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(57) ABSTRACT

In accordance with the teachings of the present embodiment,
a system and method for wireless gaming with location-
dependent gaming functions are provided. In a particular
embodiment, the apparatus includes a gaming server; a wire-
less network at least partially covering a property, the wireless
network comprising a plurality of signal detection devices;
and a gaming communication device operable to transmit and
receive gaming information to and from the gaming server via
the wireless network. A location of the gaming communica-
tion device on the property is used to alter a game play
function, such as a bet option, wager, graphic overlay, per-
mission, or to provide location-dependent advertising or
embedded advertising. Based upon the location of the gaming
communication device on the property, a predetermined func-
tionality of the gaming communication device may be
enabled and/or controlled.
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APPARATUS, PROCESSES AND ARTICLES
FOR FACILITATING MOBILE GAMING

CROSS REFERENCE TO RELATED
APPLICATIONS

[0001] This application is a continuation of U.S. patent
application Ser. No. 11/553,142 filed Oct. 26, 2006, which is
hereby incorporated by references in its entirety.

BRIEF DESCRIPTION OF THE FIGURES

[0002] FIG. 1 illustrates a gaming system according to an
embodiment;
[0003] FIG. 2 illustrates a wireless gaming system accord-

ing to an embodiment;

[0004] FIG. 3 is a block diagram of a gaming system illus-
trating various gaming activities in accordance with an
embodiment;

[0005] FIG.4 illustrates a wireless gaming system showing
coverage areas in accordance with an embodiment;

[0006] FIG.5 illustrates a wireless gaming system showing
triangulation location determination in accordance with an
embodiment;

[0007] FIG. 6 illustrates a wireless gaming system having
location determination in accordance with an embodiment;
[0008] FIG. 7 illustrates a flowchart illustrating a method
for wireless gaming having location determination in accor-
dance with an embodiment;

[0009] FIG. 8 is a flowchart depicting steps in a gaming
method according to an embodiment;

[0010] FIG. 9 depicts a wireless gaming system showing a
communication path in accordance with an embodiment; and
[0011] FIG. 10 illustrates a ship-based gaming system in
accordance with an embodiment.

DETAILED DESCRIPTION OF EMBODIMENTS

[0012] The gaming industry allows people to participate in
a variety of gaming activities within the limits of state and
federal law. Possible gaming activities include gambling,
such as that provided by casinos. Casino-type gambling
activities include, but are not limited to, slot machines, table
games, poker, keno, and other gaming activities that allow for
the placement of bets. Events also may be wagered on and
may include, for example, sporting events, such as horse or
auto racing, and athletic competitions such as football, bas-
ketball, baseball, boxing, and golf. Gaming can also include
non-wagering games and events, such as lottery contests. In a
casino environment, the participation in such gaming activi-
ties is generally limited by a participant’s physical location.
For example, participants in casino-type gambling activities
must be present at a gaming machine or at a gaming table
within the casino in order to place a bet. Similarly, people
interested in wagering on sporting events or athletic compe-
titions in a casino environment must place bets through a
sports book that is located in the casino.

[0013] Location-based services provide the ability to tailor
the function or result of an automated system based on a
location input, typically the location of a geolocation device.
Geolocation devices include satellite based geolocation sys-
tems, e.g., GPS, Glonass, Galileo, etc.; long range terrestrial
geolocation systems, e.g., LORAN; short-range network
based geolocation systems, e.g., network based cellular e911;
short range proximity location sensing, e.g., 802.11 access
point identification, line-of-sight location identification, e.g.,
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IRdA or other visible, sonic or invisible electromagnetic
waves which are confined by barriers; RFID based location
detectors; and the like.

[0014] Inaccordance with the teachings of an embodiment,
a system and method with location-based input to a gaming
function is provided. That is, an outcome of the gaming
system is dependent, in part, on the location of the user or
terminal. Typically, the user will employ a wireless gaming
terminal, and therefore the input will represent the location of
the wireless device, which when in use will also represent the
location of the user. The location may be determined in any
convenient manner, for example a manual input, satellite
geolocation system, long range terrestrial geolocation sys-
tem, network-based location, local sensors or transmitters, or
the like. Preferably, the location is determined by a wireless-
LAN network based location. Also, the location is preferably
determined automatically, and is not dependent on a manual
input per se, though a physical relocation of the portable
terminal is itself “manually” (or pedally) determined

[0015] Typically, in a gaming environment in which the
user bets against the house, it is desired to fix the odds of
winning in advance, and provide a high degree of assurance
that there are no improprieties. Thus, a user typically selects
a wager amount and optionally a bet (depending on the
game), the result of which is then determined by a random or
pseudorandom event and a contingent statistical payout. The
bet in this case represents the play or win criteria, for example
“red” or black” in roulette. According to an embodiment, the
user selects a wager amount, but the user location, in whole or
in part determines the bet input. For example, the system may
provide 39 different locations around a casino, each of which
corresponds to a different roulette number. In order to define
a bet to be placed, the user must physically be present within
a predetermined location region corresponding to that bet,
and the location itself informs the system as to the user’s bet.
In like manner, the location need not be the only factor rel-
evant to selection of the bet, and games may be available for
play in which the location input is irrelevant or has difference
relevance.

[0016] According to another embodiment, the user need
not physically relocate every time a different bet is desired;
rather, the location is used to establish the game, from which
the user may then place a bet within the rules of that game.
Thus, different “parlors” may be available with different
games or themes. The different games may represent remap-
pings of basic elements of a generic game, dependent on
location, or may have different rules and implementation for
different locations.

[0017] Because ofthe required physical location of persons
for various embodiments of game play, there is also a possi-
bility for making the game “social”, in that persons will be
incentivized to be in close proximity during various embodi-
ments of game play. This consideration, in turn, may allow
different kinds of games and/or payofts, and may incentivized
differing gaming strategies. In particular, patrons may accept
games with lower anticipated payouts if the social situation is
a desired one. Therefore, another embodiment provides that
players provide various social, demographic, or personal
information, which is employed, through information con-
veyed to the portable gaming terminal, to motivate persons to
gather in certain locations e.g., within a casino. While “dat-
ing” motivation is a conceptually simple use of this technol-
ogy, i.e., persons or groups of people who are anticipated to be



US 2013/0178277 Al

socially compatible are motivated to migrate to certain loca-
tions, this may also be useful for facilitating business rela-
tionships and the like.

[0018] The location system in the portable terminal may
also be used to facilitate food and/or beverage service, so that
a waitperson can readily locate a patron, even if they have
relocated between placing an order and receiving it. Further,
the terminal may be used to place orders directly, which can
then be delivered to the patron wherever he or she may be.
[0019] A casino may, for various reasons, seek to have
patrons in various locations as part of a promotion, or indeed
to distribute the crowd in a desired fashion. For example, an
occupancy algorithm may determine that one region of a
casino is overcrowded, and thus generating suboptimal rev-
enues, while another is “dead”, and not attracting new
patrons. The terminal may therefore provide motivation for
some or all patrons to relocate, either directly or gradually, to
different locations, until an optimal distribution is detected or
achieved. This “yield management system” may use tradi-
tional optimization techniques, or those specifically adapted
for this purpose. It is noted that the optimization algorithm
may employ a neural network or other adaptive algorithm, for
example using a genetic algorithm to explore the optimization
space. After optimization criteria are established, a more tra-
ditional control algorithm with predetermined function may
be implemented, or at least dominate, the response of the
system. In fact, each establishment may have different target
parameters for optimization, and indeed may present a differ-
ent value function for outcome. Thus, some establishments
may value sales at storefronts in a mall area higher than
others, or likewise may have different time-weighted valua-
tions, vaguely analogous to financial discount rates. That is,
some establishments may seek immediate revenues more
urgently than others, which value deferred revenues or repeat
customers. Likewise, in some venues, such as a comedy show,
under-occupancy defeats the value for all, and therefore it
may be of interest to the establishment to motivate patrons to
attend an event, even if this interrupts gaming (gambling).
Thus, another embodiment provides a messaging gateway for
communication with a patron, independent of a game, with or
without incentives for action. The incentive may be a part of
a game, an option within a game, or a non-gaming function,
such as a “comp”.

[0020] It is noted that, by practice or by law, certain areas
within a casino may be unavailable for gaming. The portable
terminal may implement such restrictions using its location
sensor. If a portable terminal is outside of a predetermined
area, the gaming functions may be deactivated, and, for
example, be replaced with non-gaming functions. For
example, a similar program may be activated which does not
permit betting, but otherwise allows play. Further, gambling
may be limited to certain subpopulations, such as those over
age 21. A camera or other biometric sensor within the device
may be active to limit use to a pre-authorized person, and thus
limit or prohibit transfer or loan to another, unauthorized
person. In the case of a camera, an automated facial recogni-
tion algorithm may be used to authenticate the user. Alter-
nately, fingerprints, iris scans, or other biometric indicia may
be employed. In an unauthorized case (e.g., use by a minor),
the gambling functions may be deactivated, but optionally
non-gambling functions may remain active.

[0021] While in a preferred implementation, the odds of
winning the game are unaffected by the location, other imple-
mentations do permit a change in the odds, or additional win
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opportunities, depending on location. There may be other
differences associated with various locations. For example,
the “comp points” used to reward frequent gamblers may be
different for different locations. Likewise, there may be other
promotions linked to particular locations, providing an incen-
tive for users (gamblers) to situate themselves in a particular
location or set of locations. The incentives may vary over
time, thereby encouraging users to move to different loca-
tions.

[0022] In a casino environment, this provides at least three
advantages. First, because the rules of the game are different
than other games, there is a novelty factor, which maintains
the interest of the player. Second, the location-relevance of
the system makes it more likely that players will stay within
the same venue, and not stray to competing venues. Third, the
ability to promote locations within the venue provides the
ancillary benefit of co-promoting internal businesses within
the venue.

[0023] It is noted that the graphics displayed on the termi-
nal, either ancillary or integral to the game, may be location
dependent. Thus, the “skin” on the user interface may differ
based on location information. Further, the graphic differ-
ences may relate to functional differences, such as alocation-
specific function or incentive.

[0024] Another embodiment is the ability to replace the
traditional symbols, such as numbers or playing cards, with
location icons, or even images (static or dynamic) of loca-
tions.

[0025] A further embodiment is to provide an enhanced
play mode for mobile gaming terminals, which is not nor-
mally found in gaming devices, e.g., a location input as a
relevant factor or independent input in a gaming environment.

[0026] A still further embodiment provides that a location
corresponds to a wager. Thus, in a similar fashion that certain
areas of a casino floor have gambling machines with different
wager amounts, and different tables have varying bid ranges,
the terminals can also implement such regional differentia-
tion. This facilitates an establishment’s efforts to maintain
certain “high roller” areas, by limiting patrons from placing
locationally inappropriate wagers. This, in turn, may improve
the comfort of players and thus their willingness to continue
playing for extended periods.

[0027] The portable terminal may also interact with a table
or machine in which it is in proximity. Thus, a patron may
wager either on a table directly using chips, or using the
terminal. The terminal, in turn, responds to the play on the
table. If a patron wishes to play a different game, he or she
simply relocates proximate to a different gaming table. It is
noted that for this application, short range communications,
such as magnetic (H) fields, are preferred, since in a crowded
casino there may otherwise be ambiguity as to the intended
location of the terminal.

[0028] While a mobile gaming terminal may be self-con-
tained and self-sufficient (and thus implement the game play
internally), typically, the system includes a gaming server
communicating with the mobile gaming terminals through a
wireless network, which may implement the game play and
communicate with the terminal as a human interface device.
The wireless network is typically a short-range digital com-
munication system which operates in unlicensed spectrum,
e.g., 900 MHz, 2.4 GHz, and/or 5.8 GHz, and is preferably an
infrastructure mode 802.11g and/or 802.11a, wherein a plu-
rality of access points are distributed around the property.
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[0029] The mobile gaming terminal may also provide a
social mode, in which terminals communicate with each
other. For example, a private poker game or other private
game may be implemented in such a manner. Public games
may also be implemented, such as progressive slot machines
and the like, but more typically an interterminal communica-
tion scheme is implemented for purely social reasons, and not
related to game play, since the game play (other than in private
games) is typically tightly controlled by the venue.

[0030] The mobile gaming communication device is oper-
able to transmit and receive gaming information to and from
the gaming server via the wireless network. A location of the
gaming communication device on the property may be deter-
mined based upon a signal received by a plurality of access
points from the mobile gaming communication device, using
network-based location techniques. Based upon the location
of the gaming communication device on the property, a pre-
determined functionality of the gaming communication
device may be enabled, or the location may represent a vari-
able input into a gaming function.

