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1
SYSTEMS AND GAMING DEVICES FOR
INDICATING COMP ELIGIBILITY

CROSS REFERENCE TO RELATED
APPLICATIONS

This application is a continuation-in-part of U.S. appli-
cation Ser. No. 14/023,856 filed on Sep. 11, 2013, which is
a continuation-in-part of U.S. application Ser. No. 13/788,
013 filed on Mar. 7, 2013, which in turn claims the benefit
of U.S. Provisional Application Ser. No. 61/698,963 filed
Sep. 10, 2012, the disclosures of which are hereby incor-
porated by reference in their entirety.

BACKGROUND

Embodiments of the present disclosure relate to systems
and gaming devices for indicating eligibility for one or more
complimentary benefits, generally referred to as “comps.”

Many casinos and other gaming establishments invest
significant amounts of money to bring players into the
casinos and encourage the players to spend money in the
casinos, such as by playing games of chance in the casinos.
Generally speaking, the longer the players remain in the
casino and play games therein, the more money the casinos
expect to earn.

To encourage the players to stay and play games in a
particular casino, at least some casinos offer the players
“comps,” such as free beverages, free meals, or free rooms
depending on the amount of money the player is spending in
the casino. To justify the cost of providing the comps, casino
personnel typically monitor the amount of money the player
is spending and give increasingly valuable comps as the
player’s spending increases. However, monitoring the play-
er’s spending may be time-consuming for casino personnel,
and the casino personnel may only be able to estimate the
amount of money the player has spent. In addition, miscom-
munication may occur between casino personnel such that
players may receive comps more frequently than desired
from the casino’s perspective based on the player’s spend-
ing. On the other hand, players may feel that the amount of
money they have spent has gone unnoticed by casino
personnel. Therefore, the players may believe that they
deserve more comps than are being provided by the casino.
Likewise, the players may not know how much they are
spending and may not know when comps may be available
based on their gameplay.

In addition, casino personnel may not adequately follow
a casino’s comp policy. For example, casino personnel may
give unearned comps to players to increase the amount of
tips the players give the casino personnel. The unearned
comps may end up costing the casino significant amounts of
money over time.

BRIEF SUMMARY

In one embodiment, a system is provided that includes a
gaming device. The gaming device includes a processor
programmed to provide a game of chance to a player, an
electronic storage device configured to store gameplay data
for the game of chance, a payment input device configured
to enable the player to input money or credits for use in the
game of chance, and a payment output device configured to
enable the player to withdraw money or credits from the
gaming device. The gaming device also includes a card
reader device configured to receive data from a player
reward card and a randomization device configured to

15

40

45

55

2

randomly determine a game outcome for the game of
chance. A comp indicator is attached to or integrated within
the gaming device. The comp indicator is configured to
indicate whether the player is eligible for at least one comp.
The system also includes a first computing device, and a
second computing device coupled to the first computing
device. The first computing device is configured to imple-
ment a comp policy that includes at least one comp available
to the player and at least one comp eligibility criterion for
determining whether the player is eligible for the at least one
comp, wherein the player accrues progress towards meeting
the at least one comp eligibility criterion at an accrual rate.
The second computing device is configured to transmit data
to the first computing device to adjust the accrual progress.

In another embodiment, a method of implementing a
comp policy is provided. The method includes providing a
game of chance to a player using a gaming device, enabling
the player to input money or credits for use in the game of
chance using a payment input device of the gaming device,
and enabling the player to withdraw money or credits from
the gaming device using a payment output device of the
gaming device. The method also includes randomly deter-
mining a game outcome for the game of chance using a
randomization device and providing a comp indicator
attached to or integrated within the gaming device. The
comp indicator is configured to indicate whether the player
is eligible for at least one comp. The method further includes
implementing, using a first computing device, a comp policy
that includes at least one comp available to the player and at
least one comp eligibility criterion for determining whether
the player is eligible for the at least one comp. The player
accrues progress towards meeting the at least one comp
eligibility criterion at an accrual rate. The method also
includes transmitting data from a second computing device
to the first computing device to adjust the accrual progress
towards meeting the at least one comp eligibility criterion.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a block diagram of a system that may be used
to play a game of chance.

FIG. 2 is a block diagram of another system that may be
used to play a game of chance.

FIG. 3 is a block diagram of a computing device that may
be used with the system shown in FIG. 1 or the system
shown in FIG. 2.

FIG. 4 is a block diagram of a gaming device that may be
used with the system shown in FIG. 1 or the system shown
in FIG. 2.

FIG. 5 is a block diagram of a plurality of program
modules that may be used with the system shown in FIG. 1
or the system shown in FIG. 2 to administer a game of
chance.

FIGS. 6A and 6B are illustrations of an electronic gaming
machine that may be used with the system shown in FIG. 1
or the system shown in FIG. 2.

FIG. 7 is an illustration of a kiosk gaming device that may
be used with the system shown in FIG. 1 or the system
shown in FIG. 2.

FIGS. 8A-8C are block diagrams of comp indicator
images that may be used with the electronic gaming machine
shown in FIGS. 6A and 6B and the kiosk gaming device
shown in FIG. 7.

FIG. 9 is a flow diagram of a method of indicating
eligibility of a player to receive one or more comps.
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FIG. 10 is a flow diagram of a method indicating an
accounting of casino personnel performance in properly
presenting comps to a player.

FIG. 11 is a block diagram of a gaming system that may
be used to provide a game of chance.

FIG. 12 is a block diagram of another comp indicator
image that may be used with one or more gaming devices
described herein.

FIG. 13 is an exemplary compliance report that may be
generated for one or more personnel of the gaming systems
of FIG. 1 or 2 or the gaming system of FIG. 11.

FIGS. 14A-14B are block diagrams of exemplary player
tracking modules that may be used with one or more gaming
devices described herein.

FIGS. 15A-15E are screen captures of exemplary user
interfaces that may be used to display and redeem one or
more comps on a gaming device described herein.

DETAILED DESCRIPTION

Systems and methods for indicating eligibility of a player
of a game of chance to receive one or more comps are
described herein. In one embodiment, a plurality of gaming
devices are connected to one or more servers over a network,
such as a wide area network (WAN) and/or a local area
network (LAN). In one embodiment, the gaming devices are
electronic gaming machines (EGMs), otherwise known as
“slot machines.” These may be classified as Class 11, Class
111, video lottery terminals (VLT), or the like. EGMs may
present either one or a plurality of games to the player such
as video reels, video poker, video keno, video bingo, and the
like. In another embodiment, the gaming devices are gaming
kiosks or terminals. Alternatively, the gaming devices may
include, for example, cellular phones, laptop or desktop
computers, and/or any other suitable devices. The servers
may include one or more local servers within a gaming
establishment and/or one or more wide area progressive
(WAP) servers connected to the local servers and/or to the
gaming devices through the network.

In one embodiment, each gaming device presents either
one or a plurality of games of chance to a player to enable
the player to select and play the games of chance. In
addition, each gaming device may include a randomization
device, such as a random number generator (RNG) and/or a
permutation generator, that is used to play a selected game
on the gaming device. The randomization device may be
used to randomly determine a game outcome for the game
of'chance. For example, if the player selects a game of bingo
to be played on a gaming device, the gaming device uses the
randomization device to select a plurality of house indicia
from a pool of 75 indicia (or from a different sized pool) to
be used during the game. In another embodiment, at least
some aspects of the game are provided by one or more
servers, such as a local server, a wide area server, a local area
progressive server (LAP), or a wide area progressive server
(WAP). The server or servers may include a randomization
device for randomly selecting the house indicia in the bingo
game.

