
THE LATED TO THE DI AL MOMENT O 
US 20180197374A1 

( 19 ) United States 
( 12 ) Patent Application Publication ( 10 ) Pub . No . : US 2018 / 0197374 A1 

Johnson ( 43 ) Pub . Date : Jul . 12 , 2018 

( 54 ) METHOD AND SYSTEM FOR FUNDING 
MOBILE GAMING 

( 71 ) Applicant : Tipping Point Group , LLC , Las 
Vegas , NV ( US ) 

G06Q 20 / 28 ( 2012 . 01 ) 
G06Q 20 / 18 ( 2012 . 01 ) 

( 52 ) U . S . CI . 
CPC . . . . . G07F 17 / 3244 ( 2013 . 01 ) ; G07F 17 / 3288 

( 2013 . 01 ) ; G07F 17 / 323 ( 2013 . 01 ) ; G07F 
17 / 3211 ( 2013 . 01 ) ; G07F 17 / 3206 ( 2013 . 01 ) ; 

G06Q 50 / 34 ( 2013 . 01 ) ; G06Q 20 / 28 
( 2013 . 01 ) ; G06Q 20 / 18 ( 2013 . 01 ) ; G06Q 

20 / 10 ( 2013 . 01 ) 

( 72 ) Inventor : Sam Johnson , Las Vegas , NV ( US ) 

( 21 ) Appl . No . : 15 / 912 , 211 
( 22 ) Filed : Mar . 5 , 2018 ( 57 ) 

Related U . S . Application Data 
( 63 ) Continuation of application No . 15 / 187 , 201 , filed on 

Jun . 20 , 2016 . 

ABSTRACT 
In a method , a mobile communication device associated 
with a player is paired to an electronic gaming machine . The 
method determines that the mobile communication device is 
in a vicinity of the electronic gaming machine , transmits 
player identification information from the mobile commu 
nication device to the server , confirms an identity of the 
player at the server by comparing the player identification 
information to stored identification information , and pairs 
the mobile communication device with the electronic gam 
ing machine after confirmation of the player identity . 
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METHOD AND SYSTEM FOR FUNDING 
MOBILE GAMING 

RELATED APPLICATION DATA 
[ 0001 ] This application is a continuation of U . S . applica 
tion Ser . No . 15 / 187 , 201 , filed Jun . 20 , 2016 , which is a 
continuation of U . S . application Ser . No . 13 / 269 , 762 , filed 
Oct . 10 , 2011 , now U . S . Pat . No . 9 , 373 , 107 . 

DESCRIPTION OF THE DRAWINGS 
[ 0009 ] FIG . 1 illustrates a gaming system in accordance 
with the invention ; 
[ 0010 ] FIG . 2 illustrates a gaming machine in accordance 
with the invention , the gaming machine configured to com 
municate with a player ' s mobile communication device ; 
[ 0011 ] FIG . 3 schematically illustrates a configuration of a 
gaming machine in accordance with the invention ; and 
[ 0012 ] FIG . 4 is a flowchart illustrating a method in 
accordance with the invention . FIELD OF THE INVENTION 

[ 0002 ] The present invention relates to wager - based gam 
ing and methods of pairing a mobile communication device 
to an electronic gaming machine . 

DETAILED DESCRIPTION OF THE 
INVENTION 

BACKGROUND OF THE INVENTION 
[ 0003 ] Casino gaming has been in existence for many 
years . In casino gaming , a player is physically present at the 
casino and plays the game in person . This allows the player 
to place wagers directly . For example , a player may 
exchange money for chips and then wager those chips at a 
gaming table such as a poker table , craps table or the like . 
A player may also place wagers to play gaming machines . 
For example , a gaming machine may be configured to accept 
coins via a coin acceptor , paper currency via a bill acceptor , 
or printed value tickets or the like . 
10004 ] In recent years , mobile and remote gaming have 
both been developed . Mobile and remote gaming both 
permit a player to participate in a game at locations remote 
from a gaming machine within or outside a casino or other 
locations where the game or other wagering event occurs . If 
a player could pair a mobile communication device with an 
electronic gaming machine and a server connected to the 
electronic gaming machine , various functionality could be 
enabled . 
[ 0005 ] For example , by pairing a player ' s mobile commu 
nication device ( such as a cell phone or tablet ) to an 
electronic gaming machine and a connected server , func 
tionality including identification of the player and a player 
account , and funding of wagers from the player account to 
the electronic gaming machine could be enabled . 