[0031] In another embodiment, the method for wireless
gaming with location determination includes providing a
wireless network comprising a plurality of signal detection
devices, the wireless network at least partially covering the
property; receiving at the plurality of signal detection devices
a signal from at least one wireless communication device;
determining a location of the at least one wireless communi-
cation device based upon the signal received by the plurality
of signal detection devices; and moditying, or controlling a
predetermined functionality of the wireless communication
device based upon the location of the wireless communica-
tion device. This functionality is preferably a parameter in a
gaming function, though as discussed above other alternates
exist.

[0032] Another embodiment employs location information
to limit the functionality of the gaming device. For example,
the device may be inoperative when located off site or in
prohibited zones. Likewise, certain rooms or areas may be
off-limits or unavailable during certain times; for example,
portable gaming devices may be inoperative in the nightclub
during a show. Likewise, in a finer restaurant, the portable
gaming devices may be inoperative. Further, public rest
rooms may also be unavailable as gaming locations. As dis-
cussed above, a gaming device may optionally limit wagering
capability in dependence on location, but still permit game
play.

[0033] Instead of completely limiting operation, available
modes of operation may be altered in dependence on location.
For example, in some locations, sound effects may be limited
or excluded. On the casino floor, it may be appropriate to
control which games may be played at certain locations, e.g.,
no electronic roulette near the roulette table. As discussed
above, the device may have controlled social groupings, so
that, for example, when near a certain location, such as the
roulette table, it may join that game, but no other.

[0034] In many cases, the relevant location is a room or
room region. Advantageously, a communications infrastruc-
ture access point may be limited in range to that region, for
example by RF shielding, antenna design, and antenna loca-
tion. Even if unambiguous location based on a single in-range
access point, or antenna is not possible, network based loca-
tion technologies (using multiple access points) may be used
to triangulate or estimate the location. GPS technology may
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also be employed, although in a relatively small, static envi-
ronment, it is generally not necessary and may be subject to
interference.

[0035] A technical advantage of particular embodiments
may include the ability to enable or disable different func-
tionalities of'a wireless communication device based upon the
location of the device on a property. For example, the gam-
bling functionality of the device may be disabled when the
device is located in a hotel room at a casino, but enabled when
the device is located in other parts of the casino.

[0036] Anembodiment also provides the ability to commu-
nicate information to the user of the wireless communication
device in dependence on the location of the device. For
example, a user may be sent a message tailored to the user’s
location on property, such as information about events occur-
ring elsewhere on the property and directions to those events.
Likewise, reservations may be made through the device, and
patrons informed when their reservation is available. This, in
turn, can limit lines and time lost waiting in lines at various
locations, such as restaurants.

[0037] Other technical advantages may be readily apparent
to one skilled in the art from the following figures, descrip-
tions, and claims. Moreover, while specific advantages have
been enumerated above, various embodiments may include
all, some, or none of the enumerated advantages, and embodi-
ments may have other advantages not specifically discussed
herein.

[0038] A distributed gaming system enables participants to
engage in gaming activities from remote and/or mobile loca-
tions. The possible gaming activities include gambling, such
as that provided by casinos. Gambling activities may include
any casino-type gambling activities including, but not limited
to, slot machines, video poker, table games (e.g., craps, rou-
lette, blackjack, pai gow poker, Caribbean stud poker, bac-
carat, etc), and the wheel of fortune game, keno, sports bet-
ting, horse racing, dog racing, jai alai, and other gambling
activities. The gaming activities can also include wagering on
any type of event. Events can include, for example, sporting
events, such as horse or auto racing, and athletic competitions
such as football, basketball, baseball, golf, etc. Events can
also include such things that do not normally involve wager-
ing. Such events may include, without limitation, political
elections, entertainment industry awards, and box office per-
formance of movies. Gaming can also include non-wagering
games and events. Gaming can also include lotteries or lot-
tery-type activities such as state and interstate lotteries. These
can include all forms of number-selection lotteries, “scratch-
off” lotteries, and other lottery contests. The gaming system
may be implemented over a communications network such as
acellular network or a private wireless. Examples of the latter
include WiFi (IEEE 802.11x), and WiMax (IEEE 802.16x)
networks, as well as proposals within IEEE-802.20 working
group. In one embodiment, the gaming system communica-
tions network is entirely independent of the Internet. In
another embodiment, the gaming system operation makes
minimal use of the Internet, such that only information for
which there are no security issues is transmitted via the Inter-
net and/or information may be encrypted. Likewise, virtual
private network (VPN) technologies may be used to provide
security when employing public networks, and to secure
wireless communications regardless of network type.

[0039] According to one embodiment, the communications
network enables players to participate in gaming from remote
locations (e.g., outside of the normal gaming area of a casino).
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Also, the system may enable players to be mobile during
participation in the gaming activities. Preferably, the system
has a location verification or determination feature, which is
operable to permit or disallow gaming from a remote location
depending upon whether or not the location meets one or
more criteria. The criterion may be, for example, whether the
location is within a pre-defined area in which gaming is
permitted by law.

[0040] As shown in FIG. 1, for example, gaming system 10
includes at least one user 12. The system may include addi-
tional users such that there is a second user 14. Multiple users
may access a first gaming system 10, while other multiple
users access a second gaming system (not shown) in commu-
nication with first gaming system 10. The system may, for
example, have redundant servers and fail-safe operation, to
prevent disruptions in play and to assure outcome is not
altered by a single point of failure or disruption. Users 12 and
14 preferably access system 10 by way of a gaming commu-
nication device 13. Gaming communication device 13 may
comprise any suitable device for transmitting and receiving
electronic communications. Examples of such devices
include, without limitation, mobile phones, personal data
assistants (PDAs), computers, mini-computers, etc. An
example of a potentially suitable device is a Sony Playstation
Portable (PSP) device, which includes both 802.11b commu-
nications and IrDA, which allows localization based on net-
work-based technologies. A GPS device may also be used
with the PSP, to provide geolocation capability. An RF-1D tag
may be provided in conjunction with the communication
device 13 to allow external localization by local RF-ID read-
ers.

[0041] Gaming communication devices 13 transmit and
receive gaming information to and from communications
network 16. Gaming information is also transmitted between
network 16 and a computer 18, such as a server, which may
reside within the domain of a gaming service provider 20. The
location of computer 18 is not critical, however, and computer
18 may reside adjacent to or remote from the domain of
gaming service provider 20. Moreover, in certain embodi-
ments, a gaming service provider is not required. The com-
puter 18 and/or gaming service provider 20 may reside
within, adjacent to, or remote from a gaming provider (not
shown in FIG. 1). The gaming provider may be an actual
controller of games, such as a casino. As an example, a gam-
ing service provider may be located on the grounds of a casino
and the computer 18 may be physically within the geographic
boundaries of the gaming service provider. As discussed,
however, other possibilities exist for remote location of the
computer 18 and the gaming service provider 20. Computer
18 may function as a gaming server. Additional computers
(not expressly shown) may function as database management
computers and redundant servers, for example.

[0042] Preferably, application software resides on both the
gaming communication device 13 and the computer 18. Soft-
ware resident on gaming communication device 13 is prefer-
ably operable to present information corresponding to gam-
ing activities (including gambling and non-gambling
activities discussed herein) to the user. The information
includes, without limitation, graphical representations of
objects associated with the activities, and presentation of
options related to the activities and selectable by the user. The
gaming communication device software is also preferably
operable to receive data from the computer and data input by
the user. Software resident on the computer is preferably able
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to exchange data with the gaming communication device,
access additional computers and data storage devices, and
perform all of the functions described herein as well as func-
tions common to known electronic gaming systems. It is
noted that player identification cards are generally not
required, since the gaming communication device 13 is pre-
registered to a user. However, in an environment where the
user of the gaming communication device 13 is subject to
change, user identification, such as a card reader or token
identification device, may be employed. Alternately, a logical
user identification, such as username and password, may be
used to identify a user.

[0043] Gaming information transmitted across network 16
may include any information, in any format, which is neces-
sary or desirable in the operation of the gaming experience in
which the user participates. As discussed above, the same
system and infrastructure may be used to deliver non-gaming
information as well. The information may be transmitted in
whole, or in combination, in any format including digital or
analog, text or voice, and according to any known or future
transport technologies, which may include, for example,
wireline or wireless technologies. Wireless technologies may
include, for example, licensed or license-exempt technolo-
gies. Some specific technologies which may be used include,
without limitation, Code Division Multiple Access (CDMA),
Global System for Mobile Communication (GSM), General
Packet Radio Service (GPRS), WiFi (802.11x), WiMax (802.
16%), Public Switched Telephone Network (PSTN), Digital
Subscriber Line (DSL), Integrated Services Digital Network
(ISDN), or cable modem technologies. These are examples
only, and one of ordinary skill will understand that other types
of communication techniques are within the scope of the
embodiments. Further, it will be understood that additional
components may be used in the communication of informa-
tion between the users and the gaming server. Such additional
components may include, without limitation, lines, trunks,
antennas, switches, cables, transmitters, receivers, comput-
ers, routers, servers, fiber optical transmission equipment,
repeaters, amplifiers, etc. It is noted that wireline communi-
cations typically do not present location ambiguity, and there-
fore the location of a wireline connection may be simply
mapped. On the other hand, wireless communications typi-
cally do not impose strict location limits, and therefore deter-
mining a terminal location requires additional information.

[0044] In at least one embodiment, the communication of
gaming information takes place without involvement of the
Internet, i.e., through a local area network, or an intranet, or
other private network. However, in certain embodiments, a
portion of the gaming information may be transmitted over
the Internet. Also, some or all of the gaming information may
be transmitted partially over an Internet communications
path. In certain embodiments, some information is transmit-
ted entirely or partially over the Internet, but the information
is either not gaming information or is gaming information that
does not need to be maintained secretly. For instance, data
that causes a graphical representation of a table game on the
user’s gaming communication device might be transmitted at
least partially over the Internet, while wagering information
transmitted by the user might be transmitted entirely over a
non-Internet communications network or a virtual private
network.

[0045] According to one embodiment, as shown in FIG. 2
for example, the communications network comprises a cel-
Iular network 22. Cellular network 22 comprises a plurality of
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base stations 23, each of which has a corresponding coverage
area 25. Base station technology is generally known and the
base stations may be of any type found in a typical cellular
network. The base stations may have coverage areas that
overlap. Further, the coverage areas may be sectorized or
non-sectorized. The network also includes mobile stations
24, which function as the gaming communication devices
used by users to access the gaming system and participate in
the activities available on the gaming system. Users are con-
nected to the network of base stations via transmission and
reception of radio signals. The communications network may
also include at least one voice/data switch, which is prefer-
ably connected to the wireless portion of the network via a
dedicated, secure landline. The communications network
also includes a gaming service provider, which is likewise
connected to the voice/data switch via a secure landline or
encrypted secure communications channel. The voice/data
switch may be connected to the wireless network of base
stations via a mobile switching center (MSC), for example
and the landline may be provided between the voice/data
switch and the MSC.

[0046] Users access the gaming system by way of mobile
stations which are in communication with, and thus part of,
the communications network. The mobile station may be any
electronic communication device that is operable in connec-
tion with the network as described. For example, in this
particular embodiment, the mobile station may comprise a
cellular telephone. Preferably, such a phone is equipped with
GPS, although other technologies may be used to determine
its location as required.

[0047] Preferably, in the case of a cellular network for
example, the gaming system is enabled through the use of a
private label carrier network. Each base station is pro-
grammed by the cellular carrier to send and receive private
secure voice and/or data transmissions to and from mobile
station handsets. The handsets are preferably pre-pro-
grammed with the carrier’s authentication software, and may
also be preprogrammed with gaming software, or download
the gaming software on demand or as needed. The base sta-
tions communicate, for example, via private T1 lines to a
switch. A gaming service provider may lease a private T1 or
T3 line, which routes the calls back to gaming servers con-
trolled by the gaming service provider. The base stations may
also be part of a public network, and thus non-dedicated,
using virtual private network technology for security. The
cellular phones may be proprietary designs, provided by the
venue specifically for this use, or simply existing cellular
phones owned by patrons. Encryption can be installed or
employed on the telephones as desired and/or if required by a
gaming regulation authority, such as a gaming commission.
[0048] The cellular network may thus be a private, closed
system. Mobile stations communicate with base stations and
base stations are connected to a centralized switch located
within a gaming jurisdiction. At the switch, voice calls are
transported either locally or via long distance. Specific ser-
vice provider gaming traffic is transported from the central
switch to a gaming server at a host location, which can be a
casino or other location. The voice network may be used to
provide a concierge service to patrons, for normal telephony
communicating with a cellular carrier network, the PSTN or
a VOIP network, or a proprietary network.