In the example of a video poker game, either one or a
plurality of games are presented to the player. After game
selection and wagering, a number of playing cards, generally
selected from a 52 card deck, are distributed to the player. In
the case of draw poker or its many variants, the player
selectively chooses to retain one or more of the original
cards dealt and to discard those cards not chosen to be
retained. The discarded cards are then replaced by new
cards. If the player obtains a predefined winning combina-
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tion of cards, the player wins an amount associated with the
particular combination of cards.

In the example of mechanical, electromechanical, or
video reel machines, the games may include a number of
mechanical or simulated rotating reels that are arranged in a
horizontal configuration forming columns. One or a number
of rows are presented to the player to allow for one or many
different winning pay lines. Pay lines may be straight across
or designed in any convenient fashion. A typical game many
include five reels or columns and three or four rows or the
like.

In the example of the bingo game, the house indicia are
compared to a plurality of player indicia that are included
within a pattern selected for one or more player cards. If at
least some of the player indicia within the pattern are
matched by the house indicia, the player may win a prize
based on the number of house indicia that have been
matched and an associated pay table.

In the example of a keno game or a keno-related game of
chance, the gaming device uses the randomization device to
randomly select a plurality of house indicia in a similar
manner as described with respect to the game of bingo.
However, the house indicia are typically randomly selected,
or called, from a pool of 80 house indicia, although other
sizes of house indicia pools may be used. The called house
indicia are compared to a plurality of player indicia to
determine how many player indicia are matched by the
house indicia and may be irrespective of a pattern of the
player indicia. The embodiments described herein may
include allowing the player to select the number of and
specific player indicia to be utilized for a keno game or may
include an automated or quick pick selection. For example,
a player may select one player indicia or spot to play a 1 spot
game, 2 player indicia or spots for a 2 spot game, 3 player
indicia or spots for a 3 spot game, etc. Embodiments may
also require a minimum number of player indicia or spots for
a game. For example, a 10 player indicia or 10 spot game
may require a minimum of 5 player indicia or spots.
Embodiments may also include a maximum number of
player indicia or spots that are playable. For example, in an
80 number game, the maximum number of house indicia or
spots selectable by the player may be confined to 20 num-
bers or less or a 20 number game or less. Accordingly, in an
80 number game, the minimum number of player indicia or
spots may be 5 and the maximum player indicia or spots may
be 20. The player may win one or more prizes based on the
number of player indicia matched by the called house
indicia.

In the example of sports wagering, a player may be seated
in a player area that may include a betting terminal which
includes a monitor and input means. A player may make or
place periodic wagers on a variety of sporting events.

As the player plays the games, the gaming device and/or
a server or another computing device tracks data represen-
tative of the gameplay of the player (referred to herein as
“gameplay data”), such as a theoretical win or loss, a past
history, wager amounts, a number of plays per hour, wager
amounts relative to an amount of time spent playing games
on the gaming device, a number of wins or losses of the
player, a cumulative amount wagered by the player, an
amount of money won or lost by the player, and/or any other
suitable data. The gameplay data is used to determine
whether the player is eligible to receive a comp. The comp
may include, for example, one or more free beverages, free
meals, free tickets, reduced price meals or tickets, and/or the
like.
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In one embodiment, a comp indicator is included within,
attached to, or displayed on the gaming device. The comp
indicator may be energized or activated in any conventional
way to indicate status including displaying on the game
monitor, player tracking module or the like. The comp
indicator is used to display to the player and/or to gaming
establishment employees whether the player is eligible to
receive the comp. If the gameplay data indicates that the
player has reached a predetermined threshold of play and/or
wagering activity, for example, the player is determined to
be eligible to receive the comp. The comp indicator may
then be activated to notify the player and/or gaming estab-
lishment employees that the player is eligible to receive the
comp. The comp indicator activation may include any
suitable means for displaying comp status, comp eligibility,
change in comp status, incremental progress toward comps,
continual progress toward comps, reduction in comp status
after awarding of comps, etc., and may include any visual or
sensory indicator or indication. Gaming establishment
employees may then take action in response to the notifi-
cation, such as by awarding the comp to the player. While
the comp indicator is sometimes described as being a visual
indicator, it should be recognized that the comp indicator
may notify the player and/or gaming establishment employ-
ees using any suitable sensory perception.

A technical effect of the systems and methods described
herein includes one or more of: (a) providing a game of
chance to a player using a gaming device; (b) enabling the
player to input money or credits for use in the game of
chance using a payment input device of the gaming device;
(c) enabling the player to withdraw money or credits from
the gaming device using a payment output device of the
gaming device; (d) randomly determining a game outcome
for the game of chance using a randomization device; (e)
providing a comp indicator attached to or integrated within
the gaming device, wherein the comp indicator is configured
to indicate whether the player is eligible for at least one
comp; (f) implementing, using a first computing device, a
comp policy that includes the at least one comp and at least
one comp eligibility criterion for determining whether the
player is eligible for the at least one comp, wherein the
player accrues progress towards meeting the at least one
comp eligibility criterion at an accrual rate; and (g) trans-
mitting data from a second computing device to the first
computing device to adjust the accrual progress towards
meeting the at least one comp eligibility criterion.

Comp monitoring or accounting may also be monitored
locally or remotely by management to insure proper com-
pliance. Systems and methods described herein may be
self-contained within a gaming device or may reside in a
server-based system such as a slot accounting system (SAS).

As used herein, a “game of chance” or “game” refers to
an electronic game that is played by a player in which an
outcome of the game of chance is at least partially based on
chance or a random selection of game components. A game
may be categorized by a game variety and/or a game size, for
example. It should be recognized by those of ordinary skill
in the art that the term “random” is not limited to true
randomness, such as truly random numbers. Rather, pseu-
dorandom numbers and pseudorandom algorithms are
included within the meaning of “random.” In addition, those
of ordinary skill in the art will recognize that permutation
generators may additionally or alternatively be used to
generate player card indicia or other game components.

Gaming devices described herein may use real money for
play, or may utilize a credit-based system in which the
credits used for the games do not have a cash value.
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Similarly, prizes for the games may be in the form of credits,
cash, and/or physical prizes such as televisions, automo-
biles, or the like.

The play of a game, or the gameplay, includes the drawing
or selection of a plurality of house indicia after one or more
player cards have been selected. The house indicia are drawn
or selected until a game ending criteria is met. The game
ending criteria may include, for example, the matching of a
pattern on the player card, or the drawing or selection of a
predetermined maximum number of house indicia. It should
be recognized that other suitable game ending criteria may
be used to end the play of the game.

As used herein, the term “player indicia” refers to indicia,
such as objects, graphics, symbols, numbers, letters, or the
like, that are printed on, displayed on, or otherwise associ-
ated with a player card used by the player to play a game of
chance. In at least some embodiments, the player may select
one or more player indicia for each player card.

The term “house indicia” or “game indicia” refers to
indicia generated, called, or otherwise selected by a gaming
establishment or an operator of the game. In one embodi-
ment, house indicia are compared to player indicia on each
player card to determine if each player card satisfies one or
more winning conditions.