[ 0013 ] In the following description , numerous specific 
details are set forth in order to provide a more thorough 
description of the present invention . It will be apparent , 
however , to one skilled in the art , that the present invention 
may be practiced without these specific details . In other 
instances , well - known features have not been described in 
detail so as not to obscure the invention . 
[ 0014 ) One embodiment of the invention is a method and 
system for funding mobile or remote gaming . In another 
embodiment of the invention , a method determines that the 
mobile communication device is in a vicinity of the elec 
tronic gaming machine , transmits player identification infor 
mation from the mobile communication device to the server 
via the electronic gaming machine , confirms an identity of 
the player at the server by comparing the player identifica 
tion information to stored identification information , and 
pairs the mobile communication device with the electronic 
gaming machine after confirmation of the player identity . 
[ 0015 ] . By the term " remote ” , it is meant that a player is 
able to participate in a gaming event which is at least in part 
enabled or occurs at a location different than the location of 
the player . For example , remote gaming includes , but is not 
limited to , a player participating in a game which is offered 
at a casino , but at a location away from the casino but offered 
by the same casino . Such a location might comprise the 
player ' s home or office or a hotel room , accessed via mobile 
devices and / or the internet . By the term “ mobile ” it is meant 
that a player participates in a gaming event via a device 
which is moving or easily moved . For example , mobile 
gaming includes , but is not limited to , a player participating 
in a game via a cellular telephone or PDA , either played 
locally on that device or connected remotely through that 
device to the internet playing the game . 
[ 0016 ] In general , in accordance with the system and 
method of the invention , a player is permitted to provide 
funds to a gaming machine at a casino , which funds may be 
associated with an account which the player can utilize to 
fund remote or mobile gaming . In a preferred embodiment , 
when a player of a gaming machine is identified , such as by 
detecting or sensing the player ' s mobile communication 
device or by a player ' s use of a player card or the like , a 
gaming machine may be configured or triggered to activate 
one or more funds association options , such as to offer the 
player the opportunity to associate funds provided to the 
gaming machine with their account for use in remote or 
mobile gaming . 
[ 0017 ] The invention will now be described in more detail 
first with reference to FIG . 1 . As illustrated in FIG . 1 , one 
embodiment of a system 20 of the invention comprises at 
least one gaming machine 22 and one or more servers 24 . 

SUMMARY OF THE INVENTION 
[ 0006 ] One aspect of the invention comprises methods of 
pairing a mobile communication device associated with a 
player with an electronic gaming machine . The electronic 
gaming machine may be connected with a server . 
10007 ] . In a preferred embodiment of the invention , a 
mobile communication device associated with a player is 
paired to an electronic gaming machine , the electronic 
gaming machine being connected to a server . The method 
determines that the mobile communication device is in a 
vicinity of the electronic gaming machine , transmits player 
identification information from the mobile communication 
device to the server , confirms an identity of the player at the 
server by comparing the player identification information to 
stored identification information , and pairs the mobile com 
munication device with the electronic gaming machine after 
confirmation of the player identity . 
[ 0008 ] Further objects , features , and advantages of the 
present invention over the prior art will become apparent 
from the detailed description of the drawings which follows , 
when considered with the attached figures . 
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Preferably , the gaming machine 22 is configured to offer one 
or more wagering games to one or more players thereof . The 
gaming machine 22 may be located at a casino or similar 
location where gaming is offered . 
[ 0018 ] The gaming machine 22 may have various con 
figurations . One configuration of a gaming machine is 
illustrated in FIGS . 1 and 2 . As illustrated , the gaming 
machine 22 generally comprises a housing or cabinet 26 for 
supporting and / or enclosing various components required 
for operation of the gaming machine . In the embodiment 
illustrated , the housing 26 includes a door located at a front 
thereof , the door capable of being moved between an open 
position which allows access to the interior , and a closed 
position in which access to the interior is generally pre 
vented . The configuration of the gaming machine 22 may 
vary . In the embodiment illustrated , the gaming machine 22 
has an “ upright ” configuration . However , the gaming 
machine 22 could have other configurations , shapes or 
dimensions ( such as being of a " slant ” - type or other con 
figuration as is well known to those of skill in the art ) . 
[ 0019 ] The gaming machine 22 preferably includes at least 
one display device 28 configured to display game informa 
tion . The display device 28 may be a mechanical , electro 
mechanical or electronic display , such as one or more 
rotating reels , a video display or the like . When the display 
device 28 is an electronic video display , it may comprise a 
cathode ray tube ( CRT ) , high resolution flat panel liquid 
crystal display ( LCD ) , projection LCD , plasma display , field 
emission display , digital micro - mirror display ( DMD ) , digi 
tal light processing display ( DLP ) , LCD touchscreen , a light 
emitting display ( LED ) or other suitable displays now 
known or later developed , in a variety of resolutions , sizes 
and formats ( e . g . 4 : 3 , widescreen or the like ) . The display 28 
may be capable of projecting or displaying a wide variety of 
information , including images , symbols and other indicia or 
information associated with game play , game promotion or 
other events . 
[ 0020 ] As described in more detail below , the gaming 
machine 22 is preferably configured to present one or more 
games upon a player making a monetary payment or wager . 
In this regard , as described in more detail below , the gaming 
machine 22 includes means for accepting monetary value . 
[ 0021 ] In one embodiment , certain game outcomes may be 
designated as winning outcomes . Prizes or awards may be 
provided for winning outcomes , such as monetary payments 
( or representations thereof , such as prize of credits ) , or 
promotional awards as detailed herein . As detailed below , 
the gaming machine 22 includes means for returning unused 
monetary funds and / or dispensing winnings to a player . 
[ 0022 ] The gaming machine 22 may be configured to 
present a wide variety of games . Such games may comprise 
bingo or bingo - based games , pull - tab games , lotto or instant 
lottery style games , slot games , poker or other card games or 
a variety of other games . 
[ 0023 ] The gaming machine 22 preferably includes one or 
more player input devices 30 ( such as input buttons , plunger 
mechanisms , a touch - screen display , joystick , touch - pad or 
the like ) . These one or more devices 30 may be utilized by 
the player to facilitate game play , such as by providing input 
or instruction to the gaming machine 22 . For example , such 
input devices 30 may be utilized by a player to place a 
wager , cause the gaming machine 22 to initiate a game ( such 
as spin slot reels or display cards in a video poker game ) , to 