[0049] In a dedicated private network implementation, as
subscribers launch their specific gaming application, the
handset will only talk to certain base stations with cells or
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sectors that have been engineered to be wholly within the
gaming jurisdiction. For example, if a base station is close
enough to pick up or send a signal across state lines, it will not
be able to communicate with the device. When a customer
uses the device for gaming, the system may prohibit, if
desired, the making or receiving voice calls. Moreover, voice
can be eliminated entirely if required. Further, the devices are
preferably not allowed to “connect” to the Internet. This
ensures a high level of certainty that bets/wagers originate
and terminate within the boundaries of the gaming jurisdic-
tion and the “private” wireless system cannot be circum-
vented or bypassed. Although in certain embodiments some
data and/or voice traffic may be communicated at least par-
tially over the Internet, it is preferred that the communication
path does not include the Internet. Alternatively, in some
embodiments, certain non-gaming information may be trans-
ported over a path which includes the Internet, while other
information relating to the gaming activities of the system is
transported on a path that does not include the Internet.
[0050] Inanon-dedicated public network implementation,
a location sensor on the phone, or a network-based location
system to determine the location of the phone, permits accu-
rate determination of the phone location. The phone may be
loaded with an application which checks the program
memory of the phone, or operational registers, to ensure that
no unauthorized software is concurrently executing which
would bypass or circumvent security measures. Communica-
tions are encrypted using a protocol which prevents a third
party from comprehending or altering communications in
progress. Likewise, the protocol authenticates the phone and/
or user.

[0051] As shown in FIG. 3, a gaming communication
device 32 is in communication with a gaming service pro-
vider over a network 34. The gaming service provider pref-
erably has one or more servers, on which are resident various
gaming and other applications. As shown in FIG. 3, some
example gaming applications include horse racing and other
sports, financial exchange, casino and/or virtual casino, enter-
tainment and other events exchange, and news and real time
entertainment. Each of these applications may be embodied
in one or more software modules. The applications may be
combined in any possible combination. Additionally, it
should be understood that these applications are not exhaus-
tive and that other applications may exist to provide an envi-
ronment to the user that is associated with any of the
described or potential activities.

[0052] In another embodiment, as shown in FIG. 4, for
example, the communications network comprises a private
wireless network. The private wireless network may include,
for example, an 802.11x (WiF1) network technology to cover
“Game Spots” or “Entertainment Spots.” In FIG. 4, various
WiFi networks are indicated as networks 41. Networks 41
may use other communications protocols to provide a private
wireless network including, but not limited to, 802.16x
(WiMax) technology. Further, networks 41 may be intercon-
nected. Also, a gaming system may comprise a combination
of'networks as depicted in FIG. 4. For example, there is shown
a combination of private wireless networks 16, a cellular
network comprising a multi-channel access unit or sectorized
base station 42, and a satellite network comprising one or
more satellites 46.

[0053] With respect to the private wireless network,
because the preferable technology covers smaller areas and
provides high-speed throughput, the private wireless network
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is particularly well-suited for gaming commission needs of
location and identity verification for the gaming service pro-
vider products. The gaming spots enabled by networks 41
may include a current casino area 48, new areas such as
swimming pools, lakes or other recreational areas 49, guest
rooms and restaurants such as might be found in casino 48 or
hotels 45 and 47, residential areas 40, and other remote gam-
ing areas 43. The configuration of the overall gaming system
depicted in FIG. 4 is intended only as an example and may be
modified within the scope of the embodiment.
[0054] In one embodiment, the system architecture for the
gaming system includes:
[0055] (1) a wireless LAN (Local Access Network) com-
ponent, which comprises, for example, 802.11x (WiFi) and/
or 802.16x WiMax technologies; robust security and authen-
tication software; gaming software; mobile carrier approved
handsets with Linux®, Windows® or Symbian® operating
systems integrated within; and
[0056] (a) CDMA-technology thatis secure for over-the-
air data protection;
[0057] (b)atleast two layers of user authentication, (that
provided by the mobile carrier and that provided by the
gaming service provider);

[0058] (c) compulsory tunneling (static routing) to gam-
ing servers;
[0059] (d)end-to-end encryption at the application layer;
and
[0060] (e) state-of-the-art firewall and DMZ technolo-
gies;
[0061] (2) an MWAN (Metropolitan Wireless Access Net-

work), which consists of licensed and license-exempt, point-
to-point links, as well as licensed and license-exempt, point-
to-multi-point technologies;

[0062] (3) private MAN (Metropolitan Access Network)
T1 and T3 lines to provide connectivity where wireless ser-
vices cannot reach; and

[0063] (4)redundant private-line communications from the
mobile switch back to the gaming server.

[0064] Each ofthe “Game Spots” or “Entertainment Spots”
is preferably connected via the MWAN/MAN back to central
and redundant game servers. For accessing the private wire-
less networks 41, the gaming communication devices are
preferably WiFi- or WiMax-enabled PDAs or mini-laptops,
and do not have to be managed by a third-party partner.
[0065] Preferably, the gaming system includes a location
detection and/or verification feature, which is operable to
permit or disable gaming from a remote location depending
upon whether or not the location meets one or more criteria.
The criterion may be, for example, whether the location is
within a pre-defined area in which gaming is permitted by
law. As another example, the criterion may be whether the
location is in a no-gaming zone, such as a school. The location
verification technology used in the system may include, with-
out limitation, “network-based” and/or “satellite-based”
technology. Network-based technology may included such
technologies as multilateration, triangulation and geo-fenc-
ing, for example. Satellite-based technologies may include
global positioning satellite (GPS), GLONASS and/or Galileo
technology, for example.

[0066] As previously discussed, the cellular approach pret-
erably includes the use of at least one cellular, mobile, voice
and data network. For gaming in certain jurisdictions, such as
Nevada for example, the technology may involve triangula-
tion, global positioning satellite (GPS) technology, and/or
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geo-fencing to avoid the potential for bets or wagers to be
made outside Nevada state lines. In one embodiment, the
network would not cover all of a particular jurisdiction, such
as Nevada. For instance, the network would not cover areas in
which cellular coverage for a particular base station straddled
the state line or other boundary of the jurisdiction. This is
done in order to permit the use of location verification to
insure against the chance of bets originating or terminating
outside of the state. Triangulation may be used as a method
for preventing gaming from unapproved locations. Triangu-
lation may be accomplished, for example, by comparing the
signal strength and/or time-of-flight from a single mobile
station received at multiple base stations, each having GPS
coordinates. This technology may be used to pinpoint the
location of a mobile station. A hybrid network-satellite loca-
tion system may also be employed, in which partial informa-
tion is derived from each of the network and an orbiting
satellite. The location can then be compared to a map or other
resource to determine whether the user of the mobile station
is in an unapproved area, such as a school. Alternatively, GPS
technology may be used for these purposes.

[0067] Instead of simply using the location criteria as a
filter, to validate used of the device, the location may also be
used as an input to a gaming function. For example, the
location may define a game to be played, a play option within
a game, and/or a wager. Further, the determined location may
determine or alter a result, such as a payoft rate, an additional
win option, and/or “comp” status.

[0068] As shown in FIG. 5, the gaming system includes a
plurality of gaming communication devices 54, 55, and 56.
Device 54 is located outside the gaming jurisdiction 58.
Devices 55 and 56 are both located inside gaming jurisdiction
58. However only device 56 is located within geo-fence 57,
which is established by the coverage areas of a plurality of
base station 53. Thus, geo-fencing may be used to enable
gaming via device 56 but disable or limit or control features of
gaming via devices 54 and 55. Even though some gaming
communication devices that are within the gaming jurisdic-
tion 58, such as device 55, are not permitted access to the
gaming system, the geo-fence 57 ensures that no gaming
communication devices outside jurisdiction 58, such as
device 54, are permitted access. Within the geo-fence 57,
device 56 may use the location information as a variable input
for a location-dependent gaming function.

[0069] Geo-fencing does not specify location. Rather, it
ensures that a mobile station is within certain boundaries. For
instance, geo-fencing may be used to ensure that a mobile
station beyond state lines does not access the gaming system.
Triangulation on the other hand specifies a pinpoint, or near-
pinpoint, location. For example, as shown in FIG. 5, device 56
is triangulated between three of the base stations 53 to deter-
mine the location of device 56. Triangulation may be used to
identify whether a device, such as a mobile station, is located
in a specific spot where gambling is unauthorized (such as, for
example, a school). Triangulation may also be used to deter-
mine the location of the device 56 within a permitted venue,
to prove location dependent gaming features. Preferably, the
location determination technology utilized in conjunction
with the present embodiment meets the Federal Communica-
tion Commission’s (FCC’s) Phase 2 E911 requirements.
Geological Institute Survey (GIS) mapping may also be uti-
lized to compare identified coordinates of a gaming commu-
nication device with GIS map features or elements to deter-
mine whether a device is in an area not authorized for gaming.
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Itshould be noted that any type of location verification may be
used such as triangulation, geo-fencing, global positioning
satellite (GPS) technology, or any other type of location deter-
mining technology, which can be used to ensure, or provide
an acceptable level of confidence, that the user is within an
approved gaming area, and to provide an indication of where
within an approved gaming area the user is located.

[0070] In another embodiment, location verification is
accomplished using channel address checking or location
verification using some other identifying number or piece of
information indicative of which network or portion of a net-
work is being accessed by the gaming communication device.
Assuming the use of an identifying number for this purpose,
then according to one method of location checking, as an
example, a participant accesses the gaming system via a
mobile telephone. The identifying number of the mobile tele-
phone, or of the network component being accessed by the
mobile telephone, identifies the caller’s connection to the
mobile network. The number is indicative of the fact that the
caller is in a defined area and is on a certain mobile network.
A client application may be resident on the mobile telephone
to communicate this information via the network to the gam-
ing service provider’s server. In a related embodiment, the
identifying number or information is passed from a first net-
work provider to a second network provider. For example, a
caller’s home network may be that provided by the second
provider, but the caller is roaming on a network (and in a
jurisdiction) provided by the first provider. The first provider
passes the identifying information through to the second pro-
vider to enable the second provider to determine whether the
caller is in a defined area that does or does not allow the
relevant gaming activity as a predicate, and to determine the
user’s location to provide location based services, such as
location-dependent gaming functions where permitted. Pref-
erably the gaming service provider either maintains, or has
access to, a database that maps the various possible world-
wide mobile network identifying numbers to geographic
areas. The embodiment contemplates using any number or
proxy that indicates a network, portion of a network, or net-
work component, which is being connected with a mobile
telephone. The identifying number may indicate one or more
of'a base station or group of base stations, a line, a channel, a
trunk, a switch, a router, a repeater, etc. It is noted that while
this discussion nominally focuses on a phone within a public
network environment, this technique is also applicable to a
proprietary or non-telephone device within a wireless net-
work infrastructure, such as a WiFi network within a casino
communicating with gaming devices.

[0071] In another embodiment, when the user connects his
mobile telephone to the gaming server, the gaming server
draws the network identifying information and communi-
cates that information to the gaming service provider. The
software resident on the gaming communication device may
incorporate functionality that will, upon login or access by the
user, determine the user’s location (based at least in part on
the identifying information) and send a message to the gam-
ing service provider. The identifying number or information
used to determine location may be country-specific, state-
specific, town-specific, or specific to some other definable
boundaries.

[0072] Inconnectionwith any of the location determination
methods, the gaming system may periodically update the
location determination information. This may be done, for
example, during a gaming session, at pre-defined time inter-

Jul. 11,2013

vals to ensure that movement of the gaming communication
device to an unauthorized area is detected during play, and not
just upon login or initial access.

[0073] Thus, depending on the location determination tech-
nology being used, the decision whether to permit or prohibit
a gaming activity, and how permitted gaming activity is con-
ducted, may be made at the gaming communication device, at
the gaming server, or at any of the components of the tele-
communication network being used to transmit information
between the gaming communication device and the gaming
server (such as at a base station, for example).

[0074] An embodiment of the private wireless network
related to preventing gaming in unauthorized areas is the
placement of sensors, such as Radio Frequency Identification
(RFID) sensors on the gaming communication devices. The
sensors may, for example, trigger alarms if users take the
devices outside the approved gaming areas, or otherwise
facilitate location-based features of the devices. Further, the
devices may be “tethered” to immovable objects. Users might
simply log in to such devices using their ID and password.
[0075] In particular embodiments, the gaming system may
also include the ability to determine the location of the gam-
ing communication device within a larger property, such as a
casino complex. This may allow certain functionalities of the
device to be controlled based upon the location of the device
within the property. For example, government regulations
may prohibit using the device to gamble from the guest rooms
of'a casino complex. Therefore, particular embodiments may
include the ability to determine the location of the device
within the property and then disable the gambling function-
ality of the device from a guest room, or other area where
gambling is prohibited. FIG. 6 illustrates an example of a
wireless gaming system in which the location of a gaming
communication device 604 may be determined in accordance
with a particular embodiment.