The term “ball call” refers to a random selection of house
indicia in connection with a game of chance. The terms
“select,” “draw,” “call,” “determine,” and “generate” are
used interchangeably with respect to the selection of house
indicia, numbers, or balls in a game. A ball call may include
drawing or receiving a random ball with a number indicated
on the ball, or may more generally refer to a random
selection of a number or another suitable house indicia using
a randomization device. A “ball,” as used herein, may be a
round plastic, wood, or glass spherical object with a number
or other indicia displayed thereon, or may be an electronic
representation of a spherical object with a number or other
indicia displayed thereon. It should be recognized that the
term “ball” may also include non-spherical objects or elec-
tronic representations, such as cubes, electronic images,
and/or the numbers or indicia by themselves.

As used herein, the term “pattern” refers to a predeter-
mined combination of spaces of a player card. In at least
some embodiments, a winning combination is satisfied if
player indicia included within the spaces associated with a
pattern are matched to house indicia called during the game.

As used herein, the term “the house” refers to a game
operator or a gaming establishment operator. For example, if
a game is operated within or by a casino, the casino may be
referred to as the house. Alternatively, the house may refer
to a software application contained within a mobile device,
such as a cell phone or a tablet computing device, that
operates the game on the mobile device.

As used herein, the term “fixed prize” or “fixed payout”
refers to a prize or payout that is a predetermined multiple
of'an amount wagered on the game, or that is a fixed amount
regardless of the amount wagered. The fixed prizes or
payouts are typically listed on a pay table associated with the
game.

In contrast, progressive prizes or payouts are prizes or
payouts in which at least a portion of the payout or prize
increases or changes based on the amounts wagered by the
players who are playing the game to win the progressive
prize.

Any suitable game of chance may be played that operates
according to the described embodiments. Example games of
chance playable according to the disclosure herein include
video poker, video reel slots, a traditional keno game, a
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traditional bingo game, a Vegas Numbers® game, a Nevada
Numbers® game, a Super Flashboard® game, a Pattern
Bingo™ game, and sports betting. However, it should be
emphasized that these games are merely exemplary, and any
other suitable game may be played as described herein.

In a Vegas Numbers® game, the player may select
between 1 and 10 player indicia from a pool of 80 indicia for
one or more player cards. In addition, 20 house indicia are
drawn from the pool of 80 indicia. The house indicia are
compared to the player selected indicia. Prizes are awarded
based on a number of player indicia that match the selected
house indicia, regardless of whether a pattern of player
indicia is matched. In one embodiment, a progressive prize
may be awarded as one or more of the prizes. The prizes
and/or the game may be linked or shared among other
gaming devices or locations so that any one of the gaming
devices may win one or more of the prizes, such as the
progressive prize.

In a Nevada Numbers® game, the player may select 5
player indicia out of a pool of 80 indicia for one or more
player cards. In addition, 5 house indicia are drawn from the
pool of 80 indicia. The house indicia are compared to the 5
player selected indicia. Prizes are awarded based on a
number of player indicia that match the selected house
indicia, regardless of whether a pattern of player indicia is
matched. A progressive prize may be awarded as one or
more of the prizes. The prizes and/or the game may be linked
or shared among other gaming devices or locations so that
any one of the gaming devices may win one or more of the
prizes, such as the progressive prize.

In a Super Flashboard® bingo game, the player may
select between 5 and 10 player indicia out of a pool of 75
indicia for one or more player cards. In addition, 24 house
indicia are drawn from the pool of 75 indicia. The house
indicia are compared to the player selected indicia. Prizes
are awarded based on a number of player indicia that match
the selected house indicia, regardless of whether a pattern of
player indicia is matched. A progressive prize may be
awarded as one or more of the prizes. The prizes and/or the
game may be linked or shared among other gaming devices
or locations so that any one of the gaming devices may win
one or more of the prizes, such as the progressive prize.

In the Pattern Bingo™ game, the player may select any
number of player indicia from a pool of 75 indicia for one
or more player cards. The player may also select one or more
patterns of player indicia to be matched and may also select
the player indicia within each pattern. A predetermined
number of house indicia, such as 48 house indicia, are drawn
from the pool of 75 indicia. The house indicia are compared
to the player selected indicia. Prizes are awarded based on
whether the pattern or patterns of player indicia are matched
by the selected house indicia. A progressive prize may be
awarded as one or more of the prizes. The prizes and/or the
game may be linked or shared among other gaming devices
or locations so that any one of the gaming devices may win
one or more of the prizes, such as the progressive prize.

A “local game” is a game that is played by players within
a predetermined location, such as within a single gaming
establishment, or players playing the game across a local
area network. A “local prize” or a “local payout” (including
a local progressive prize or a local progressive payout) is a
prize that may be won during a local game.

In some embodiments, different groups of players may
qualify to compete to win different prizes. For example, a
first group of players positioned in a gaming establishment
may be able to compete to win one or more local prizes (e.g.,
progressive prizes and/or pari-mutuel prizes) while a second
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group of players may not be able to compete to win those
prizes, for example, if the second group of players is
positioned outside of the gaming establishment. However,
the first group of players and the second group of players
may be able to compete to win one or more other shared or
common prize, such as one or more progressive and/or
pari-mutuel prizes administered over a wide area network.

An “individual prize” is a prize that is only awarded to a
player of an individual gaming device. For example, if a
group of players are playing a game over a network, the
game may provide one or more individual prizes that are tied
to a single gaming device such that the individual prizes are
only able to be won by the player of the gaming device.
Individual prizes are sometimes referred to as gaming device
specific player prizes because the individual prizes are
specific to a player’s gaming device. Accordingly, while a
plurality of players may play to win one or more shared or
common progressive prizes and/or pari-mutuel prizes, each
player is prevented from winning individual prizes associ-
ated with, or “tied to,” any other player’s gaming device.

As used herein, the terms “connect” and “couple” are not
limited to only including direct connections. Rather, unless
otherwise specified, indirect connections are included within
the definitions of “connect” and “couple.” For example, two
devices may be considered to be connected together even if
there are other devices or components connected between
the two devices. Any suitable means to connect or couple
devices or components together may be used.

A player reward card refers to a physical or electronic
card, token, or other device or data that enables a system to
identify a player in connection with, among other things, a
reward program or campaign. Accordingly, the player
reward card may serve to identify the player and may enable
gameplay, credits, funds, or other data to be associated with
the player.

A player card refers to a card that may be used by the
player to play bingo or another game of chance. The player
card typically includes a plurality of spaces that may display
or include player indicia. The player card may be an elec-
tronic card that is transmitted to a device or generated by a
device that the player is using to play the game of chance.
Alternatively, the player card may be manufactured from
paper, cardboard, cardstock, plastic, and/or any other suit-
able material.

Methods described herein may be embodied within a
plurality of instructions stored within a memory device of a
computing device. Moreover, a processor of the computing
device, or of a computing device coupled to the memory
device, executes the instructions to perform the functions
described herein and/or to cause the functions described
herein to be performed. The instructions may be grouped
together to form one or more computer-readable program
modules.

Computing devices typically include at least one proces-
sor and at least one memory device. The processor may be,
without limitation, an x86-based logic circuit, an ARM-
based logic circuit, and/or a system-on-a-chip circuit. It
should be recognized that these examples are non-limiting,
and a variety of other programmable circuits may be
included within the definition of “processor.” The memory
device may include random access memory (RAM), flash
memory, read-only memory (ROM), hard disk drives, mag-
netic-based memory, and/or any other form of computer-
readable memory.