indicate cards to be held or discarded in a game of video 
draw poker , to " cash out ” of the gaming machine , or to 
provide various other inputs . 
[ 0024 ] . In one preferred embodiment , the gaming machine 
22 includes at least one microprocessor or controller for 
controlling the gaming machine , including receiving player 
input and sending output signals for controlling the various 
components of the machine 22 ( such as generating game 
information for display by the display 28 ) . The controller 
may be arranged to receive information regarding funds 
provided by a player to the gaming machine , receive input 
such as a purchase / bet signal when a purchase / bet button is 
depressed , and receive other inputs from a player . The 
controller may be arranged to generate information regard 
ing a game , such as generating game information for display 
by the at least one display 28 ( such as information repre 
senting images of displayed cards , slot reel symbols or the 
like ) , for determining winning or losing game outcomes and 
for displaying information regarding awards for winning 
game outcomes , among other things . 
[ 0025 ] The controller may be configured to execute 
machine readable code or " software ” or otherwise process 
information , such as obtained from a remote server . Soft 
ware or other instructions may be stored on a memory or 
data storage device . The memory may also store other 
information , such as pay table information . The gaming 
machine 22 may also include one or more random number 
generators for generating random numbers , such as for use 
in selecting bingo numbers , cards , slot reel symbols or the 
like , for presenting the game in a random fashion . 
[ 0026 ] The gaming machine 22 may be configured to 
generate and present games in a stand - alone manner or it 
may be in communication with one or more external devices 
at one or more times . For example , the gaming machine 22 
may be configured as a server based device and obtain game 
code or game outcome information from a remote game 
server ( in which event the gaming machine controller may 
receive game information from the server , such as game 
outcome information , and use that server - generated infor 
mation to present the game at the gaming machine ) . In one 
embodiment , the gaming machines 22 may be game kiosks 
or interfaces and two or more of the gaming machines 22 are 
configured to permit different players to play the same game 
being offered via a common game server ( such as the same 
bingo game ) . 
[ 0027 ] As indicated , the gaming machine 22 is configured 
to present one or more wagering games . Thus , the gaming 
machines 22 is preferably configured to accept value , such 
as in the form of coins , tokens , paper currency or other 
elements or devices representing value such as monetary 
funds . For example , as illustrated in FIG . 1 , the gaming 
machine 22 might include a coin acceptor 32 for accepting 
coins . Of course , associated coin reading / verifying devices 
and coin storage devices may be associated with the gaming 
machine 22 if it is configured to accept coins . Likewise , the 
gaming machine 22 might include a media reader 34 . Such 
a reader may be configured to accept and read / verify paper 
currency and / or other media such as tickets . Of course , in 
such event the gaming machine 22 may further be config 
ured with one or more paper currency or ticket storage 
devices , such as cash boxes , and other paper currency or 
media handling devices ( including transport devices ) . 
[ 0028 ] The gaming machine 22 might also be configured 
to read FOBs , magnetic stripe cards or other media having 
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data associated therewith and via which value or funds may 
be associated with the gaming machine 22 . 
[ 0029 ] In one embodiment , the gaming machine 22 is 
configured to award winnings for one or more winning 
wagering game outcomes . Such winnings may be repre 
sented as credits , points or the like . In one embodiment , the 
player may " cash out ” and thus remove previously associ 
ated funds and any awarded winnings or such may otherwise 
be paid to the player . For example , upon an award or at 
cash - out , associated funds may be paid to the player by the 
gaming machine 22 dispensing coins to a coin tray 36 . In 
another embodiment , funds may be issued by dispensing 
paper currency . In yet another embodiment , a player may be 
issued a media , such as a printed ticket , which ticket 
represents the value which was paid or cashed out of the 
machine . The aspects of gaming machine " ticketing ” sys 
tems are well known . One such system is described in U . S . 
Pat . No . 6 , 048 , 269 to Burns , which is incorporated herein in 
its entirety by reference . 
[ 0030 ] It will be appreciated that the gaming machine 
illustrated in FIGS . 1 and 2 is only exemplary of one 
embodiment of a gaming machine . For example , it is pos 
sible to for the gaming machine to have various other 
configurations , including different shapes and styles and 
having different components than as just described . 
[ 0031 ] Referring to FIG . 1 , in one embodiment , the one or 
more servers 24 comprises at least one computing device . 
The one or more servers 24 may have , for example , at least 
one controller which is configured to execute various 
instructions ( comprising executable software or embedded 
as hardware ) . In one embodiment , the one or more servers 
24 include or are coupled to a data storage device . Such 
might comprise one or more forms of semi - conductor type 
storage devices such as ROM or RAM ( such as EEPROM , 
PROM , etc . as are now known or later developed ) , and or 
mass storage devices such as hard drives , tape drives or the 
like . 
[ 0032 ] As described below , at one or more times the one 
or more gaming machines 22 are each in communication 
with the one or more servers 24 . Thus , each gaming machine 
22 and the server 24 preferably include at least one com 
munication interface . Such an interface may comprise a 
combination of hardware and software . Each gaming 
machine 22 may communicate with the one or more servers 
24 ( and vice versa ) via one or more communication links 40 . 
Such links may be temporary or permanent , may be wired or 
wireless or a combination thereof , and may include one 
more paths or components . For example , the links 40 might 
include portions of one or more LANs or WANs , including 
private or public networks . For security reasons , in a pre 
ferred embodiment the link 40 is a private communication 
link , such as an internal casino LAN . In order to secure 
exchanged information , the data may be protected , such as 
by encrypting it during its transmission over the communi 
cation link 40 . 
[ 0033 ] In general , in accordance with the present inven 
tion , a user may provide funds to a gaming machine 20 , 
which funds may be used to place wagers to play one or 
more games at the gaming machine or be associated with a 
player account for use in placing wagers to play one or more 
games remotely . Referring to FIG . 1 , the one or more servers 
24 may store ( in a memory thereof or a memory / data storage 
device accessible by the server ) information regarding one 
or more player accounts . Such information may be stored in 