[0076] Asshown in FIG. 6, a wireless gaming system com-
prises a wireless network that at least partially covers casino
complex 600 in which one or more gaming communication
devices 604 may be used to participate in a variety of gaming
activities. Preferably, the wireless network comprises at least
three signal detection or transmission devices 602, although
particular embodiments may include fewer or greater than
three signal detection devices and still fall within the teach-
ings of the embodiment. As shown in FIG. 6, the wireless
network comprises four signal detection or transmission
devices 602, each located at one corner of casino complex
600. In particular embodiments, these signal detection
devices may comprise wireless access points, wireless rout-
ers, wireless base stations, satellites, or any other suitable
signal detection or transmitting devices, or combination
thereof. Furthermore, although signal detection or transmis-
sion devices 602 are illustrated as being located on the bound-
aries of casino complex 600, signal detection or transmission
devices 602 may be located anywhere inside or outside of
casino complex 600, provided the signal detection or trans-
mission devices 602 are operable to transmit or receive sig-
nals with a gaming communication device 604 inside casino
complex 600. In particular embodiments, signal detection or
transmission devices 602 may also be used to transmit, as well
as receive, signals to gaming communication device 604.
[0077] In particular embodiments, casino complex 600
may be divided into one or more zones 608, which represent
different areas of the casino complex, such as the lobby, guest
rooms, restaurants, shops, entertainment venues, virtual or
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real gambling parlors and pool areas. For example, as shown
in FIG. 6, zone 608a may correspond to the casino lobby, zone
6085 may correspond to guest rooms, zone 608¢ may corre-
spond to restaurants, and zone 6084 may correspond to the
gaming floor of the casino. Each zone 608 may be further
divided into one or more sub-zones 606, each specifying a
particular location within zone 608. Typically, sub-zones 606
are arranged in a grid formation, each sub-zone 606 having a
uniform size. In some embodiments, each sub-zone may
comprise 9 square feet (i.e., 3 feet by 3 feet). In other embodi-
ments, each sub-zone may comprise 100 square feet (i.e., 10
feet by 10 feet). Generally, the choice of the size of an area
covered by a sub-zone may depend on administrator prefer-
ences, technical limitations of the wireless network, and gov-
ernmental regulations, as well as other considerations. Sub-
zones may also be overlapping, i.e., a zone may be 5 feet in
diameter, with a location of a device statistically allocated to
one sub-zone based on its probability of being within that
zone as compared with neighboring sub-zones, even though
the raw data reveals some ambiguity as to the precise location.
[0078] Particular embodiments may use this mapping of
casino complex 600 into a plurality of zones 608 and sub-
zones 606 to determine the location of gaming communica-
tion device 604 within the complex. Generally, these embodi-
ments utilize the signal received by signal detection or
transmitting devices 602 from gaming communication device
604 to determine the location of the device

[0079] In particular embodiments, the location of gaming
communication device 604 may be determined based upon
the strength of the signal received by or from each signal
detection or transmitting device 602 to or from device 604. In
particular embodiments, this may be accomplished using a
Received Signal Strength Indication (RSSI) value or any
other suitable indication of signal strength. Generally, the
closer a sub-zone 606 is to a signal detection or transmitting
device 602, the stronger the signal the signal detection device
will receive from a gaming communication device located in
that sub-zone. Therefore, given a plurality of signal strength
readings taken from different points in the casino complex
(i.e., signal detection devices 602), these different signal
strength readings may be used to determine the location of the
device. A time-of-flight calculation alone, or in combination
with the received signal strength, may also be used to deter-
mine a distance from each the signal detection or transmitting
device 602 to or from device 604.

[0080] With this in mind, each sub-zone 606 of casino
complex 600 may be associated with a reference set of signal
strengths received by the signal detection devices from a
device located in that particular sub-zone. Typically, these
values are generated, and periodically recalibrated, by taking
a reference reading from a gaming communication device
located that sub-zone 606. After each sub-zone 606 is asso-
ciated with a reference set of signal strengths, these reference
signal strengths may be compared with the signal strengths
received by the signal detection devices from a gaming com-
munication device. Since each sub-zone has a set of signal
strengths, this comparison may be used to identify the par-
ticular zone in which the gaming communication device is
located.

[0081] In another embodiment, the location of gaming
communication device 604 may be determined based upon an
elapsed time between the transmission of the signal from
device 604 and the receipt of the signal by each signal detec-
tion or transmitting device 602. In particular embodiments,
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this elapsed time may be determined based on a Time Differ-
ence of Arrival (TDOA), or any other suitable technology. As
before in the case of signal strengths, each sub-zone 606 may
be associated with a predetermined, or reference, set of
elapsed times from transmission to receipt of a signal from or
to a gaming communication device. This set of elapsed times
will be different for each sub-zone of the casino complex, as
the time it takes a signal to reach each signal detection device
will depend on the proximity of the sub-zone to each base
station. By comparing the time from transmission to receipt
of a signal received by the signal detection devices from a
gaming communication device, the sub-zone in which the
device is located may be determined.

[0082] Once the location of the gaming communication
device has been determined, particular embodiments may
then enable and/or disable, or control particular functions of
the device based on this determination. For example, as men-
tioned previously, particular embodiments may disable the
gaming communication device’s gambling functionality
from a user’s guest room, while still allowing the user to use
other device functions, such as purchasing merchandise or
services, or buying tickets to an entertainment event. Once the
user leaves his or her guest room, the gambling functionality
of the gaming communication device may be enabled, and
optionally location-dependent within the permitted areas.
Similarly, particular embodiments may prevent the gaming
communication device from being used to make financial
transactions from the casino floor. Once the user leaves the
casino floor, such functionality may be enabled. Similarly,
other functionalities of the gaming communication device
may be enabled or disabled or controlled based upon the
location of the device within the property in accordance with
various embodiments.

[0083] In particular embodiments, the various functional-
ities of the gaming communication device may be controlled
or influenced based upon the zone 608 in which the device is
located. In such an embodiment, each zone 608 of the casino
complex may be associated with a set of allowed activities
and/or parameters to be used as inputs in a gaming function.
For example, the “lobby” zone 608a of the casino complex
may have all activities allowed, with a “lobby”-specific gam-
ing motif, while the “guest room” zone 6085 of the property
may have all activities allowed except gambling. Based upon
the gaming communication device’s location, the functional-
ity of the gaming communication device may be limited to the
set of allowed activities for the zone in which the device is
located, and of the allowed activities, some or all may be
controlled using the location as a relevant input to the gaming
function. As the gaming communication device travels from
zone to zone, ore sub-zone to sub-zone, the location of the
device may be re-determined, and the functionality of the
device may be updated to reflect the location-specific param-
eters for the zone or sub-zone in which the device is now
located.

[0084] Particular embodiments may also use the location
determination to send location-specific information to the
gaming communication device. For example, a reminder that
an entertainment event, the user has tickets to, is about to
begin may be sent to the user’s device if the device (and
therefore the user) is located in a different part of the casino
complex. In another embodiment, a user may be alerted that
the user’s favorite dealer is on the casino floor if the user is
located in his or her guest room.
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[0085] In some embodiments, the location of the gaming
communication device may be used to deliver goods and
services purchased or ordered by the user of the device. For
example, in particular embodiments, the user may purchase
food and beverages using the device. The location of the
device may then be used to deliver the food and beverages to
the user, even if the user relocates to another sub-zone after
placing his or her order.

[0086] The determination of the gaming communication
device’s location may also be used to provide the user with
directions to another part of the casino complex. For example,
a user that is located on the casino floor that wishes to go to a
specific restaurant within the complex may be given direction
based upon his or her location. These directions may then be
updated as the user progresses towards his or her desired
location. In the event the user gets off-course, the location
determination, which may be updated during the user’s travel,
may be used to alert the user they have gotten off-course and
then plot a new course to the desired destination.

[0087] Inlike manner to known automotive navigation sys-
tems, the user may also be guided away from congested areas.
A number of ways of determining congestion are available,
ranging for example from a density of the portable gaming
devices themselves within a zone or sub-zone, to cameras.
Likewise, a user may wish to avoid meeting another person,
and therefore may be guided to avoid meeting that person
incidentally. On the other hand, users may be guided to com-
mon areas to meet people.

[0088] An example method of using a wireless gaming
system to determine the location of a gaming communication
device within a casino complex and then control functionality
based on the location of the device is shown in FIG. 7. FIG. 7
illustrates flowchart 700, which describes a method of loca-
tion determination in accordance with a particular embodi-
ment. Flowchart 700 commences in step 702. After flowchart
700 begins, the wireless network is calibrated in step 704.
Generally, this entails establishing a set of reference values
used to identify each sub-zone of the casino complex or other
property. It is noted that, in some embodiments, this step may
be dispensed with, particularly where the location system
intrinsically provides accurate results. In particular embodi-
ments, these values may include the signal strengths received
by or from each signal detection or transmitting device from
or to a gaming communication device located in that sub-
zone. In other embodiments, these values may include the
elapsed time from transmission to receipt of a signal by the
signal detection devices from or to a gaming communication
device located in the sub-zone. Moreover, in additional
embodiments, these reference values include a combination
of signal strengths and elapsed times from transmission to
receipt of a signal.

[0089] Once the wireless network is calibrated (as neces-
sary), with a set of reference values associated with each
sub-zone of the property, one or more gaming communication
devices may use the wireless network to transmit and receive
information to and from one or more gaming servers. At step
706, the plurality of signal detection devices that comprise the
wireless network receive a signal from a gaming communi-
cation device. The location of this gaming communication
device is determined at step 708. In particular embodiments,
this is accomplished by determining the strength of the signal
received by each signal detection device and comparing this
set of signal strengths to a reference set of signal strengths
determined during calibration, or based on a linear model. In
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other embodiments, the location of the gaming communica-
tion device may be determined by determining the time that
has elapsed between the transmission of the signal from the
gaming communication device and its receipt by each signal
detection device. This set of elapsed times may then be com-
pared to a reference set of elapsed times between transmis-
sion and receipt of a signal for each zone that was determined
during calibration or to a linear model. Based upon the linear
triangulation, or comparison of the reference values deter-
mined during calibration, and the signal received by each
signal detection device, the sub-zone, and therefore zone, in
which the gaming communication device is located, may be
determined.

[0090] At step 710, different functionalities of the gaming
communication device may be controlled or influenced based
upon the zone or sub-zone in which the device is located. In
particular embodiments, each zone or sub-zone is associated
with a set of parameters for game play. For example, a portion
of'a gaming floor may have an old time western saloon motif.
When in that zone, the gaming device displays western-style
graphics, and the games may themselves include theme
appropriate graphics and game rules. The casino operator
may provide an incentive to players to come to this portion of
the floor, for example by providing an extra win opportunity
in a slot machine implementation, or an extra wild card in a
poker game to provide increased odds of winning, or an
advantageous “comp point” determining formula. Likewise,
as the user relocates to other zones or sub-zones within the
casino in which gambling is permitted, the graphic presenta-
tion of the device and/or games presented may change corre-
spondingly. Special rules may apply to table games, as
deemed appropriate by management and permitted by law.
Other functionalities may be controlled as described above in
regard to FIG. 6.

[0091] Since gaming communication devices may be
mobile in accordance with particular embodiments, particu-
lar embodiments periodically re-determine the position of the
device. This allows the user to use the gaming communication
device while carrying the device throughout the property and
have its functionality updated accordingly. Therefore, at step
712, a determination is made whether to repeat the location
determination. This may be performed automatically at set
intervals or upon the occurrence of some event, such as a
request from the user or the receipt of an additional signal
from the device. On the other hand, the infrastructure may
automatically determine device location continuously, or dur-
ing every communication. If the location is to be re-deter-
mined, flowchart 700 returns to step 706, where another sig-
nal is received from the communication device, and its
location and functionality is updated accordingly. If, how-
ever, the location, the flowchart 700 simply terminates at step
714.

[0092] By determining the location of the gaming commu-
nication device within the property, particular embodiments
allow the functionality of the device to be tailored to the
device’s location. Furthermore, location-specific or direc-
tional information may be transmitted to the gaming commu-
nication device based upon the location of the device. This
allows for a more customizable user experience, as well as
allowing gaming administrators to tailor the functionality of
the device based upon the device’s location and any appli-
cable governmental regulations.

[0093] FIG. 8 illustrates a method of operation of a gaming
communication device in accordance with a particular
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embodiment. As previously, software is preferably loaded on
a gaming communication device and is operable to receive
input data for gaming. The input data may originate at asso-
ciated gaming software resident on the gaming server, or it
may be input by the user of the gaming communication
device. The software on the device is operable to present a
representation of a gaming environment. This can include,
among other things, a representation of a table game such as
a blackjack table or a slot machine. Other examples of the
representation of a gaming environment include graphical
representations of any of the other applications described
herein. Preferably, this software receives as input parameters
a position of the device, which is used in conjunction with a
predetermined algorithm or set of rules to influence the game
play or other functionality.