A desktop computer is one example of a computing
device. Other examples of computing devices include, with-
out limitation, electronic gaming machines (also known as
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slot machines), kiosks, cell phones, tablets, PDAs, laptop
computers, and smart watches. It should be recognized that
computers or computing devices may be implemented as
one or more virtual machines, virtual servers, and/or any
other virtual device. A server is another type of computing
device that may receive network connections from a com-
puter or a plurality of computers or other computing devices.

As used herein, the term “module” or “program module”
refers to a computer program, dataset, and/or instruction set
that, when executed by a processor, performs the functions
described herein. In one embodiment, the module may be
included within a computer program, or may be connected
to a computer program in any suitable manner. Any com-
puter readable instructions may be programmed or hard-
coded in a device, such as a gaming device, in any suitable
manner.

FIG. 1 is a block diagram of a system 100 that may be
used to play one or more games of chance, such as video
poker, video slots, sports betting, bingo or keno. The games
of chance may be played by a player against other players,
or may be played by the player against the house.

System 100 is operated using components and devices
within one or more gaming establishments 102, such as a
first gaming establishment 104 and a second gaming estab-
lishment 106. It should be recognized that any suitable
number of gaming establishments 102 may be provided
within system 100. Accordingly, system 100 is not limited to
including two gaming establishments 102 as illustrated in
FIG. 1. In one embodiment, gaming establishments 102 are
locations in which devices (e.g., gaming devices) that play
or operate at least a portion of the game of chance are
located. For example, gaming establishments 102 may be
casinos, racetracks, bingo halls, keno parlors, or any other
establishments. In another example, gaming establishments
102 may be residences or businesses in which one or more
devices are located for playing or operating the game of
chance. Gaming establishments 102 may additionally or
alternatively include any combination of the examples
described herein.

In one embodiment, gaming establishments 102 are
physically remote from each other and are communicatively
connected to at least one network 108, such as a wide area
network (WAN), a metropolitan area network (MAN), and/
or the Internet, for example. Alternatively, gaming estab-
lishments 102 may be separate rooms or sections of a casino
or another facility that are communicatively connected
together by network 108. It should be recognized that
network 108 may be a wired Ethernet network, a wireless
Ethernet network, a combination of wired and wireless
Ethernet networks, or any other suitable wired and/or wire-
less network.

In one embodiment, each gaming establishment 102
includes a local game server 110 (referred to herein as a
“local server”) and a player reward server 112. Local server
110 and player reward server 112 may alternatively be
implemented as or within a single server. Local server 110
is coupled to a plurality of gaming devices 114 through an
internal network 116, such as a private local area network
(LAN) within gaming establishment 102, for example. Gam-
ing devices 114 may be located in separate gaming estab-
lishments 102, or within the same gaming establishment
102. In one embodiment, a gateway 118 is provided to
enable local server 110 of each gaming establishment 102 to
securely connect to network 108.

In one embodiment, local server 110 is a server computer
(or “server”) that monitors and controls the games played on
gaming devices 114, including local games. In one embodi-
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ment, the local games include games that are played against
the house and/or that are played against other players within
gaming establishment 102.

In addition, local server 110 may administer other back-
ground tasks that enable games to be played on gaming
devices 114. For example, local server 110 may facilitate
authenticating gaming devices 114 and the players using
gaming devices 114, and may facilitate allocating payments
or credits between players and the house. Local server 110
may include payment processing capabilities to enable play-
ers to receive electronic funds from a bank or another
financial institution or to deposit electronic funds to the bank
or financial institution. Alternatively, the payment process-
ing capabilities may be included in a separate server or
another device that is communicatively connected to local
server 110. In addition, local server 110 may interface with
player reward server 112 to facilitate tracking and adminis-
tering player rewards. Each gaming device 114, group of
gaming devices 114, local servers 110, player reward servers
112, or the like may collect and/or generate data desired for
accounting purposes, such as for use in slot accounting
systems.

In one embodiment, local server 110 may enable gaming
devices 114 within gaming establishment 102 to participate
in one or more games that share one or more progressive or
pari-mutuel prizes with other gaming establishments 102
and/or gaming devices 114. While progressive prizes are
described in embodiments herein, it should be recognized
that pari-mutual prizes may be substituted as desired, and
vice versa. In such an embodiment, each local server 110
may be coupled to a wide area progressive (WAP) server 120
that administers the prizes. For example, WAP server 120
receives data from each local server 110 and/or from gaming
devices 114 regarding an amount wagered by each player
playing the game. WAP server 120 may allocate a portion of
each wager to the prizes and may communicate the current
prize amounts to local servers 110 and/or to gaming devices
114.

Gaming devices 114 may include one or more kiosks or
electronic gaming machines (EGMs) (also known as “slot
machines”). Gaming devices 114 may additionally or alter-
natively include one or more desktop computers or one or
more mobile gaming devices 122, such as, without limita-
tion, cellular phones, tablet computing devices, and/or lap-
tops. Mobile gaming devices 122 may connect to local
server 110, WAP server 120, and network 108 via a wireless
data network represented by cell tower 124. For example,
mobile gaming devices 122 may connect to any suitable
network 108 (and thereby to local servers 110 and/or WAP
server 120) via a “3G” or a “4G” wireless data network. It
should be recognized that mobile gaming devices 122 may
additionally or alternatively connect to network 108 using
another suitable wireless network, such as a wireless Eth-
ernet network. For convenience, gaming devices 114
described herein may also include mobile gaming devices
122.

One or more point-of-sale (POS) terminals 126 may also
be included within each gaming establishment 102 to enable
players to “cash out” winnings from one or more gaming
devices 114 and/or to perform other account management
activities related to player accounts. POS terminals 126 may
be connected to local server 110, for example, and/or to
WAP server 120 as desired.

In addition, system 100 may include an auditing system
128 coupled to WAP server 120, local server 110, and/or
gaming devices 114, for example, through network 108.
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Auditing system 128 may be used to audit and/or track
components of system 100 to ensure compliance with appli-
cable regulations.

In one embodiment, a plurality of gaming devices 114
having different operating systems and/or system architec-
tures may connect to local server 110 or to another suitable
server to play one or more games of chance. In such an
embodiment, gaming devices 114 may be used to play a
session bingo game, for example, or any other game of
chance.

During operation, the player utilizes or selects a gaming
device 114 and initiates a gaming session for playing one or
more games of chance (“games”). Optionally, the player
inserts a player reward card or enters a player reward
number or other identification information into gaming
device 114. If the identification information is entered,
gaming device 114 transmits the identification information
to local server 110 for authentication, or authentication may
be accomplished locally within gaming device 114. Local
server 110 communicates with player reward server 112 to
establish the player’s identity and to associate the gameplay
with the player account. Local server 110 authenticates the
player and gaming device 114 and authorizes the player to
play the game or games on gaming device 114 if desired or
required.

When play of the game is initiated, during selection of the
game, or during play of the game, the player may be required
to purchase or generate credits. The player may purchase or
generate credits by inserting cash or a ticket-in-ticket-out
voucher into gaming device 114 or another device. Alterna-
tively or additionally, the player may transfer credits or cash
to gaming device 114 from banking accounts, credit
accounts, gaming establishment accounts, and/or gaming
company accounts. In one embodiment, computer-generated
credits may be used with gaming device 114, for example,
as part of a free-to-play game.