various files or in a wide variety of other data formats . For 
example , a player ' s account may be identified by an account 
number . Associated with that account number may be a 
variety of player information , such as player identification 
information . Such player identification information may 
comprise one or more of the player ' s name , address , tele 
phone number , email address , cell phone number , age , 
and / or other information . The player information may also 
include funds information , such as funds balance informa 
tion . 
[ 0034 ] In one embodiment , each player preferably is 
assigned their own account . The player ' s account , and thus 
the funds associated therewith , may be accessible through 
use of certain access control information . Such might com 
prise , for example , a user I . D . and password . 
[ 0035 ] In one embodiment , the system 20 of the invention 
permits a player to participate in remote or mobile gaming . 
As illustrated in FIG . 1 , a player may link to the casino ( or 
other entity offering gaming ) via the one or more servers 24 . 
For example , the one or more servers 24 may comprise or 
include one or more game servers . Such servers 24 may be 
configured , for example , as web - type servers which a user 
may access via the World Wide Web . 
[ 0036 ] As illustrated , a player might access the one or 
more servers 24 from various remote or mobile devices . For 
example , a player might access the one or more servers 24 
from a work or home computer 42 . Such a computer 42 
might comprise a desktop computer , laptop computer , note 
book or other type of computing device . Generally , such a 
device includes at least one player input device , at least one 
visual display device , and at least one communication inter 
face . The player might access the one or more servers 24 via 
various communication links 44 . Again , such links may be 
temporary or permanent , may be wired or wireless or a 
combination thereof , and may include one more paths or 
components . The links 40 might include portions of one or 
more LANs or WANs , including private or public networks , 
including the World Wide Web . 
[ 0037 ] Similarly , a player might access the one or more 
servers 24 via one or more mobile communication devices 
46 . Such devices 46 might comprise , for example , a tablet , 
mobile phone or PDA . The player may access the one or 
more servers 24 via one or more communication links 50 . 
Again , such links may be temporary or permanent , may be 
wired or wireless or a combination thereof , and may include 
one more paths or components . The links 50 might include 
portions of one or more LANs or WANs , including private 
or public networks , including the World Wide Web . In one 
embodiment , the link ( s ) 50 preferably comprise one or more 
wireless links , such as to a cellular telephone network . 
[ 0038 ] . When a player has accessed the one or more 
servers 24 via their remote or mobile device , the player may 
be presented the opportunity to play or participate in one or 
more wagering games . In order to participate , a player is 
preferably required to place a wager . In one embodiment , 
such a wager may be placed from funds associated with the 
player ' s account . 
[ 0039 ] In order to utilize those funds , the player may be 
required to provide their account identification or access 
information . For example , a player may input their user ID 
and password into the computer 42 or mobile PDA 46 . This 
information is preferably transmitted to the one or more 
servers 24 which utilize the information to access the 
player ' s account ( of course , if the information is incorrect , 
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the player ' s request is preferably denied ) . Once the player 
has accessed their account , they may utilize funds associated 
with the account to place one or more wagers . 
[ 0040 ] The one or more servers 24 may be configured to 
offer a variety of wagering events in a variety of manners . 
For example , the one or more servers 24 might be configured 
to permit a player to place a wager upon a sporting event or 
play various games such as poker , slots , keno , bingo or other 
games now known or later developed . 
[ 0041 ] The wagering event information may be presented 
in various fashions . For example , relative to sports wager 
ing , a player may be presented with a menu of sporting 
events and odds and may be permitted to select a particular 
wagering event . Relative to a game of video poker , game 
information such as the images of cards may be displayed to 
the player . Such game information may be generated at the 
server 24 and then transmitted for display at the player ' s 
computer 42 or mobile communication device 46 . In other 
embodiments , the one or more servers 24 might be config 
ured to transmit game code to the player ' s computer 42 or 
mobile communication device 46 , which code is executed or 
run upon the player ' s device in order to present the game 
information . Of course , a wide variety of configurations may 
be utilized to present wagering game information to a player 
at their remote or mobile device , as is well known in the art . 
10042 ] Most importantly , in accordance with the present 
invention , a player may associate monetary funds with their 
account ( which funds may be used , as described herein , to 
place wagers for remote or mobile gaming or physically at 
the casino on a gaming machine ) via one or more gaming 
machines 22 . For example , a player may provide coin to the 
coin acceptor 32 or paper currency or other value media 
( such as a value ticket ) , such as via the media reader 34 . 
Some or all of the provided value may be associated with the 
player ' s account , as described in more detail below . 
[ 0043 ] One embodiment of a method of the invention will 
be described with reference to FIG . 4 . In a step S1 , a player 
may provide funds to a gaming machine 22 . This step may 
comprise a player traveling to a casino and then locating a 
gaming machine 22 . In one embodiment , the gaming 
machine 22 may be one of many gaming machines located 
at the casino , and preferably any of those machines . For 
example , such a gaming machine 22 might be configured to 
offer one or more video poker games , one or more slot 
games , one or more bingo , keno or other games . The gaming 
machine 22 may have various styles , be configured to offer 
games under various names , titles or themes . 
[ 0044 ] As indicated , the player may provide funds to the 
gaming machine 22 in various manners . Such might com 
prise a player providing a value ticket , coins and / or paper 
currency to the gaming machine . 
[ 0045 ] In one embodiment , in a step S2 , the player may be 
provided the election of associating the provided funds with 
either the gaming machine or the player ' s account , which 
such funds may have already been placed on account 
through a remote device . For example , a player may elect , 
as in a step S3 , to deposit the provided funds into their 
account . In such event , the funds , or a portion of the funds 
which are designated by the player , are preferably credited 
to the player ' s account . 
[ 0046 ] On the other hand , a player may elect , as in a step 
S4 , to deposit the funds to the gaming machine 22 for use at 
the gaming machine . In such event , the gaming machine 22 