[0094] In the example method shown in FIG. 8, in a first
step 802, the gaming communication device is activated. This
may take place as a function of turning on a phone, PDA, or
other communication device as described elsewhere herein.
Preferably, activation comprises connecting the gaming com-
munication device to a private data network. Part of the acti-
vation includes logging-in at a prompt. This may be consid-
ered as a first level of authentication of a user of the gaming
communication device. A second level of user authentication
comprises authentication of the gaming communication
device itself. This may occur, for example, by authentication
of' a mobile station by a mobile carrier. A third level of user
identification may comprise biometrics. Various examples of
biometrics may include, but are not limited to, fingerprint
identification, photo identification, retina scanning, voice
print matching, etc.

[0095] In a next step 804, the user is presented with the
gaming environment. The gaming environment may be pre-
sented in various stages. For instance, in a first stage, the
gaming environment may comprise a casino lobby where the
user is presented with certain gaming options including, for
example, table games, slots, sports book, video poker, and a
casino cashier. In a subsequent stage, the user may be pre-
sented with optional instances of the type of activity selected
from the casino lobby. The optional instances may, for
example, inform a user that these may be selected by physi-
cally moving to the represented location, or that the graphics
and embodiments of the game change in dependence on the
user’s location.

[0096] Inanextstep 806, theuser selects an activity, such as
a particular casino table game, for example by manually
selecting the activity through the user interface presented on
the device. In step 808, the user is presented with one or more
options related to the selected activity, which may be selected
manually, or, where appropriate, by physically relocating to a
zone or sub-zone within the venue. In step 810, the user
selects an available option. For instance, at this point, the user
might place a wager, draw a card, place a bet on a certain box
office performance over/under amount for a given movie, etc.
The options for user input are myriad. In step 812, the soft-
ware resident on the gaming communication device accepts
the option input by the user and transmits the input data to the
software resident at the gaming server, which also receives or
determines the user’s location. In step 814, the gaming server
software acts on the input data, including the user’s location,
and thus provides a location-dependent result. The activities
may also include non-location dependent options, for
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example, to select a restaurant or restaurant menu item, select
a news source or a news story, place a buy or sell order on a
financial exchange.

[0097] Actions at this point may include, without limita-
tion, determining an outcome and/or amount, accessing
another server and/or software application, retrieving infor-
mation, preparing a response to the user, etc. The action of
determining an outcome and/or amount might take place, for
example, if the user is using the device to place wagers in
connection with a gambling activity. For certain gambling
activities, such as a table game or slot machine, a random
number generator may be incorporated to determine the out-
come (i.e., whether the user won or lost) and the gaming
server software would also determine an amount won or lost
based on the amount wagered and any applicable odds, any or
all of which might be dependent on the user’s location at that
time. The action of accessing another server and/or software
application might occur, for example, in the event the user is
engaging in a services activity such as accessing news ser-
vices, making reservations and placing food and beverage
orders at a restaurant, or making a retail purchase. The action
ofretrieving information might occur when the gaming server
software is prompted to access another server for the purpose
of retrieving a certain type of information requested by the
user.

[0098] Preferably, the gaming server software prepares a
response to the user’s input data and location information and
in step 816. In step 818, the user optionally acknowledges the
response. For example, in the case of gambling, the user
might acknowledge that he won a hand of blackjack because
the dealer busted and that his payout was $100 based on a $50
bet at even odds. In step 820, the user logs out.

[0099] Inthe situation where the user is gambling, after the
series of steps described in connection with FIG. 8, (or a
subset or modified series of steps), the user physically enters
a casino and goes to a casino cashier for payout and/or settle-
ment (which can include, for example, extensions of credit or
advance deposits). In one embodiment, there is a waiting
period (e.g., twenty-four hours) before the user can collect
winnings. The purpose of the waiting period is to allow time
for fraud monitoring. The waiting period may depend on the
amount of the balance. For example, if the user is owed less
than $5,000 the waiting period may be twelve hours. If the
user is owed between $5,000 and $10,000 the waiting period
may be twenty-four hours. If the user is owed more than
$10,000 the waiting period may be forty-eight hours.

[0100] The duration of activation of the gaming communi-
cation device, the duration of a particular session, and/or the
duration of a particular activity may be controlled according
to any number of different parameters. For example, the dura-
tion may be based on a predetermined amount of time or
period of time. Activation of the gaming communication
device may terminate upon the expiration of a predetermined
time period. As another example, an activity may only be
permitted until the occurrence of a particular time of day.
According to an alternative, an administrator, or another party
to a transaction within any of the various activities, may
determine the time period or amount of time. According to yet
another alternative, the duration may end upon the occurrence
of an event such as the user entering or leaving a particular
location. The duration of activation may be dynamically
determined based on a period of non-use. In other words, after
a predetermined time without being used, the device may
“time out” and be deactivated. The period of time, or amount
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of time, may be cumulatively determined For example, an
activity may only be permitted for a period of five hours,
collectively. Time counting toward the five hours might stop
and start depending upon the location of the user. As another
example, an activity might only be permitted so long as the
user does not enter or leave a particular location for longer
than a predetermined period of time.

[0101] Similarly, activation of the gaming communication
device and/or the ability for a user to engage in a particular
activity may only be permitted during a specified time of day,
or for a particular period of time prior to an event, or for a
particular period of time after notification to the user. Also,
activation and/or access may be controlled based upon the
location of the user. For example, if a user is in a particular
casino in which a particular show will take place that evening,
the user might be notified that tickets to the show are available
for a specified period of time prior to the show. The user might
only be permitted to engage in the activity of purchasing
tickets for the show if the user is in the casino and during the
specified period of time prior to the show. For example, the
user might only be able to purchase tickets while in the casino
and up to five minutes before the start time of the show.
Similarly, the activation of the device may be restricted based
on the location of the user and a corresponding period of time.
For example, if a user is in a location where a show is occur-
ring, or is going to occur, the device may be deactivated
(either automatically, or by a party other than the user) during
a period beginning five minutes prior to the show and ending
five minutes after the end of the show.

[0102] According to another alternative, the duration or
enablement of one activity might be determined by the par-
ticipation of the user in another activity. For example, a user
might be allowed to make dinner reservations at a popular
restaurant if the user has been gambling enough at a given
casino. In this way, bonuses or comps may be determined or
managed based on the activity of the user via the gaming
communication device. In like manner, the location within
the casino may be a factor in determining bonuses or comps.

[0103] Preferably, datais transmitted back and forth during
the gaming activities between the gaming communication
device and a server controlled by the gaming service provider.
An example of the path of communication is shown in FIG. 9.
Gaming data, such as a wager placed by the user, is transmit-
ted from gaming communication device 901 to a base station
902 (or a transmitter in the case of a private wireless network
such as a WiFi or WiMax network). Base station 902 routes
the data through network 903 to a hub or gateway 904, which
in turn routes the data to a gaming server 905 operated by a
gaming service provider. Preferably, the communication
from gaming communication device 901 to the network 903
comprises wireless communication. This may be any type of
known wireless communication or any type of wireless com-
munication available in the future. Examples of acceptable
wireless communication protocols include CDMA, TDMA,
FDMA, GSM, and GPRS.

[0104] Preferably, the communication from the network
903 to the gateway 904 and to the server 905 is conducted over
secure land lines. FIG. 9 is an example communication net-
work only and the embodiment should be understood to cover
other networks in which data may be transmitted from gam-
ing communication device 901 to server 905. Preferably, data
in response to data being transmitted from gaming commu-
nication device 901 to server 905 is transmitted back to gam-
ing communication device 901 along a path essentially oppo-
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site to the path of the first transmission. It should be noted that
in at least certain embodiments of the methods and systems
described herein, a user is not actually playing a game on the
gaming communication device. Rather, the user is actually
playing the game on the server controlled by the gaming
service provider, which may be located within a casino.

[0105] With respect to payment and/or receipt of winnings
and losses, one possible approach is as follows. Upon check-
in at a casino hotel, a hotel representative may query a guest
as to whether the guest wants access to a gaming communi-
cation device. If the guest does want such access, the hotel
representative may provide the guest with a gaming commu-
nication device in exchange for a credit-card type deposit or
other deposit. The guest then deposits money into an account
for wireless gaming. The guest’s account balance information
is loaded onto the guest’s account file, which is preferably
maintained on the gaming server. The user may load money
into his gaming account by establishing a credit account, for
example, at a casino cashier and/or by paying cash to the
casino cashier. Many other alternatives exist and this process
is an example only. Guest accounts or gaming communica-
tion devices may be preloaded with funds. Funds may be
deposited during a gaming session. This may occur, for
example, if a user selected a casino cashier activity from the
gaming environment and instructed the cashier to add funds
to the account. The finance subsystem may also utilize
account card technology (such as ATM cards, credit cards,
stored value cards, gift cards, etc) in order to conduct financial
transactions associated with a user’s account. Moreover, the
user may receive or make payments remotely, by way of
inputting instructions via the gaming communication device
or by another remote device such as an automatic teller
machine (ATM), which is in electronic communication with
the gaming server or other server operated by the casino,
hotel, gaming service provider or other entity involved in the
gaming activities. For example, a user might remotely (via the
gaming communication device) place an order at a restaurant.
Then, the user might make advance payment for the meal at
an ATM-type machine which is operable to receive instruc-
tions corresponding to the financial transaction requirements
of the activity of ordering food.

[0106] An embodiment includes establishing an electronic
record of the gaming transactions undertaken by a user and
location thereof. Preferably, this is accomplished by record-
ing the received location information and utilization of a
keystroke log, which is an electronic record of all keystrokes
made by the user. Utilization of a keystroke log in this context
allows for unprecedented monitoring of a user’s gaming
activity, and auditing thereof. In the event of a dispute, one
may refer to the keystroke log and readily determine whether,
in fact, a user placed a particular wager, for example.

[0107] An additional possible embodiment of the elec-
tronic record is to allow a gaming control board or other
regulatory authority, access to the electronic record in a direct
manner in order to conduct periodic independent monitoring
of the gaming activities conducted over the system. Another
possible embodiment is to allow policing against rigged
machines. For instance, it is possible that the gaming control
board (or other regulatory authority) could obtain a gaming
communication device and compare their test results over
time against records in the electronic record database (e.g., by
comparing the results shown in the keystroke log). This
essentially comprises electronic access for testing.
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[0108] In another embodiment, as shown in FIG. 10, a
ship-based gaming system is provided. The system preferably
comprises passenger vessel 1002, such as a cruise liner for
example. The system includes one or more gaming commu-
nication devices 1006 connected to a communication net-
work. The network shown in FIG. 10 comprises a mobile
network with base stations 1008 connected via a LAN to a
base station controller (BSC) 1010. Each base station 1008
has a predetermined location, and thus communication
through that base station 1008 generally defines a zone. Tri-
angulation between multiple available base stations 1008
allows determination of a respective sub-zone in which the
gaming communication device 1006 is located.

[0109] In one embodiment, the gaming system is com-
pletely hosted on board the ship. In another embodiment, the
ship is in communication with a remote system for monitor-
ing, accounting, and control, for example. In this case, BSC
1010 is connected via a T1 interface to a first Very Small
Aperture Terminal (VSAT) modem 1012, which is in com-
munication with a first satellite 1014. First satellite 1014 is
operable to transmit and receive signals from second satellite
1014, which is in communication with second VSAT modem
1012. Second VSAT modem 1012 is in communication with
a gaming server 1018 located at gaming service provider
1016. Gaming server 1018 is coupled to gaming database
1020. Again, the network configuration depicted in FIG. 10 is
for example purposes only, and other configurations are
within the scope of the embodiment. An on-board back office
1022 is preferably provided. Data is communicated by the
on-board VSAT modem and transmitter to the first satellite
for relay to the second (preferably land-based) VSAT receiver
and modem. The data is then communicated to a server and/or
centralized database via a mobile station controller (not
shown).

[0110] A corresponding business model involves the gam-
ing service provider contracting with a cruise line, which
agrees to allow the gaming service provider to provide cov-
erage throughout the cruise line’s ship(s), by using repeaters
for example. The gaming service provider may provide a
private wireless network, in which case any revenue gener-
ated from use of or access to the private wireless network, and
revenue from gaming activities, may be allocated among all
or any subset of the cruise line and the gaming service pro-
vider. Alternatively, the gaming service provider may con-
tract with a mobile carrier and a satellite provider, in which
case revenue from the mobile calls, and revenue from gaming
activities, may be allocated among all or any subset of the
cruise line, the mobile carrier and the gaming service pro-
vider.