The player selects a game to play and enters a wager on
gaming device 114. Gaming device 114 transmits data
representative of the selected game and the wager to local
server 110. If the player selects a game that is at least
partially operated by WAP server 120 or that includes one or
more progressive prizes administered by WAP server 120,
local server 110 transmits the wager and game information
and/or selection to WAP server 120. WAP server 120 may
increment the progressive prizes based on the wager
received from the player and may communicate the updated
prize amounts via network 108 to all other players (via
associated gaming devices 114) playing to win the progres-
sive prizes.

The player plays the game on gaming device 114. The
following gameplay is described as being administered by
WARP server 120. However, it should be recognized that the
gameplay (i.e., the play of the game of chance) may be
alternatively or additionally administered by local server 110
and/or gaming device 114. For example, if gaming device
114 is a cellular phone or a tablet computing device, the
gameplay may be administered through an application
installed on gaming device 114.

In one embodiment, the player may play a game of bingo
by selecting a game or game type, one or more player cards,
selecting one or more winning patterns for the player cards,
and/or selecting one or more numbers or other player indicia
for the player cards using gaming device 114. The selected
player cards, winning patterns, and player indicia are trans-
mitted to WAP server 120. The player cards are included
within one or more game tickets issued by WAP server 120,
and the game tickets are communicated to gaming device
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114 via network 108 and local server 110. WAP server 120
selects or receives randomly generated house indicia and
compares the house indicia to the player indicia and the
pattern or patterns selected for the player cards. Alterna-
tively, the functions described herein (e.g., comparing the
house indicia to the player indicia and the pattern or patterns
selected for the player card) may be performed in gaming
device 114. It should be recognized that the house indicia
may be randomly generated using a randomization device,
such as hardware, firmware, and/or software-based random
number generator (RNG), a ball blower or console, a ball
cage, and/or any other suitable device or machine that
enables numbers or other house indicia to be randomly
generated. In an alternative embodiment, WAP server 120
(or another device) may designate a server, computer, or
another device to provide randomly selected house indicia
during the game, and may receive the house indicia from the
designated device.

WAP server 120 determines whether the player wins a
prize based on the comparison of the house indicia to the
player indicia. For example, WAP server 120 determines
whether the player indicia within the pattern or patterns
selected for each card match the house indicia that were
randomly determined (sometimes also referred to as the
house indicia that were “called”). If the player indicia within
a pattern match the called house indicia, the player may win
a prize based on a pay table associated with the game. The
prize may be one of the progressive prizes or the prize may
be a fixed prize identified in the pay table. WAP server 120
determines the appropriate payout to be paid to the player
based on the pay table and transmits data representative of
the payout to local server 110.

Local server 110 receives the payout data and credits the
player account accordingly. In addition, local server 110
may transmit the gameplay data and/or payout data to player
reward server 112 to enable player reward server 112 to
update the player history and other gameplay data for the
player. When the player is done playing, the player may
“cash out” some or all of the credits in the player account or
may deposit the credits into the player account using POS
terminal or kiosk 126, for example. The player account may
be stored on gaming device 114, local server 110, or player
reward server 112, for example.

In one embodiment, the player may enter the wager and/or
may initiate play of the game on a first gaming device 114
and may complete the gameplay on a second gaming device
114. Alternatively, the player plays the game on first gaming
device 114 and receives the results of the gameplay (e.g.,
whether the player won and how much the winnings are) on
second gaming device 114. For example, the player may
begin playing the game on a kiosk or electronic gaming
machine, and may complete the game or view the results of
the game on a cell phone. In such an embodiment, WAP
server 120 and/or local server 110 may transmit the player’s
gameplay data from the 1st gaming device 114 to the second
gaming device 114.

FIG. 2 is a block diagram of another system 200 that may
be used to play one or more games of chance, such as bingo
or keno. Unless otherwise specified, system 200 is similar to
system 100 (shown in FIG. 1) and similar components are
labeled in FIG. 2 with the same reference numerals used in
FIG. 1. It should be understood that more or less components
may be included within the various embodiments described
herein.

In the embodiment shown in FIG. 2, system 200 includes
a plurality of gaming devices 114 that are positioned in a
plurality of gaming establishments 102. Gaming devices 114
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may connect to network 108 without using a local server 110
(shown in FIG. 1), and may connect to WAP server 120
and/or to player reward server 112 through network 108. For
example, gaming devices 114 may be playing one or more
Internet-based games that connect to WAP server 120
through a web server. In some embodiments, one or more
gaming devices 114 may connect to WAP server 120 and/or
to player reward server 112 through a wireless data network
as described above. Accordingly, gaming devices 114 inter-
act with WAP server 120 to play the game, and WAP server
120 performs the game administration and other tasks
handled by local server 110 as described above in FIG. 1. In
a similar manner, POS terminal 126 may connect to gaming
devices 114 and/or WAP server 120 via network 108. In
other respects, system 200 performs in a similar manner as
described above.

During operation, the player utilizes or selects a gaming
device 114 and initiates a gaming session to play one or
more games on gaming device 114. The player inserts a
player reward card or enters a player reward number or other
identification information into gaming device 114. Gaming
device 114 transmits the identification information to player
reward server 112 to establish the player’s identity and to
associate the gameplay with the player account. Player
reward server 112 authenticates the player and gaming
device 114 and authorizes the player to play the game on
gaming device 114. In one embodiment, gaming device 114
also transmits the identification information to WAP server
120 to enable WAP server 120 to associate the player with
the game to be played. As previously described, player
identification or authentication may be optional.

In another embodiment, WAP server 120 authenticates the
player using the player identification information in addition
to, or instead of, the authentication performed by player
reward server 112. In some embodiments, player reward
server 112 is omitted and the functions of player reward
server 112 are incorporated within WAP server 120.

The player selects a game to play and enters a wager using
gaming device 114. If the player selects a game that is
operated by WAP server 120 or that includes one or more
progressive prizes administered by WAP server 120, gaming
device 114 transmits the wager and game selection to WAP
server 120. WAP server 120 may increment the progressive
prizes based on the wager received from the player and may
communicate the updated prize amounts via network 108 to
all other players (via associated gaming devices 114) playing
to win the progressive prizes.

The player plays the game on gaming device 114. The
following gameplay is described as being administered by
WARP server 120. However, it should be recognized that the
gameplay may be alternatively or additionally administered
by gaming device 114. For example, if gaming device 114 is
a cellular phone or a tablet computing device, the gameplay
may be administered through an application installed on
gaming device 114.

In one embodiment, the player may play a game of bingo
by selecting one or more player cards, selecting one or more
winning patterns for the player cards, and/or selecting one or
more numbers or other player indicia for the player cards
using gaming device 114. In another embodiment, the player
may play a game of keno by selecting one or more player
cards and selecting one or more numbers or other player
indicia for the player cards using gaming device 114. The
selected player cards, winning patterns (for example, in the
bingo embodiment), and player indicia are transmitted to
WARP server 120. The player cards are included within one
or more game tickets issued by WAP server 120, and the
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game tickets are communicated to gaming device 114 via
network 108 and local server 110. WAP server 120 selects or
receives randomly generated house indicia and compares the
house indicia to the player indicia and the pattern or patterns
selected for the player cards. It should be recognized that the
house indicia may be randomly generated using a random-
ization device, such as hardware, firmware, and/or software-
based random number generator (RNG), a ball blower or
console, a ball cage, and/or any other suitable device or
machine that enables numbers or other house indicia to be
randomly generated.