may display the value of the funds which the player provided 
to the gaming machine , such as in a number of credits . 
[ 0047 ] As to funds which are associated with the gaming 
machine 22 , the player may utilize those funds to place one 
or more wagers to play one or more wagering games at the 
gaming machine 22 , as in a step S5 . Once a player utilizes 
such funds to place a wager ( such as by pressing a “ bet one ” 
or “ bet max ” or other wager - accepting input from the player 
at the gaming machine as is well known ) , the gaming 
machine 22 may present one or more wagering games to the 
player , a in a step S6 . Such wagering games may have 
winning or losing outcomes . In the case of winning out 
comes , funds ( such as credits ) may be awarded , thus increas 
ing the value of funds associated with the gaming machine . 
In the case of losing outcomes , the player may lose their 
wager , thus decreasing the value of funds associated with the 
gaming machine 22 . 
10048 ] After playing one or more games at the gaming 
machine 22 , the player may elect to leave the gaming 
machine 22 . If the player has funds remaining at the gaming 
machine 22 , the player may be provided the option of either 
having those funds returned to them or associating them 
with their player account , as in a step S7 . For example , upon 
completion of game play , a player may provide a " cash out " 
input . If the gaming machine 22 determines that the player 
still has funds remaining , the gaming machine 22 may offer 
the player the choice of having the funds returned or 
deposited to the player ' s account . 
[ 0049 ] If the player elects to have the funds returned , then 
the gaming machine 22 may return or dispense the funds , as 
in step S8 . For example , the gaming machine 22 might 
dispense coins , currency and / or a value ticket or other media 
to the player representative of the value of the funds . 
10050 ] If the player elects to have the funds transferred , 
then the gaming machine 22 may cause the remaining funds 
to be transferred to the player ' s account , as in step S3 . 
[ 0051 ] As indicated herein , if the player has funds asso 
ciated with their account , then they may utilize those funds 
to place wagers for remote or mobile gaming , as in step S9 . 
[ 0052 ] Of course , the above - described method may be 
implemented in various manners and in a number of varia 
tions . In one embodiment , if a player elects to transfer funds 
to their player account , they may be required to provide their 
account access information . For example , upon a player 
indicating that they wish to transfer their funds , the gaming 
machine 22 may be configured to request the player ' s user 
ID and password , as in step SV . Upon verifying the player ' s 
account , the funds may then be transferred . 
[ 0053 ] In one embodiment , a player may be permitted to 
transfer and / or use some but not all of the provided funds . 
For example , a player might provide $ 100 in funds to a 
gaming machine . The player might elect to associate the 
entire $ 100 with the gaming machine 22 for play , transfer 
the entire $ 100 to their player account , or split the funds so 
that some are transferred and some are associated with the 
gaming machine . For example , the player might elect to 
transfer $ 50 in funds to their account and associate the other 
$ 50 for play at the gaming machine 22 . Likewise , at cash 
out , a player might elect to have all of their funds returned , 
have all of the funds transferred , or split the funds to that 
some are returned and some are transferred . 
[ 0054 ] In one embodiment , a player may be permitted to 
associate or save funds preference settings with the system , 
such as with their player account . The funds settings may 
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permit the player to cause certain funds activities or events 
to occur automatically . For example , a player might be 
permitted to indicate a percentage of gaming machine win 
nings that the player desires to be automatically transferred 
to the player ' s account . A player might also pre - designate 
how funds provided to a gaming machine should be allo 
cated , such as between gaming machine play and their 
account for remote wagering . For example , relative to the 
above example , if the player had pre - designated that 50 % of 
all funds input to a gaming machine were to be allocated to 
the gaming machine and the remaining 50 % to their account , 
the $ 50 / $ 50 split described above could be performed auto 
matically by the gaming machine as soon as the player is 
identified and the player provided the funds to the gaming 
machine . Of course , the player might be permitted to des 
ignate a wide variety of such settings or actions , may be 
permitted to modify them ( such as via input to the gaming 
machine , via a remote device or the like ) , and may be 
permitted to override them . 
[ 0055 ] In accordance with another aspect of the invention , 
a gaming machine 22 may be configured to implement 
various functionality when a player is identified . In one 
embodiment , a player might be identified by detecting the 
player ' s mobile communication device , by a player ' s use of 
a player tracking or club card or other means of identifica 
tion such as use of biometrics such as a fingerprint , retinal 
scan or comparison of the player ' s image to a stored image . 
Of course , such identification is preferably used to identify 
the player ' s funds account , and thus the account to which 
funds may be transmitted or from which funds may be 
accessed . For example , as illustrated in FIG . 2 , a gaming 
machine 22 may be configured to detect a player ' s mobile 
communication device 46 . The gaming machine 22 , or the 
gaming system 20 , may be configured to detect the presence 
of a player ' s mobile communication device 46 in various 
manners . In one embodiment , as illustrated in FIG . 2 , the 
gaming machine 22 might include a wireless receiver or 
transmitter / receiver . Such a receiver may be configured to 
detect wireless signals from a mobile communication device 
which is in the vicinity thereof . Alternatively , the gaming 
machine 22 might be configured with one or more physical 
device connectors , such as cradles or ports , with which the 
player may associate their mobile communication device . 
[ 0056 ] Of course , the gaming system 20 may otherwise be 
configured to detect a player ' s mobile communication 
device . For example , the gaming system 20 might include 
one or more detectors apart from the gaming machines 22 . 
Such detectors might be located , for example , throughout a 
casino . 
[ 0057 ] Referring again to FIG . 4 , one embodiment of a 
method may include the step SD of detecting a player ' s 
mobile communication device . For example , upon a player 
providing funds to a gaming machine 22 , the gaming 
machine 22 ( or system 20 ) is preferably configured to check 
for the presence of the player ' s mobile communication 
device 46 . If the player ' s device 46 is detected , such as by 
a wireless receiver , physical connection or the like , the 
gaming machine 22 may be configured to implement various 
of the functionality described above . For example , after the 
player ' s mobile communication device 46 has been 
detected , the gaming machine 22 may display a request that 
the user provide their account access information , such as 
via a graphical interface displayed on the display 28 of the 
gaming machine 22 . Alternatively , the gaming machine 22 