[0111] There are several scenarios for a user’s activity rela-
tive to transactions conducted over the gaming system. In one
example scenario the user is in a fixed, but remote, location
from the gaming server, which may be located on the pre-
mises of a casino. This may be include, for instance, a situa-
tion in which the gaming communication device is a kiosk or
some other communication device which is in a fixed position
or which is tethered to a fixed position so that the gaming
communication device cannot be moved beyond a certain
area. In another example scenario, the user starts a gaming
transaction at a first location and ends the transaction at a
second location different from the first location. In another
example scenario, the user is mobile during a single gaming
transaction. In another example scenario, the user is mobile
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within a first area then (during the gaming transaction) the
user moves outside the first area, through a second area, to a
third area.

[0112] In an alternative embodiment, the gaming system
may be configured to operate as a “curb-to-curb” gaming
system. In such a system, a communication path may be
established between the device and a particular server, based
upon whether the user is in a location corresponding to that
particular server. For example, the user might enter a first
casino, or an authorized area associated with the first casino,
and thereby activate the establishment of a communication
path between the device and a server located at and/or con-
trolled by the first casino. While the user is on the premises of
the first casino, the user might be able to participate in activi-
ties, such as playing blackjack, at the first casino. Then, if the
user leaves the first casino, the gaming system might be
configured to terminate the first communication path (i.e.,
between the device and the first casino’s server), or otherwise
deactivate the device and/or terminate the user’s ability to use
the device to participate in activities associated with the first
casino. When the user enters a second casino, or an authorized
area associated with the second casino, a second communi-
cation path (e.g., between the device and a second server
located at or controlled by the second casino) may be estab-
lished. Thus, the user would now be able to play blackjack (or
engage in other activities) at the second casino, rather than the
first casino. Within each casino, respective location-depen-
dent functionality may be implemented.

[0113] As another example, a particular casino is often
related to other casinos within a jurisdiction or specified area.
Under such a scenario, if a user entered any of the related
casinos, then the appropriate communication path or paths
could be established between the gaming communication
device and one or more of the casinos in the group of related
casinos, thereby enabling the user to play casino games (or
engage in other activities) at the one or more casinos in the
group of related casinos. Depending on regulatory require-
ments, the preferred configuration might be to establish a
communication path with a server at a particular casino
within the group at which the user wants to play. Then, a
different communication path could be established at a sub-
sequent casino if the user wants to play at another casino.
Under certain circumstances, and again depending on regu-
latory requirements, some information associated with user
activity might be maintained at a centralized server accessible
by more than one casino within the group.

[0114] In another example embodiment, the gaming sys-
tem may be used to enable gaming activities involving mul-
tiple wireless users who interact with one another. The asso-
ciation of different users may be based on prearranged social
groups, location of the various users, or other criteria. For
instance, the system may enable a table game (such as black-
jack) in which a first user and a second user are conducting
gaming transactions on the same table and in which options
selected by the first user directly impact outcomes and
options relative to the second user. Preferably, the gaming
environment presented on the gaming communication
devices of both the first and second users will indicate the
existence and activity of the other respective user. Another
example of multiple users interacting on the gaming system is
the provision of a poker game in which users place bets
against one another instead of, or in addition to, placing bets
against the house. Another example of interaction between
users is when a first user makes restaurant reservations or
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purchases event tickets, thereby reducing the options avail-
able to the second user, although this interaction will gener-
ally be indirect. On the other hand, the terminals may support
an auction system, in which users may sell tickets, reserva-
tions, and the like, to a highest bidder, thereby facilitating a
direct interaction between users. To the extent encouraged or
permitted by the venue, financial accounting may be con-
ducted using the terminals, in some cases with the “house”
taking a commission on the proceeds.

[0115] Preferably, the gaming service provider provides at
least the following functions. First the gaming service pro-
vider provides and controls the one or more gaming servers.
These servers may be physically located within the confines
of the gaming service provider or may exist at a remote
location. As mentioned, the gaming servers may also be
located at or near a games provider such as a casino, casino
hotel, racino, cruise ship, race track, etc. The gaming service
provider may also provide monitoring services such as loca-
tion and/or transaction monitoring and key stroke logging
services. The gaming service provider may also provide data
management and security services. These services are not
intended to be exhaustive and the gaming service provider
may provide other services which facilitate the gaming pro-
cess.

[0116] It should be noted that the embodiment can be
implemented in connection with any gaming environment or
an environment for any other activity, which may be con-
ducted electronically. The embodiment is not limited to
Nevada or any other particular gaming jurisdiction. For
instance, the embodiment can be employed in connection
with casinos in Atlantic City, N.J., international jurisdictions,
Native American gaming facilities, and “racinos” which are
race tracks that also have slot machines, video lottery termi-
nals, or other gambling devices. For example, in connection
with “racinos,” the embodiment might be used by participants
who wish to play slot machine games while they are viewing
race horses in the paddock area. This might be desirable in the
event that the slot machine area does not allow smoking and
a participant wishes to gamble from an outdoor smoking area.
Alternatively, the slot machine area might permit smoking
and the gambler wishes to play the slot machines from an area
where he or she can avoid breathing second-hand smoke.
Numerous other scenarios can be envisioned in which the
gaming participant can use the embodiment to participate in
remote gaming, while enjoying some other primary activity
in a location remote from the gaming facility. Further, the
embodiment is not limited to gaming, but can include other
applications, such as trading financial instruments, and
wagering on (or simply predicting, for fun) other types of
events, such as elections, award events, or any other activity.
[0117] Another example embodiment involves the applica-
tion of one or more of the methods and systems described
herein to the activity of conducting financial transactions.
Thus, the gaming communication device may be configured
to enable a user to conduct such financial transactions, which
may include, without limitation, any transaction involving a
financial institution, such as banking, trading securities, or
managing 401K or other investment fund assets. Preferably, a
communication path would be established between the user
and any of the servers or other computers necessary to con-
duct the financial transaction. As with certain other embodi-
ments the ability to engage in this activity may be controlled
by one or more parameters including location and/or identity
verification and time or duration limits Typically, such func-
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tions are not location dependent, in that the user’s location is
not generally a relevant input to a financial market transac-
tion, though as discussed below, it may be a predicate. How-
ever, to the extent that fraud is a possibility, an recording of
the user’s location from which a trade or transaction is made
may assist in authenticating and/or verifying a transaction.

[0118] Conducting financial transactions may be one of the
activities presented to the user of the gaming communication
device. Any of the possible financial transactions might be
presented as sub-activities. As an example, a user might want
to trade securities listed on a particular exchange. Regulations
might require the trader to be located within a certain juris-
diction to execute trades on the exchange. The exchange
might have its own rules and could require that the trader be
located on the premises. With the location verification tech-
niques described elsewhere herein, the particular financial
transaction activity might only be enabled if the user is
located in a particular geographic area, for example.

[0119] As a related feature, the system may be configured
to provide a credit verification feature, according to which a
user’s creditworthiness may be checked by a party to a trans-
action, or by which the user might apply for credit. For
example, if a user wants to purchase $10,000 worth of a
particular stock, then a communication path might be estab-
lished between the user and a server located at and/or con-
trolled by an exchange upon which the stock is being traded.
An additional communication path might be established
between the exchange server and a server of an account man-
ager that manages the user’s account. These communication
paths would enable the basic transaction—that of the user
purchasing the stock. Yet another communication path, how-
ever, might be established between a seller’s server, the
exchange server, and/or the account manager server and a
server located at and/or controlled by a credit agency. This
path would enable an interested party to the transaction to
check and/or approve the user’s credit to prior enabling the
transaction.

[0120] According to one embodiment, the gaming commu-
nication device supports a “Push to talk” feature. In order to
enable this feature, the device is configured to be capable of
facilitating a “Push to Talk™ protocol, whereby the device
behaves like a walkie-talkie. Thus, the device may include
any suitable program or application that enables the Push to
Talk feature. As used herein, the phrase “Push to Talk”
includes any protocol that allows for a direct connection
feature for an end user. Included are all such protocols (e.g.
Instant Talk, Fastchat, etc.) within the broad rubric of “Push to
Talk” including those that provide wide-area, instantaneous
contact. Because Push to Talk effectively turns the handheld
device into a walkie-talkie, it not only successfully enables
end users to send voice messages, it also enables immediate
data texts (commonly referred to as “direct messaging™). This
feature may be used in known manner, or advantageously to
facilitate gaming applications. For example, in an application
where the user of the gaming communication device is play-
ing blackjack from an authorized area outside the casino
gaming area, the Push to Trade feature would enable the user
to participate audibly in the blackjack game actually taking
place within the casino gaming area. The Push to Talk tech-
nology would allow the user to immediately and virtually “sit
down” at an actual blackjack table without the delay caused
by the conventional setup and tear down process of certain
traditional telecommunication protocols. Also, once the user
is participating in the game, the user can communicate orally
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with the dealer, or other players that are physically at the
table, without the latency issues of certain mobile telecom-
munication systems.

[0121] In at least one embodiment, jurisdictional controls,
which limit gaming to approved geographical areas, are pro-
vided. The embodiment may also include an age/identity
verification feature. This can be accomplished through any
applicable technique including retina scanning, finger print
identification, voice print matching, or other biometrics.
Identity verification can also be accomplished by having a
customer take a picture of himself (e.g., by use of a digital
picture phone) and transmitting the picture to the gaming
service provider for comparison to a stored picture of the
pre-approved user. Identity verification can also be accom-
plished by way of comparison of participant provided data to
stored data, and execution of electronic agreements or con-
tracts by the participant. Identity verification can also be
accomplished by monitoring a keystroke characteristic (e.g.,
rhythm, patterns, or cadence) of the user, or any other method
in which a parameter associated with the user can be
observed. The embodiment may also provide for the logging
of keystrokes. In at least one embodiment, all communica-
tions are accomplished without accessing the Internet.
[0122] Mobile, remote gaming supporting location-depen-
dent functionality is desirable for many reasons, some of
which have already been described. The embodiment may
allow supplementation of existing in-house gaming revenue
by allowing bettors to place bets while enjoying other leisure
activities such as golf, swimming, dining and shows, and may
allow a venue to optimize its floor-space and/or revenues
and/or profits, or other value function by providing incentives
to users for optimal distribution of players. The embodiment
may complement the new coinless wagering environment as
bettors can play their favorite games outside the casino. The
embodiment provides a high-speed, reliable, accurate, and
secure mobile gaming environment that complies with regu-
latory requirements for identification and location verifica-
tion of the bettor with the ability to generate key stroke logs.
Based on geographic coding, the mobile gaming environment
may be tailored to location and/or context of use. The embodi-
ment may restrict unauthorized usage from a geographic per-
spective and is capable of implementation using location
verification technology (e.g., geo-fencing) to conform the
gaming activities to legal parameters.

[0123] Consumers may benefit from an increased choice
and variety of gaming environments. Consumers will be able
to bet in whatever surroundings they prefer, benefiting from
the knowledge that the product is regulated, fair and secure
while enjoying the gaming experience at the speed they
choose without external influences, such as that which might
occur within the in-house casino environment. The gaming
businesses can use the embodiment to increase their revenue
base through a new, regulated, mobile, remote channel Cus-
tomers wanting to be entertained during downtime or outside
a casino will be able to play games on their gaming commu-
nication device and customers intimidated by a traditional
casino environment will be able to play in private. The gam-
ing jurisdictions may benefit from an increase in gaming and
ancillary revenue growth because customers will have a more
enjoyable experience.

[0124] Theembodiment may also be used to deliver content
at an increased speed compared to traditional telecommuni-
cations systems. The content may include, for example, live
reports, entertainment, news, promotions and advertising.
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Such information services may also be location-dependent,
and particular, location dependent advertising is a significant
opportunity, especially where the advertising is embedded in
the gaming function, rather than a detraction from it.

[0125] As mentioned, the embodiment provides a mobile
gaming environment that complies with regulatory require-
ments for identification and location verification of the bettor.
Moreover, the system is preferably designed to be compliant
with applicable laws and regulations. The software may be
self-verifying, and thus require operative accurate location
detection for operation, thus prevent misuse of the software
while circumventing the location dependence features.
[0126] The systems and methods described herein may also
be used to deliver and/or access “Rich Media” content such
as, for example, sports video (live or nearly live) and audio
commentary. Such may often only be distributed within spe-
cific jurisdictions. Therefore, the distribution may benefit
from the embodiments discussed herein, particularly location
verification embodiments, such as geofencing.

[0127] The gaming system and methods described herein
may permit, among other things, pari-mutuel wagering,
sports betting, and dissemination of news and other content.
The embodiment also enables a casino or other gaming pro-
vider to advertise ancillary services such as shows, bars, and
restaurants. The embodiment also enables remote reserva-
tions and purchases in connection with such services.
[0128] According to an embodiment, the gaming system
provides for the dissemination of real-time odds to users
accessing the system.