WAP server 120 determines whether the player wins a
prize based on the comparison of the house indicia to the
player indicia. For example, in an embodiment in which the
player plays a game of bingo, WAP server 120 determines
whether the player indicia within the pattern or patterns
selected for each card match the house indicia that were
randomly determined. If the player indicia within a pattern
match the called house indicia, the player wins a prize based
on a pay table associated with the game. In an embodiment
in which the player plays a game of keno, WAP server 120
determines whether the player indicia selected for each card
match the house indicia that were randomly determined. If
a predetermined number of the player indicia match the
called house indicia, the player wins a prize based on a pay
table associated with the game. The prize may be one of the
progressive prizes or the prize may be a fixed prize identified
in the pay table. WAP server 120 determines the appropriate
payout to be paid to the player based on the pay table and
transmits data representative of the payout to gaming device
114 for display to the player.

WAP server 120 also credits the player account to reflect
the prize that was won by the player. In addition, WAP server
120 may transmit the gameplay or payout data to player
reward server 112 to enable player reward server 112 to
update the player history and other gameplay data for the
player. When the player is done playing, the player may
“cash out” some or all of the credits in the player account
and/or gaming device 114 or may deposit the credits in the
player’s account using POS terminal 126, for example.

In one embodiment, the player may enter the wager and/or
may initiate play of the game on a first gaming device 114
and may complete the gameplay on a second gaming device
114. Alternatively, the player plays the game on first gaming
device 114 and receives the results of the gameplay (e.g.,
whether the player won and how much the winnings are) on
second gaming device 114. For example, the player may
begin playing the game on a kiosk or electronic gaming
machine, and may complete the game or view the results of
the game on a cell phone. The game completion may be for
a game currently being played, and/or may be for one or
more future games (i.e., one or more games that have not yet
started). For example, the player may enter sufficient credits
or other consideration into gaming device 114 to purchase
gameplay for a plurality of future games that use the same
player card or that use other preselected or random player
cards. The player may then complete one or more of the
future games on another gaming device 114 (or any other
suitable device) and/or may receive the result of one or more
of the future games on another gaming device 114 (or any
other suitable device).

In one embodiment, the player may purchase any number
of future games (i.e., games to be played in the future) by
entering a wager, a number of cards to play for each game,
and a number of games to play. After inserting sufficient cash
or credits to pay for the games, WAP server 120 or another
device or machine that is administering the game (such as



US 9,852,582 B2

15

gaming device 114) may automatically display the called
house indicia for each game and a result of each game to the
player. The player may watch the results of the game in real
time, or may view the results at a later time, for example, by
viewing a summary of the game results. The player may
view the results (in real time or later) on the same gaming
device 114 used to initiate the games and enter the wagers,
on another gaming device 114, or on any other suitable
device.

In another embodiment, such as an embodiment in which
the game is administered through an application installed on
a cell phone, a tablet computing device, or another gaming
device 114, WAP server 120 only administers the progres-
sive prizes, or some or all prizes associated with the game
being played. In such an embodiment, gaming device 114
randomly selects the house indicia using a randomization
device included within, or connected to, gaming device 114.
In addition, gaming device 114 may determine whether the
player indicia within the player selected pattern match the
house indicia, thus determining whether the player wins a
prize. Gaming device 114 may transmit the results of the
game to WAP server 120. The results of the game may
include, for example, an indication whether the player won,
the house indicia randomly selected, the player indicia
selected, the player pattern selected, the number of ball calls
that were required to match the house indicia to the player
indicia, and/or any other aspect of the game.

In one embodiment, WAP server 120 confirms the result
of the game before awarding the prize to the player. For
example, WAP server 120 may determine whether the house
indicia match the player indicia within the player selected
pattern independently of the game result reported by gaming
device 114.

FIG. 3 is a block diagram of a computing device 300 that
may be used with system 100 (FIG. 1) or system 200 (shown
in FIG. 2). More specifically, one or more gaming devices,
servers, or other devices described in system 100 or system
200 may be implemented as a computing device 300. For
example, local server 110, WAP server 120, player reward
server 112, gaming devices 114, and/or mobile gaming
devices 122 may be computing devices 300.

Computing device 300 includes a plurality of computing
device components 302, such as a processor 304, a com-
puter-readable memory device 306, and a communication
device 308. In one embodiment, computing device 300 may
also include a display 310, a user interface device 312,
and/or an audio output device 314. It should be recognized
that memory device 306, communication device 308, dis-
play 310, and user interface device 312 (if provided) may be
connected to processor 304 and/or to each other via any
suitable bus or busses, interfaces, or other mechanisms.

Processor 304 includes any suitable programmable circuit
including one or more microcontrollers, microprocessors,
application specific integrated circuits (ASICs), systems on
a chip (SoCs), programmable logic circuits (PLCs), field
programmable gate arrays (FPGAs), and/or any other circuit
capable of executing the functions described herein. The
above examples are exemplary only, and thus are not
intended to limit in any way the definition and/or meaning
of the term “processor.”

Memory device 306 is an electronic storage device that
includes transitory or non-transitory computer readable
medium, such as, without limitation, random access memory
(RAM), flash memory, a hard disk drive, a solid state drive,
a compact disc, a digital video disc, and/or any suitable
memory. Memory device 306 may include data as well as
instructions that are executable by processor 304 to program
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processor 304 to perform functions described herein. For
example, the methods described herein may be performed
by one or more processors 304 executing instructions stored
within one or more memory devices 306.

Communication device 308 may include, without limita-
tion, a network interface controller (NIC) or adapter, a radio
frequency (RF) transceiver, a public switched telephone
network (PSTN) interface controller, or any other commu-
nication device that enables computing device 300 to oper-
ate as described herein. In one embodiment, communication
device 308 may connect to communication devices 308 of
other computing devices 300 of system 100 or system 200
through network 108 or another network using any suitable
wireless or wired communication protocol.

Display 310 may include, without limitation, a liquid
crystal display (LCD), a vacuum fluorescent display (VFD),
a cathode ray tube (CRT), a plasma display, a light-emitting
diode (LED) display, a projection display, and/or any suit-
able visual output device capable of displaying graphical
data and text to a user. For example, display 310 may be used
to display a graphical user interface to a player or an
administrator, one or more images associated with a game
such as bingo, keno, or another game of chance, player
statistics, gameplay data, and/or any other suitable data.

User interface device 312 may include, without limitation,
a keyboard, a keypad, a touch screen, a mouse, a scroll
wheel, a pointing device, an audio input device employing
speech-recognition software, a video input device that reg-
isters movement of a user, and/or any other suitable device
that enables the user to input data into computing device 300
and/or retrieve data from computing device 300.

Audio output device 314 may include, without limitation,
one or more speakers, or any other device that enables data
to be audibly output from computing device 300. For
example, gameplay data and/or music may be audibly output
from audio output device 314. In addition, if the player wins
a prize, audio output device 314 may be used to alert the
player and/or others about the win.

While the foregoing computing device components 302
have been described as being included within a computing
device 300, it should be recognized that at least some
computing devices 300 may not include each component
302. For example, a computing device 300 may not include
audio output device 314. In addition, a computing device
300 may include any suitable number of each individual
computing device component 302. For example, a comput-
ing device 300 may include a plurality of processors 304 or
processor cores and/or a plurality of memory devices 306 (of
the same or different types, sizes, etc.). In addition, com-
puting device 300 may include a plurality of displays 310,
such as a first display 316 and a second display 318. In one
embodiment, first display 316 may provide a graphical user
interface to a player, and second display 318 may display
one or more aspects of gameplay to the player as described
more fully herein. Alternatively, first display 316 and second
display 318 may display any suitable aspect of the game as
desired.