may be configured to immediately display an interface to the 
player which requests that the player indicate whether the 
player wishes to associate the provided funds with the 
gaming machine or the player ' s account . If the player wishes 
to associate funds with their account , then the gaming 
machine 22 may request that the player provide their 
account access information . 
[ 0058 ] Likewise , such steps may be performed when a 
player wishes to leave the gaming machine . For example , at 
the time a player elects to cash - out , the gaming machine 22 
( or system 20 ) may be configured to detect a player ' s mobile 
communication device 46 ( if such has not already occurred ) . 
If the device 46 is detected , then the gaming machine 22 may 
be configured to either request the player ' s account access 
information ( if such has not already been provided ) , or to 
display an interface to the player which requests that the 
player indicate whether the player wishes to have the funds 
paid to them or transferred to their account . 
[ 0059 ] In one embodiment , the funds functionality may 
only be implemented if it is determined that the identified 
player and / or their device has a corresponding funds 
account . For example , a player without a funds account for 
remote wagering may approach a gaming machine 22 with 
their mobile communication device . The gaming machine 
22 may detect the device , compare information regarding the 
device to the stored account information , and determine that 
the device does not identify any particular player or account . 
In such event the funds functionality described may not be 
automatically initiated unless the player otherwise identifies 
themselves . 
[ 0060 ] As indicated , embodiments of the invention may be 
implemented in various manners . FIG . 3 illustrates one 
particular embodiment of a gaming machine 22 in accor 
dance with the invention . As illustrated , the gaming machine 
22 has a main controller 60 . The main controller 60 may be , 
for example , a processor configured to execute machine 
readable instructions or " software " , or might be configured 
as hardware . Software may be stored at one or more asso 
ciated data storage devices such as a memory device . An 
input / output device 62 is associated with the controller 60 , 
whereby the controller 60 may transmit instructions or 
signals to other devices or locations and receive instructions 
or signals from other devices or locations . The input / output 
device 62 may comprise , for example , a bus . 
[ 0061 ] In one embodiment , the gaming machine 22 may 
be configured with a player tracking device . Such a device 
may comprise a controller 64 which controls a keypad 66 , a 
media reader 68 and a video display 70 . Such devices are 
well known . The player tracking device may be configured , 
for example , to read information from a player ' s player club 
or player tracking card ( such as from a magnetic stripe , 
RFID tag , NFC or the like ) . The keypad may be configured 
to receive input from the player , and the display may be 
configured to display information to a player . As illustrated , 
the player tracking device may be in communication with 
the gaming machine controller 60 via the input / output 
device 62 . Additional details of the use of the player tracking 
device are described below . 
[ 0062 ] In one embodiment , the gaming machine 22 may 
include a wireless communication device or interface 72 , 
such as a wireless receiver . Such a receiver may , as indicated 
above , be configured to at least detect the presence of a 
mobile communication device . The gaming machine 22 may 
alternately , or in addition , be configured with one or more 
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physical ports for connection of one or more mobile com 
munication devices . Such ports might comprise , for 
example , a cradle or dock 74 . The cradle or dock 74 may 
include one or more connectors for mating with the port or 
connector of a mobile communication device 46 . 
[ 0063 ] In order to permit the gaming machine 22 to 
communicate with other devices , the gaming machine 22 
preferably includes at least one communication interface 76 . 
The communication interface 76 preferably permits the 
communication link 40 to be established with the at least one 
server 24 . 
[ 0064 ] In one embodiment of the invention , the player ' s 
account access information may be provided by the player 
tracking device . For example , a player may elect to create a 
player account with a casino . The casino may utilize the 
player ' s account to identify the player , track the player ' s 
gaming play , award the player with promotional and other 
types of awards , and track funds provided by the player for 
remote / mobile gaming . 
[ 0065 ] In one embodiment , a player might be issued a 
media such as a magnetic stripe player card . This card may 
have the player ' s account information encoded on it . When 
the player needs to access their account , the player might 
input their card into the media reader 68 . In one embodi 
ment , once the player ' s account identifier is determined , the 
player may be required to enter a password , personal iden 
tification number ( PIN ) or the like in order to access their 
account . For example , after the player ' s card has been read , 
the controller 64 of the player tracking device may cause the 
player tracking display 70 to request the player ' s PIN . The 
player may then enter their PIN into the keypad 66 . If the 
PIN is correct , the player ' s account may be accessed . 
[ 0066 ] Of course , the player might provide account access 
information in other manners . For example , a player might 
enter their account access information via a graphical user 
interface and touch screen of the display 28 . In another 
embodiment , the player might utilize a keypad to directly 
enter the information ( rather than by using a player card ) . 
[ 0067 ] As indicated herein , in one embodiment a player 
might identify themselves at a gaming machine 22 using 
their player tracking card or similar device . Once the player 
is identified and is determined to have a funds account , the 
gaming machine 22 may be configured to automatically 
present the funds functionality described herein . 
[ 0068 ] In one embodiment , information may be transmit 
ted to the player ' s mobile communication device 46 and / or 
be received from that device . As indicated above , in one 
embodiment the gaming machine 20 and / or system 22 may 
be configured to merely detect the presence of a mobile 
communication device 46 in the vicinity of the gaming 
machine 22 . In such event , the various functionality 
described above may be implemented , even though it is not 
known if the detected device actually belongs to the player 
( for example , a player of the gaming machine 22 might enter 
funds but then the gaming machine 22 might detect the 
mobile device of another casino patron who is merely 
walking by the gaming machine ) . 
[ 0069 ] In another embodiment , the identity of the player 
and / or their mobile communication device may be con 
firmed . For example , once a gaming machine 22 detects a 
mobile communication device 46 , the gaming machine may 
request that the player identify themselves by inputting their 
player account access information . Once that information 
has been input , the gaming machine 22 and system 20 know 

