system 
to the second requesting tracking system; whereafter 
control can be transferred directly from the first request 
ing tracking system to the second requesting tracking 
system; and 
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update the player record data structure in the home tracking 
system to include an identifier identifying the second 
requesting tracking system as the new current location. 

36. A transfer module as claimed in claim 33, arranged to 
process the transfer request to determine whether the transfer 
request is an eligible request. 

37. A transfer module as claimed in claim 33, arranged to 
process the transfer request to determine how much control of 
the player record to transfer based on the transfer request. 

38. A transfer module as claimed in claim 37, wherein the 
transfer module makes the determination based on the iden 
tity of the requesting tracking system. 

39. A gaming network comprising: 
a home tracking system; and 
a first requesting tracking system, 
the home tracking system arranged to transfer control of at 

least part of a player record from to the first requesting 
tracking system in response to receipt of a first transfer 
request; 

the first requesting tracking system arranged to: 
generate a first transfer request based on a player record 

identifier identifying a player record and a home 
tracking system; 

establish a visiting player record in the first requesting 
tracking system for the at least part of the player 
record for which control is transferred; and 

update the visiting player record in response to one or 
more player actions in the first requesting tracking 
system. 
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40. A gaming network as claimed in claim 39, wherein the 
home tracking system updates the player record in the home 
system to include an identifier that identifies the first request 
ing tracking System. 

41. A gaming network as claimed in claim 39, further 
comprising a second requesting tracking system which makes 
a second transfer request, and wherein: 

the home tracking system updates the player record in the 
home tracking system to reflect the visiting player 
record of the first tracking system; 

the home tracking system updates the player record in the 
home tracking system to include an identifier that iden 
tifies the second requesting tracking system; 

the second requesting tracking system establishes a further 
visiting player record in for the at least part of the player 
record for which control is transferred; and 

the second requesting tracking system updating the further 
visiting player record in response to one or more player 
actions in the second requesting tracking system. 

42. A gaming network as claimed in claim 39, further 
comprising a second requesting tracking system which makes 
a second transfer request, and wherein: 

the second requesting tracking system determines from the 
home tracking system the identity of the first requesting 
tracking system; 

control of the player record is transferred directly from the 
first requesting tracking system to the second requesting 
tracking system based on the determined identity; and 

the home tracking system updates the player record in the 
home tracking system to include an identifieridentifying 
the Second requesting tracking System. 
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