[0129] Inanother embodiment, an outcome in one transac-
tion can trigger the presentation to the user of options for a
second transaction. For example, if a user wins a predeter-
mined amount of money playing blackjack, the user might be
presented with an option to purchase retail items at a casino
store or to make reservations for certain services at a club. As
another example, if a user uses the system to purchase show
tickets, the user might be offered to make reservations at one
of several restaurants within a certain proximity to the show.
[0130] Although this disclosure has been described in
terms of certain embodiments and generally associated meth-
ods, alterations and permutations of these embodiments and
methods will be apparent to those skilled in the art. Accord-
ingly, the above description of example embodiments does
not define or constrain this disclosure. Other changes, substi-
tutions, and alterations are also possible without departing
from the spirit and scope of this disclosure.

GENERAL CONCEPTS

I. Terms

[0131] The term “product” means any machine, manufac-
ture and/or composition of matter, unless expressly specified
otherwise. The term “process” means any process, algorithm,
method or the like, unless expressly specified otherwise. Each
process (whether called a method, algorithm or otherwise)
inherently includes one or more steps, and therefore all ref-
erences to a “‘step” or “steps” of a process have an inherent
antecedent basis in the mere recitation of the term ‘process’ or
alike term. Accordingly, any referencein a claim to a “step” or
‘steps’ of a process has sufficient antecedent basis.

[0132] The term “invention” and the like mean “the one or
more inventions disclosed in this application”, unless
expressly specified otherwise. The terms “an embodiment”,
“embodiment”, “embodiments”, “the embodiment”, “the
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embodiments”, “one or more embodiments”, “some embodi-
ments”, “certain embodiments”, “one embodiment”,
“another embodiment” and the like mean “one or more (but
not all) embodiments of the disclosed invention(s)”, unless
expressly specified otherwise. The term “variation” of an
invention means an embodiment of the invention, unless
expressly specified otherwise. A reference to “another
embodiment” in describing an embodiment does not imply
that the referenced embodiment is mutually exclusive with
another embodiment (e.g., an embodiment described before
the referenced embodiment), unless expressly specified oth-
erwise.

[0133] Theterms “including”, “comprising” and variations
thereof mean “including but not limited to”, unless expressly
specified otherwise. The terms “a”, “an” and “the” mean “one
or more”, unless expressly specified otherwise. The term
“plurality” means “two or more”, unless expressly specified
otherwise.

[0134] The term “herein” means “in the present applica-
tion, including anything which may be incorporated by ref-
erence”, unless expressly specified otherwise.

[0135] The phrase “at least one of”, when such phrase
modifies a plurality of things (such as an enumerated list of
things) means any combination of one or more of those
things, unless expressly specified otherwise. For example, the
phrase “at least one of a widget, a car and a wheel” means
either (i) a widget, (ii) a car, (iii) a wheel, (iv) a widget and a
car, (v) a widget and a wheel, (vi) a car and a wheel, or (vii) a
widget, a car and a wheel. The phrase “at least one of”, when
such phrase modifies a plurality of things does not mean “one
of each of” the plurality of things.

[0136] Numerical terms such as “one”, “two”, etc. when
used as cardinal numbers to indicate quantity of something
(e.g., one widget, two widgets), mean the quantity indicated
by that numerical term, but do not mean at least the quantity
indicated by that numerical term. For example, the phrase
“one widget” does not mean “at least one widget”, and there-
fore the phrase “one widget” does not cover, e.g., two wid-
gets.

[0137] The phrase “based on” does not mean “based only
on”, unless expressly specified otherwise. In other words, the
phrase “based on” describes both “based only on” and “based
atleast on”. The phrase “based at least on” is equivalent to the
phrase “based at least in part on”.

[0138] The term “represent” and like terms are not exclu-
sive, unless expressly specified otherwise. For example, the
term “represents” do not mean “represents only”, unless
expressly specified otherwise. In other words, the phrase “the
data represents a credit card number” describes both “the data
represents only a credit card number” and “the data represents
a credit card number and the data also represents something
else”.

[0139] The term “whereby” is used herein only to precede
a clause or other set of words that express only the intended
result, objective or consequence of something that is previ-
ously and explicitly recited. Thus, when the term “whereby”
is used in a claim, the clause or other words that the term
“whereby” modifies do not establish specific further limita-
tions of the claim or otherwise restricts the meaning or scope
of the claim.

[0140] The term “e.g.” and like terms mean “for example”,
and thus does not limit the term or phrase it explains. For
example, in the sentence “the computer sends data (e.g.,
instructions, a data structure) over the Internet”, the term
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“e.g.” explains that “instructions” are an example of “data”
that the computer may send over the Internet, and also
explains that “a data structure” is an example of “data” that
the computer may send over the Internet. However, both
“instructions” and “a data structure” are merely examples of
“data”, and other things besides “instructions” and “a data
structure” can be “data”.

[0141] The term “respective” and like terms mean “taken
individually”. Thus if two or more things have “respective”
characteristics, then each such thing has its own characteris-
tic, and these characteristics can be different from each other
but need not be. For example, the phrase “each of two
machines has a respective function” means that the first such
machine has a function and the second such machine has a
function as well. The function ofthe first machine may or may
not be the same as the function of the second machine.

[0142] The term “i.e.” and like terms mean “that is”, and
thus limits the term or phrase it explains. For example, in the
sentence “the computer sends data (i.e., instructions) over the
Internet”, the term “i.e”” explains that “instructions” are the
“data” that the computer sends over the Internet.

[0143] Any given numerical range shall include whole and
fractions of numbers within the range. For example, the range
“1 to 10” shall be interpreted to specifically include whole

numbers between 1 and 10 (e.g., 1, 2, 3, 4, . . . 9) and
non-whole numbers (e.g., 1.1, 1.2, ... 1.9).
[0144] Where two or more terms or phrases are synony-

mous (e.g., because of an explicit statement that the terms or
phrases are synonymous), instances of one such term/phrase
does not mean instances of another such term/phrase must
have a different meaning. For example, where a statement
renders the meaning of “including” to be synonymous with
“including but not limited to”, the mere usage of the phrase
“including but not limited to” does not mean that the term
“including” means something other than “including but not
limited to”.

II. Determining

[0145] The term “determining” and grammatical variants
thereof (e.g., to determine a price, determining a value, deter-
mine an object which meets a certain criterion) is used in an
extremely broad sense. The term “determining” encompasses
a wide variety of actions and therefore “determining” can
include calculating, computing, processing, deriving, inves-
tigating, looking up (e.g., looking up in a table, a database or
another data structure), ascertaining and the like. Also,
“determining” can include receiving (e.g., receiving informa-
tion), accessing (e.g., accessing data in a memory) and the
like. Also, “determining” can include resolving, selecting,
choosing, establishing, and the like.

[0146] The term “determining” does not imply certainty or
absolute precision, and therefore “determining” can include
estimating, extrapolating, predicting, guessing and the like.

[0147] The term “determining” does not imply that math-
ematical processing must be performed, and does not imply
that numerical methods must be used, and does not imply that
an algorithm or process is used.

[0148] The term “determining” does not imply that any
particular device must be used. For example, a computer need
not necessarily perform the determining
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I11. Forms of Sentences

[0149] Where a limitation of a first claim would cover one
of a feature as well as more than one of a feature (e.g., a
limitation such as “at least one widget” covers one widget as
well as more than one widget), and where in a second claim
that depends on the first claim, the second claim uses a defi-
nite article “the” to refer to the limitation (e.g., “the widget”),
this does not imply that the first claim covers only one of the
feature, and this does not imply that the second claim covers
only one of the feature (e.g., “the widget” can cover both one
widget and more than one widget).

[0150] When an ordinal number (such as “first”, “second”,
“third” and so on) is used as an adjective before a term, that
ordinal number is used (unless expressly specified otherwise)
merely to indicate a particular feature, such as to distinguish
that particular feature from another feature that is described
by the same term or by a similar term. For example, a “first
widget” may be so named merely to distinguish it from, e.g.,
a “second widget”. Thus, the mere usage of the ordinal num-
bers “first” and “second” before the term “widget” does not
indicate any other relationship between the two widgets, and
likewise does not indicate any other characteristics of either
or both widgets. For example, the mere usage of the ordinal
numbers “first” and “second” before the term “widget” (1)
does not indicate that either widget comes before or after any
other in order or location; (2) does not indicate that either
widget occurs or acts before or after any other in time; and (3)
does not indicate that either widget ranks above or below any
other, as in importance or quality. In addition, the mere usage
of ordinal numbers does not define a numerical limit to the
features identified with the ordinal numbers. For example, the
mere usage of the ordinal numbers “first” and “second”
before the term “widget” does not indicate that there must be
no more than two widgets.

[0151] When a single device, article or other product is
described herein, more than one device/article (whether or
not they cooperate) may alternatively be used in place of the
single device/article that is described. Accordingly, the func-
tionality that is described as being possessed by a device may
alternatively be possessed by more than one device/article
(whether or not they cooperate).

[0152] Similarly, where more than one device, article or
other product is described herein (whether or not they coop-
erate), a single device/article may alternatively be used in
place of the more than one device or article that is described.
For example, a plurality of computer-based devices may be
substituted with a single computer-based device. Accord-
ingly, the various functionality that is described as being
possessed by more than one device or article may alterna-
tively be possessed by a single device/article.

[0153] The functionality and/or the features of a single
device that is described may be alternatively embodied by one
or more other devices which are described but are not explic-
itly described as having such functionality/features. Thus,
other embodiments need not include the described device
itself, but rather can include the one or more other devices
which would, in those other embodiments, have such func-
tionality/features.

IV. Disclosed Examples and Terminology Are Not Limiting

[0154] Neither the Title (set forth at the beginning of the
first page of the present application) nor the Abstract (set forth
atthe end of the present application) is to be taken as limiting
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in any way as the scope of the disclosed invention(s). An
Abstract has been included in this application merely because
an Abstract of not more than 150 words is required under 37
C.FR. §1.72(b).

[0155] The title of the present application and headings of
sections provided in the present application are for conve-
nience only, and are not to be taken as limiting the disclosure
in any way.

[0156] Numerous embodiments are described in the
present application, and are presented for illustrative pur-
poses only. The described embodiments are not, and are not
intended to be, limiting in any sense. The presently disclosed
invention(s) are widely applicable to numerous embodi-
ments, as is readily apparent from the disclosure. One of
ordinary skill in the art will recognize that the disclosed
invention(s) may be practiced with various modifications and
alterations, such as structural, logical, software, and electrical
modifications. Although particular features of the disclosed
invention(s) may be described with reference to one or more
particular embodiments and/or drawings, it should be under-
stood that such features are not limited to usage in the one or
more particular embodiments or drawings with reference to
which they are described, unless expressly specified other-
wise.

[0157] No embodiment of method steps or product ele-
ments described in the present application constitutes the
invention claimed herein, or is essential to the invention
claimed herein, or is coextensive with the invention claimed
herein, except where it is either expressly stated to be so in
this specification or expressly recited in a claim.

[0158] All words in every claim have the broadest scope of
meaning they would have been given by a person of ordinary
skill in the art as of the priority date. No term used in any claim
is specially defined or limited by this application except
where expressly so stated either in this specification or in a
claim.

[0159] The preambles of the claims that follow recite pur-
poses, benefits and possible uses of the claimed invention
only and do not limit the claimed invention.

[0160] The present disclosure is not a literal description of
all embodiments of the invention(s). Also, the present disclo-
sure is not a listing of features of the invention(s) which must
be present in all embodiments.

[0161] Devices that are described as in communication
with each other need not be in continuous communication
with each other, unless expressly specified otherwise. On the
contrary, such devices need only transmit to each other as
necessary or desirable, and may actually refrain from
exchanging data most of the time. For example, a machine in
communication with another machine via the Internet may
not transmit data to the other machine for long period of time
(e.g. weeks at a time). In addition, devices that are in com-
munication with each other may communicate directly or
indirectly through one or more intermediaries.

[0162] A description of an embodiment with several com-
ponents or features does not imply that all or even any of such
components/features are required. On the contrary, a variety
of optional components are described to illustrate the wide
variety of possible embodiments of the present invention(s).
Unless otherwise specified explicitly, no component/feature
is essential or required.

[0163] Although process steps, algorithms or the like may
be described or claimed in a particular sequential order, such
processes may be configured to work in different orders. In
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other words, any sequence or order of steps that may be
explicitly described or claimed does not necessarily indicate
a requirement that the steps be performed in that order. The
steps of processes described herein may be performed in any
order possible. Further, some steps may be performed simul-
taneously despite being described or implied as occurring
non-simultaneously (e.g., because one step is described after
the other step). Moreover, the illustration of a process by its
depiction in a drawing does not imply that the illustrated
process is exclusive of other variations and modifications
thereto, does not imply that the illustrated process or any ofits
steps are necessary to the invention(s), and does not imply
that the illustrated process is preferred.