FIG. 4 is a block diagram of a gaming device 114 that may
be used with system 100 (shown in FIG. 1) or system 200
(shown in FIG. 2). As described above, gaming device 114
is a computing device 300 (such as an EGM or a kiosk) that
includes a plurality of computing device components 302
positioned within a cabinet or other housing. In one embodi-
ment, computing device components 302 include first dis-
play 316 and second display 318. In addition, gaming device
114 may include a plurality of gaming device components
402 including a bill acceptor 404, a card reader 406, a
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barcode scanner 408, a printer 410, an intrusion detection
system 412, a randomization device 414, and an accounting
interface 416 that are positioned within, or coupled to, the
cabinet or housing. In one embodiment, gaming device 114
may also include at least one lighting element 418 coupled
to the cabinet or housing.

It should be recognized that in some embodiments, a
gaming device 114 may not include each gaming device
component 402 illustrated in FIG. 4. For example, if gaming
device 114 is a cellular phone, gaming device 114 may not
include bill acceptor 404, card reader 406, barcode scanner
408, and/or printer 410. Rather, in some embodiments, the
functions of each omitted gaming device component 402
may be replaced by equivalent software, hardware, and/or
firmware if desired. Optional components may be desig-
nated using dashed lines in the figures.

Bill acceptor 404 is a payment input device that enables
gaming device 114 to receive and identify paper currency.
For example, bill acceptor 404 may receive and identify
dollar bills or other currency that are inserted into bill
acceptor 404. In one embodiment, bill acceptor 404 includes
a scanner that scans paper currency inserted therein. Bill
acceptor 404 may also include optical character recognition
(OCR) capabilities that enable bill acceptor 404 to identity
the amount of currency inserted into bill acceptor 404 from
a scanned image of the currency. Bill acceptor 404 may
transmit data representative of the amount of currency
inserted into gaming device 114 to processor 304, for
example. Processor 304 may cause the amount of currency
to be converted into credits usable with the game, and may
add the credits to the player’s account.

Card reader 406 is a device that “reads,” or obtains data
encoded in, player reward cards or other cards or media that
are inserted into reader 406. In one embodiment, card reader
406 is a magnetic card reader that reads barcodes or mag-
netic strips included within a player reward card. In another
embodiment, card reader 406 wirelessly reads data encoded
within the player reward card by accessing a chip, such as
a radio frequency identification (RFID) chip, embedded
within the card. Card reader 406 decodes the data obtained
from the cards and transmits the decoded data to processor
304. In one embodiment, card reader 406 is used to read
player identification information encoded within player
reward cards. Processor 304 may transmit the player iden-
tification information to player reward server 112 to identify
the player, to allow for the transfer of funds or credits, to
facilitate authenticating the player, and/or to authorize the
player to play a game on gaming device 114. In one
embodiment, the player may “log in” to gaming device 114
by swiping the player reward card or otherwise passing the
player reward card through, or inserting the player reward
card within, card reader 406. In another embodiment, the
player may enter a number or other identifier associated with
the player reward card into gaming device 114, through user
interface device 312 for example, instead of using card
reader 406. In another embodiment, the insertion of the
player reward card and player entering the identifier into
user interface device 312 may be combined. In yet another
embodiment, the player may use a near field communication
(NFC) device, such as an NFC device incorporated within
communication device 308, to read the player reward card or
data representative of the player card.

In one embodiment, barcode scanner 408 is an optical or
a magnetic scanner that is optimized to read barcodes on
media positioned proximate to scanner 408. For example,
barcode scanner 408 may be optimized to read barcodes
printed on paper receipts (sometimes referred to as “tickets”
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or vouchers, not to be confused with game or player tickets
that may include player selected patterns, player indicia, and
the like) and/or barcodes displayed electronically on a cell
phone or tablet computing device. It should be recognized
that the barcodes read by barcode scanner 408 may be linear
or one-dimensional barcodes, two-dimensional barcodes, or
may even include data represented in a form other than a
barcode. For example, barcode scanner 408 may read
images and/or text indicative of data, such as currency or
credits, usable with gaming device 114. Barcode scanner
408 extracts the data from the barcode and transmits the data
to processor 304. For example, barcode scanner 408 may
scan a paper receipt or voucher that includes an amount of
currency or credits usable by the player with a gaming
device 114 and may transmit the amount of credits to
processor 304. In such an example, barcode scanner 408
may act as a payment input device. Processor 304 may cause
the amount of currency or credits to be displayed to the
player on first display 316 (or on display 310 in embodi-
ments including a single display 310) to inform the player
how many credits or currency is available to be used in
playing a game.

Printer 410 may be used to print paper receipts (also
known as tickets as described above) that indicate an amount
of currency or credits available to the player. In many
locations, the tickets or receipts may alternatively be
referred to as vouchers. Printer 410 may act as a payment
output device that enables a player to cash out or withdraw
money or credits from gaming device 114 by printing a
voucher representative of the money or credits. In one
embodiment, printer 410 is a thermal printer that is fed by
a roll of paper or any suitable paper stock. In a further
embodiment, the roll of paper includes one or more water-
marks that are visible when printer 410 has printed the
receipt on the paper. Alternatively, printer 410 may print the
watermark on the receipt, or may include another security
mechanism to facilitate preventing counterfeit receipts from
being made. For example, printer 410 may include an image
or a code on the receipt that identifies gaming device 114,
printer 410, or another component of gaming device 114
along with a time that the receipt was printed. Other suitable
security mechanisms may be used as well. It should be
recognized that barcode scanner 408 and printer 410 may
cooperate such that a security mechanism printed on the
receipt may be received and validated by barcode scanner
408, in conjunction with processor 304, for example. Bar-
code scanner 408 may be located remotely from gaming
device 114, such as within a redemption kiosk, a casino
cage, or the like.

Intrusion detection system 412 notifies processor 304 if a
case, cabinet, or other housing enclosing components of
gaming device 114 is opened or modified without authori-
zation. In one embodiment, intrusion detection system 412
includes a pair of contacts that transmit an electronic signal
to processor 304 if the housing of gaming device 114 is
opened (e.g., if the opening of the housing separates the
contacts). In another embodiment, intrusion detection sys-
tem 412 may include a light sensor that detects a change in
the light within the housing of gaming device 114. Intrusion
detection system 412 may also include a key or another
mechanism for disabling the transmission of the signal to
processor 304 in the event that maintenance or other autho-
rized access to gaming device 114 components is desired.

In one embodiment, intrusion detection system 412
includes a software program (a “monitoring program”) that
monitors one or more applications installed on gaming
device 114. For example, if gaming device 114 is a cell
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phone that includes an application for playing the game
thereon, the monitoring program may monitor the applica-
tion to determine whether the application is modified with-
out authorization. In one embodiment, the monitoring pro-
gram stores a hash value or a digital fingerprint of the
application when the application is installed and/or when the
application undergoes authorized modification (e.g., if the
application is updated or patched). However, if the moni-
toring program determines that the application has been
modified without authorization, the monitoring program
may cause a signal or another notification to be transmitted
to processor 304. For example, the monitoring program may
periodically calculate a new hash value of the application
and/or create a new digital fingerprint of the application. The
monitoring program then compares the new hash value
and/or digital fingerprint to the stored hash value and/or
digital fingerprint. If the hash values or fingerprints are
different, the monitoring program may determine that the
application has been modified without authorization. It
should be understood that the hash value, the monitoring
program, and/or the digital fingerprint may be generated by
any suitable means and may be encrypted for additional
security.