the identity of the player . At that point , the gaming machine 
22 ( or system 20 ) may transmit information to the player ' s 
mobile communication device 22 , such as by text message , 
email or a phone call ( such as using the player ' s cell phone 
number and / or email address associated with the player ' s 
account ) . For example , the gaming system 20 might transmit 
a message to the player “ Welcome John Smith , if you wish 
to receive mobile gaming play information , please reply text 
‘ yes ” . ” If the player responds , the gaming system 22 may 
send additional information to the player ' s mobile commu 
nication device . 
[ 0070 ] Of course , the link between the player and their 
mobile communication device 46 at a gaming machine 22 
may be more easily confirmed if the player associates their 
mobile device 46 with a cradle or dock of the gaming 
machine 22 . In that instance , the gaming machine 22 may 
communicate directly with the mobile communication 
device 46 , such as to obtain identity information which it can 
use to match against the player ' s account . 
[ 0071 ] In this regard , the player may provide account 
access information via their mobile communication device 
46 . For example , a player might approach a gaming machine 
22 and dock their device 46 into a cradle . The gaming 
machine 22 may then request that the player input their 
player account access information via their mobile commu 
nication device 46 . The input information may be transmit 
ted from the device 46 to the gaming machine 22 and then 
on to the one or more servers 24 for confirmation . Once the 
player ' s account is identified , the player ' s identity is then 
known to the gaming system 20 . 
[ 0072 ] In one embodiment , the gaming machine 22 and / or 
system 20 may transmit information to the player ' s mobile 
communication device 46 . For example , once a player has 
deposited funds at the gaming machine 22 and the player ' s 
mobile communication device 46 is identified , the gaming 
machine 22 and / or system 20 may transmit information to 
the player ' s mobile communication device 46 . 
10073 ] . In one embodiment , for example , the gaming 
device 22 and / or system 20 may transmit information to the 
player ' s mobile communication device 46 regarding the 
amount of funds the player has associated with the player ' s 
account . For example , after a player has elected to transfer 
$ 100 to their player account , a message may be transmitted 
to the player ' s mobile gaming device confirming the transfer 
of the funds . Such information might also include the 
player ' s total funds balance . For example , a message to the 
player ' s device 46 might detail “ Confirmed $ 100 transfer ; 
total account balance $ 450 . 50 . ” 
[ 0074 ] It will be appreciated that the principles of the 
invention may be implemented via any number of systems 
and devices . For example , as indicated above , a casino ' s 
gaming system 20 may have one or more servers 24 . For 
example , the casino might operate a main gaming system 
having one or more servers which monitor the play of the 
gaming machines 22 , a player tracking system having one or 
more servers which interfaces with the player tracking 
device of each gaming machine for use in identifying 
players , tracking game play and awarding promotional 
awards , an accounting system which tracks funds informa 
tion associated with the gaming machines 22 , such as the 
amount of funds deposited by players , wagered by players , 
lost by players , winnings awarded to players and may 
generate value ticket information and validate presented 
tickets , one or more bonusing systems having one or more 
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servers for implementing one or more bonuses , such as one 
or more progressive bonuses , jackpots or the like , and a 
remote gaming system having one or more servers config 
ured to generate game information for the remote play of one 
or more wagering games by players , among other systems . 
Of course , these various systems may be configured to work 
together to implement the functionality described herein . 
[ 0075 ] The invention has numerous advantages . First , 
advantageously casino gaming machines can be used as 
" cashiers ” who permit a player to deposit funds to an 
account which may be used to fund remote or mobile 
gaming . A player may be permitted to deposit funds with any 
casino gaming machine . In the case of large casinos , this 
may enable a player to deposit funds with any of thousands 
of gaming machines in various locations throughout the 
casino . 
[ 0076 ] This represents a significant advantage over exist 
ing configurations where a player must travel to a specific 
cashier or cage and deposit funds to the cashier . First , in that 
situation the player may only be permitted to deposit funds 
at a single location . Second , in such an arrangement the 
player may have to wait for an attendant to physically 
receive and deposit the funds . In accordance with the 
invention , because a player can deposit funds at any number 
of gaming machines , the player can simply locate an unused 
gaming machine to avoid waiting in line for an attendant to 
deposit funds . Second , the deposit process is fully automated 
and can occur at a gaming machine without the intervention 
of an attendant or cashier . 
[ 0077 ] In some instances , multiple casinos may have their 
gaming machines linked to a single player account or 
multiple player accounts may be linked . In this arrangement , 
a player may deposit funds at gaming machines at any of two 
or more locations , such as casino A or casino B , and have the 
funds associated with the user ' s account . 
0078 ] In accordance with another aspect of the invention , 
a player may transfer funds from their funds account to a 
gaming machine for use in a casino . In one embodiment , the 
player may be permitted to associate funds with their 
account from a remote location . For example , a player might 
use a home computer and a credit card to associate funds 
with their account . In another embodiment , a player might 
utilize their mobile communication device to transfer funds 
to the gaming machine 22 , such as by electronic transfer to 
the machine ( in similar manner to the Google Wallet ser 
vice ) . The player might then later travel to gaming machine 
at a casino . The player can access the funds in their funds 
account from the gaming machine , including transferring 
funds from the account to the gaming machine for play / use 
at the gaming machine . 
[ 0079 Yet another advantage of the invention is the link 
ing of the player ' s mobile communication to the funds 
deposit at the gaming machine . In accordance with the 
invention , when a player deposits funds at a gaming machine 
and transfers the funds to their account for use in remote or 
mobile gaming , information regarding that transaction may 
be presented to the player via their mobile communication 
device . This allows the player to link the transaction at the 
gaming machine to their remote or mobile gaming account . 
This information is also useful to a player because the player 
may later utilize their mobile communication device to 
engage in mobile gaming . In that event , the player can easily 
view their account balance and related information because 
it was likely recently updated or provided directly to their 