[0164] Although a process may be described as including a
plurality of steps, that does not imply that all or any of the
steps are preferred, essential or required. Various other
embodiments within the scope of the described invention(s)
include other processes that omit some or all of the described
steps. Unless otherwise specified explicitly, no step is essen-
tial or required.

[0165] Although a process may be described singly or with-
out reference to other products or methods, in an embodiment
the process may interact with other products or methods. For
example, such interaction may include linking one business
model to another business model. Such interaction may be
provided to enhance the flexibility or desirability of the pro-
cess.

[0166] Although a product may be described as including a
plurality of components, aspects, qualities, characteristics
and/or features, that does not indicate that any or all of the
plurality are preferred, essential or required. Various other
embodiments within the scope of the described invention(s)
include other products that omit some or all of the described
plurality.

[0167] An enumerated list of items (which may or may not
be numbered) does not imply that any or all of the items are
mutually exclusive, unless expressly specified otherwise.
Likewise, an enumerated list of items (which may or may not
be numbered) does not imply that any or all of the items are
comprehensive of any category, unless expressly specified
otherwise. For example, the enumerated list “a computer, a
laptop, a PDA” does not imply that any or all of the three items
of'that list are mutually exclusive and does not imply that any
or all of the three items of that list are comprehensive of any
category.

[0168] An enumerated list of items (which may or may not
be numbered) does not imply that any or all of the items are
equivalent to each other or readily substituted for each other.
[0169] All embodiments are illustrative, and do not imply
that the invention or any embodiments were made or per-
formed, as the case may be.

V. Computing

[0170] It will be readily apparent to one of ordinary skill in
the art that the various processes described herein may be
implemented by, e.g., appropriately programmed general
purpose computers, special purpose computers and comput-
ing devices. Typically a processor (e.g., one or more micro-
processors, one or more microcontrollers, one or more digital
signal processors) will receive instructions (e.g., from a
memory or like device), and execute those instructions,
thereby performing one or more processes defined by those
instructions.
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[0171] A “processor” means one or more Microprocessors,
central processing units (CPUs), computing devices, micro-
controllers, digital signal processors, or like devices or any
combination thereof.

[0172] Thus adescription of a process is likewise a descrip-
tion of an apparatus for performing the process. The appara-
tus that performs the process can include, e.g., a processor and
those input devices and output devices that are appropriate to
perform the process.

[0173] Further, programs that implement such methods (as
well as other types of data) may be stored and transmitted
using a variety of media (e.g., computer readable media) in a
number of manners. In some embodiments, hard-wired cir-
cuitry or custom hardware may be used in place of, or in
combination with, some or all of the software instructions that
can implement the processes of various embodiments. Thus,
various combinations of hardware and software may be used
instead of software only.

[0174] The term “computer-readable medium” refers to
any medium, a plurality of the same, or a combination of
different media, that participate in providing data (e.g.,
instructions, data structures) which may be read by a com-
puter, a processor or a like device. Such a medium may take
many forms, including but not limited to, non-volatile media,
volatile media, and transmission media. Non-volatile media
include, for example, optical or magnetic disks and other
persistent memory. Volatile media include dynamic random
access memory (DRAM), which typically constitutes the
main memory. Transmission media include coaxial cables,
copper wire and fiber optics, including the wires that com-
prise a system bus coupled to the processor. Transmission
media may include or convey acoustic waves, light waves and
electromagnetic emissions, such as those generated during
radio frequency (RF) and infrared (IR) data communications.
Common forms of computer-readable media include, for
example, a floppy disk, a flexible disk, hard disk, magnetic
tape, any other magnetic medium, a CD-ROM, DVD, any
other optical medium, punch cards, paper tape, any other
physical medium with patterns ofholes, a RAM, a PROM, an
EPROM, a FLASH-EEPROM, any other memory chip or
cartridge, a carrier wave as described hereinafter, or any other
medium from which a computer can read.

[0175] Various forms of computer readable media may be
involved in carrying data (e.g. sequences of instructions) to a
processor. For example, data may be (i) delivered from RAM
to a processor; (ii) carried over a wireless transmission
medium; (iii) formatted and/or transmitted according to
numerous formats, standards or protocols, such as Ethernet
(or IEEE 802.3), SAP, ATP, Bluetooth™, and TCP/IP,
TDMA, CDMA, and 3G; and/or (iv) encrypted to ensure
privacy or prevent fraud in any of a variety of ways well
known in the art.

[0176] Thus adescription of a process is likewise a descrip-
tion of a computer-readable medium storing a program for
performing the process. The computer-readable medium can
store (in any appropriate format) those program elements
which are appropriate to perform the method.

[0177] Just as the description of various steps in a process
does not indicate that all the described steps are required,
embodiments of an apparatus include a computer/computing
device operable to perform some (but not necessarily all) of
the described process.

[0178] Likewise, just as the description of various steps in
a process does not indicate that all the described steps are
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required, embodiments of a computer-readable medium stor-
ing a program or data structure include a computer-readable
medium storing a program that, when executed, can cause a
processor to perform some (but not necessarily all) of the
described process.

[0179] Where databases are described, it will be under-
stood by one of ordinary skill in the art that (i) alternative
database structures to those described may be readily
employed, and (ii) other memory structures besides databases
may be readily employed. Any illustrations or descriptions of
any sample databases presented herein are illustrative
arrangements for stored representations of information. Any
number of other arrangements may be employed besides
those suggested by, e.g., tables illustrated in drawings or
elsewhere. Similarly, any illustrated entries of the databases
represent exemplary information only; one of ordinary skill in
the art will understand that the number and content of the
entries can be different from those described herein. Further,
despite any depiction of the databases as tables, other formats
(including relational databases, object-based models and/or
distributed databases) could be used to store and manipulate
the data types described herein. Likewise, object methods or
behaviors of a database can be used to implement various
processes, such as the described herein. In addition, the data-
bases may, in a known manner, be stored locally or remotely
from a device which accesses data in such a database.

[0180] Various embodiments can be configured to work in
a network environment including a computer that is in com-
munication (e.g., via a communications network) with one or
more devices. The computer may communicate with the
devices directly or indirectly, via any wired or wireless
medium (e.g. the Internet, LAN, WAN or Ethernet, Token
Ring, a telephone line, a cable line, a radio channel, an optical
communications line, commercial on-line service providers,
bulletin board systems, a satellite communications link, a
combination of any of the above). Each of the devices may
themselves comprise computers or other computing devices,
such as those based on the Intel® Pentium® or Centrino™
processor, that are adapted to communicate with the com-
puter. Any number and type of devices may be in communi-
cation with the computer.

[0181] Inanembodiment, a server computer or centralized
authority may not be necessary or desirable. For example, the
present invention may, in an embodiment, be practiced on one
or more devices without a central authority. In such an
embodiment, any functions described herein as performed by
the server computer or data described as stored on the server
computer may instead be performed by or stored on one or
more such devices.

[0182] Where a process is described, in an embodiment the
process may operate without any user intervention. In another
embodiment, the process includes some human intervention
(e.g., a step is performed by or with the assistance of a
human).

V1. Continuing Applications

[0183] The present disclosure provides, to one of ordinary
skill in the art, an enabling description of several embodi-
ments and/or inventions. Some of these embodiments and/or
inventions may not be claimed in the present application, but
may nevertheless be claimed in one or more continuing appli-
cations that claim the benefit of priority of the present appli-
cation. Applicants may intend to file additional applications
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to pursue patents for subject matter that has been disclosed
and enabled but not claimed in the present application.

VII. 35 U.S.C. §112, paragraph 6

[0184] In aclaim, a limitation of the claim which includes
the phrase “means for” or the phrase “step for” means that 35
U.S.C. §112, paragraph 6, applies to that limitation.

[0185] Inaclaim, a limitation of the claim which does not
include the phrase “means for” or the phrase “step for” means
that 35 U.S.C. §112, paragraph 6 does not apply to that
limitation, regardless of whether that limitation recites a func-
tion without recitation of structure, material or acts for per-
forming that function. For example, in a claim, the mere use
of'the phrase “step of” or the phrase “steps of” in referring to
one or more steps of the claim or of another claim does not
mean that 35 U.S.C. §112, paragraph 6, applies to that step(s).
[0186] With respect to a means or a step for performing a
specified function in accordance with 35 U.S.C. §112, para-
graph 6, the corresponding structure, material or acts
described in the specification, and equivalents thereof, may
perform additional functions as well as the specified function.
[0187] Computers, processors, computing devices and like
products are structures that can perform a wide variety of
functions. Such products can be operable to perform a speci-
fied function by executing one or more programs, such as a
program stored in a memory device of that product or in a
memory device which that product accesses. Unless
expressly specified otherwise, such a program need not be
based on any particular algorithm, such as any particular
algorithm that might be disclosed in the present application. It
is well known to one of ordinary skill in the art that a specified
function may be implemented via different algorithms, and
any of a number of different algorithms would be a mere
design choice for carrying out the specified function.

[0188] Therefore, with respect to a means or a step for
performing a specified function in accordance with 35 U.S.C.
§112, paragraph 6, structure corresponding to a specified
function includes any product programmed to perform the
specified function. Such structure includes programmed
products which perform the function, regardless of whether
such product is programmed with (i) a disclosed algorithm for
performing the function, (ii) an algorithm that is similar to a
disclosed algorithm, or (iii) a different algorithm for perform-
ing the function.

[0189] Where there is recited a means for performing a
function hat is a method, one structure for performing this
method includes a computing device (e.g., a general purpose
computer) that is programmed and/or configured with appro-
priate hardware to perform that function.

[0190] Also includes a computing device (e.g., a general
purpose computer) that is programmed and/or configured
with appropriate hardware to perform that function via other
algorithms as would be understood by one of ordinary skill in
the art.

VIIIL. Incorporation by Reference

[0191] Any patent, patent application or other document
referred to herein is incorporated by reference into this patent
application as part of the present disclosure, but only for
purposes of written description and enablement, and should
in no way be used to limit, define, or otherwise construe the
terms of the present application where the present applica-
tion, without incorporating that material, would not have
failed to provide an ascertainable meaning, but rather would
have provided a meaning to such term.
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1. A method for wireless gaming, comprising:

providing, by a computing device, a wireless gaming ter-
minal having a network interface operable to transmit
and receive gaming information;

determining, by the computing device, a location of the

wireless gaming terminal; and

interacting, by the computing device, with a user to imple-

ment a game, wherein game play of the game is depen-
dent on the determined location.

2. The method of claim 1, wherein the location determina-
tion step employs network based location.

3. The method of claim 1, wherein the location determina-
tion step employs satellite based location.

4. The method of claim 1, wherein said wireless network
interface communicates in an unlicensed radio frequency
band.

5. The method of claim 1, wherein said wireless network
interface communicates in a licensed radio frequency band.

6. The method of claim 1, wherein said wireless network
interface communicates using at least one of an IEEE-802.
11x compatible protocol and an IEEE-802.16x compatible
protocol.

7. The method of claim 1, wherein said user interface
comprises a cellular telephone.

8. The method of claim 1, further comprising the step of
identifying a user biometrically.

9. The method of claim 1, further comprising the step of
communicating cryptographically.

10. The method of claim 1, further comprising the step of
establishing a virtual private network.

11. The method of claim 1, further comprising the step of
determining a location of the wireless gaming terminal based
on a response from a radio frequency identification transpon-
der device.

12. The method of claim 1, wherein said location deter-
mining method employs a short range modulated magnetic
field communication protocol.
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13. The method of claim 1, wherein the game receives the
determined location as an input parameter, and alters a user
interface for a predetermined game in response thereto.

14. The method of claim 1, wherein the game receives the
determined location as an input parameter, and alters at least
one rule of a game in response thereto.

15. The method of claim 1, wherein the game receives the
determined location as an input parameter, and alters a wager
of'the game in response thereto.

16. The method of claim 1, wherein the game receives the
determined location as an input parameter, and alters a bet
option of the game in response thereto.

17. The method of claim 1, wherein the game receives the
determined location as an input parameter, and alters an ancil-
lary incentive for playing the game in response thereto.

18. The method of claim 1, wherein the game receives the
determined location as an input parameter, and determines a
permission for playing the game.

19. The method of claim 1, further comprising providing an
incentive for a user to be present at a defined location.

20. A gaming system comprising:

(a) a plurality of mobile terminals, each comprising a wire-
less communication interface, and a user man-machine
interface;

(b) a location determining system, for determining a
respective location for the plurality of mobile terminals;
and

(c) a central server, communicating with the plurality of
mobile terminals, and controlling at least one embodi-
ment of game play thereon,

wherein the game play on at least one mobile terminal is
modified based on a determined location of the mobile
terminal.

21-23. (canceled)