mobile communication device ( such as via a text message 
which can easily be viewed , versus the player having to take 
steps to access their account to gain information regarding 
an updated balance ) . 
[ 0080 ] Yet another aspect of the invention is the provision 
of a single player funds account which a player can use for 
in - casino game play , remote game play and / or mobile game 
play . Not only is the single funds account convenient for the 
player , but it is convenient for a casino . In particular , a 
casino can track all player funds activity , including deposits , 
transfers , wins , losses , and the like , associated with all types 
of gaming activity ( in casino and remote / mobile ) via a single 
system and set of accounts ( rather than having to set up and 
track / poll multiple systems each having different accounts 
for different purposes ) . 
[ 0081 ] It will be understood that the above described 
arrangements of apparatus and the method there from are 
merely illustrative of applications of the principles of this 
invention and many other embodiments and modifications 
may be made without departing from the spirit and scope of 
the invention as defined in the claims . 
What is claimed is : 
1 . A method of pairing a mobile communication device 

associated with a player to an electronic gaming machine , 
the electronic gaming machine being connected to a server , 
comprising : 

determining that the mobile communication device is in a 
vicinity of the electronic gaming machine ; 

transmitting player identification information from the 
mobile communication device to the server ; 

confirming an identity of the player at the server by 
comparing the player identification information to 
stored identification information ; and 

pairing the mobile communication device with the elec 
tronic gaming machine after confirmation of the player 
identity . 

2 . The method of claim 1 , wherein transmitting player 
identification information from the mobile communication 
device to the server occurs via the electronic gaming 
machine . 

3 . The method of claim 1 , wherein determining that the 
mobile communication device is in a vicinity of the elec 
tronic gaming machine comprises the electronic gaming 
machine detecting the mobile communication device . 

4 . The method of claim 4 , wherein the electronic gaming 
machine detects the mobile communication device over a 
wireless link . 

5 . The method of claim 3 , wherein the electronic gaming 
machine detects the mobile communication device over a 
connection to a cradle or a dock . 

6 . The method of claim 1 , further comprising the elec 
tronic gaming machine requesting the player to provide the 
player identification information on the mobile communi 
cation device . 

7 . The method of claim 1 , further comprising the elec 
tronic gaming machine requesting the player to provide 
player account access information on the mobile communi 
cation device . 

8 . The method of claim 1 , further comprising presenting 
at least one wagering game to the player at the electronic 
gaming machine . 

9 . The method of claim 7 , wherein the at least one 
wagering game comprises a slot game , a poker game , a 
bingo game or a keno game . 

???? 
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10 . The method of claim 1 , further comprising transmit 
ting game code from the server to the mobile communica 
tion device for execution to present game information on the 
mobile communication device . 

11 . The method of claim 1 , further comprising the elec 
tronic gaming machine transmitting information to the 
mobile communication device concerning an account of the 
player . 
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