In response to the signal or notification from intrusion
detection system 412 and/or the modification program,
processor 304 may perform one or more actions. For
example, processor 304 may alert an administrator within
gaming establishment 102 by transmitting a message via
communication device 308, may cause audio output device
314 to emit an alarm or another audible alert, may cause first
display 316 to display an error or a warning, and/or may
disable the application and/or gaming device 114 such that
the game is unable to be played on gaming device 114.

In one embodiment, randomization device 414 is an
electronic random number generator (RNG) 414 or a per-
mutation generator that may be implemented by a dedicated
hardware device with associated embedded software. Alter-
natively, RNG 414 or the permutation generator may be
implemented entirely in software executing on gaming
device 114. RNG 414 may be used to randomly determine
a game outcome for the game of chance. In one embodiment,
RNG 414 or the permutation generator provides house or
game draws of between 1 and n numbers, where n may be
a suitable number based on the game type selected to be
played by the player. RNG 414 or the permutation generator
may be programmed via hardware, software, or firmware to
provide a particular range of numbers (or other indicia) and
numbers of draws for a particular application. For example,
in one embodiment of bingo according to the present dis-
closure, RNG 414 or the permutation generator initially
provides 24 randomly generated numbers having values
between 1 and 75 for each game. Additional draws or
numbers may be provided to play the game to conclusion
depending on the particular implementation as described in
greater detail herein. In addition, RNG 414 or the permu-
tation generator may be used to randomly select a plurality
of player indicia to be used with one or more player cards.
In embodiments in which a processor, such as processor 304,
is described as randomly selecting indicia, it should be
recognized that processor 304 may interface with random-
ization device 414 or the permutation generator to select the
indicia. In other embodiments, processor 304 may include
randomization device 414 or the permutation generator, or
may execute instructions to perform the functions of ran-
domization device 414 or the permutation generator.

Accounting interface 416 is used to interface with an
accounting system, such as a slot accounting system, at or
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operated by a gaming establishment 104. Accounting inter-
face 416 may include or be connected to a network interface,
such as communication device 308 for use in communicat-
ing gameplay data, player identification information, and/or
other data to the accounting system for accounting and/or
auditing purposes.

Lighting element 418 may include, for example, one or
more LEDs, slot machine candles, fluorescent tubes, and/or
any other element that emits light as controlled or directed
by processor 304. In one embodiment, lighting element 418
is activated to display light, or one or more lighting patterns,
when processor 304 determines that a winning ticket was
scanned via card reader 406 or when processor 304 other-
wise determines that a ticket is a winning ticket. Lighting
elements 418 may also be activated upon receipt of a signal
from intrusion detection system 412 (e.g., upon the deter-
mination that gaming device 114 has been opened and/or
modified without authorization) and/or upon any other suit-
able determination.

In one embodiment in which gaming device 114 is a
kiosk, the kiosk may interface with another gaming device
114 operated by or otherwise associated with the player,
such as a cell phone or another mobile device. For example,
the kiosk may be configured to transmit a result of one or
more games of chance to the player’s mobile device to notify
the player whether one or more player cards or game tickets
are winning cards or tickets.

The kiosk may also notify the player that a software
application is available to be installed on the player’s mobile
device. If the player installs the application on the mobile
device, for example, the results of the games of chance
and/or the determinations of whether the player’s card
and/or tickets are winners may be automatically transmitted
to the application to be displayed to the player. Alternatively,
the kiosk or another device (such as local server 110 or WAP
server 120) may automatically transmit the results of the
games and/or the determinations of the winning cards and/or
tickets to the player’s mobile device or other device via
email, SMS message, MMS message, and/or by any other
suitable means. In one embodiment, the kiosk (i.e., proces-
sor 304 of the kiosk) or another device (such as local server
110 or WAP server 120) may wait to transmit the results of
the games until all of the games for the player’s purchased
cards or tickets have been completed. Accordingly, if the
player purchases player cards or game tickets for a current
game and/or one or more future games, the results of the
current game and the future games may not be transmitted
until all of the future games associated with the player’s
cards or tickets have been completed.

The player may also view the player cards and/or the
game tickets that the player has selected on the player’s
mobile device or other device, for example, using the
application. After the player receives the results of the games
and/or the determinations of whether the player’s cards
and/or tickets are winners, the player may use the mobile
device (i.e., the application installed on the mobile device)
to receive any winnings from the games and/or to cancel any
unplayed games, player cards, and/or game tickets. The
winnings may be credited to the player’s account, for
example, using the mobile device.

In one embodiment, one or more advertisements and/or
promotions may be presented to the player via the mobile
device or other device (e.g., through the application). For
example, after the player has been notified of any winning
tickets or player cards, a promotion may be presented to the
player on the mobile device that offers a bonus or discount
for one or more products or services if the player uses (or
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redeems) at least a portion of the winnings to purchase the
product or service. Alternatively, the promotion may be
transmitted along with, or before, the player has been
notified of any winning tickets or player cards. The bonus or
discount may be restricted to being usable within a prede-
termined amount of time after the promotion was transmit-
ted to the mobile device, or the bonus or discount may be
increased if the player purchases the product or service
within the predetermined amount of time. For example, a
promotion may be offered to the player in which the player
receives a bonus (free) dinner if the player cashes in or
redeems a winning ticket at a casino within 24 hours of the
promotion being sent to the player’s device. As another
example, the player may receive bonus credits if the player
purchases one or more game tickets for a new game of
chance using at least a portion of the winnings.

FIG. 5 is a block diagram of a plurality of program
modules 500 that may be used with system 100 (shown in
FIG. 1) or system 200 (shown in FIG. 2) to administer one
or more games of chance, such as bingo or keno. In one
embodiment, program modules 500 are installed and/or
stored within local server 110, WAP server 120, and/or
gaming devices 114. For example, program modules 500
may be stored in memory device 306 of local server 110,
WARP server 120, and/or gaming devices 114.

Program modules 500 are hardware, firmware, or soft-
ware programs or applications that, when executed by
processor 304 of local server 110, WAP server 120, and/or
gaming device 114, cause processor 304 to perform the
functions described herein. In one embodiment, program
modules 500 include a wrapper program module 502, a
plurality of game modules 504, a pay table module 506, a
progressive prize module 508, a local prize module 510, a
flashboard module 512, and/or an accounting module 513. A
first plurality 514 of program modules 500 may be installed
within each local server 110 and/or WAP server 120 and a
second plurality 516 of program modules 500 may be
installed within each gaming device 114. It should be
recognized that in embodiments in which the game of
chance is administered by gaming device 114 (e.g., when a
cell phone or a tablet computing device is used as gaming
device 114), some or all of the first plurality 514 of program
modules 500 may be incorporated within gaming device 114
and executed by processor 304 of gaming device 114.
Alternatively, some or all of the second plurality 516 of
program modules 500 may be incorporated within local
server 110 and/or WAP server 120. Together, wrapper pro-
gram module 502, game modules 504, and other program
modules 500 that present and/or administer one or more
games may be referred to herein as a game application, or an
application.

In one embodiment, wrapper program module 502 is used
at least in part to provide a graphical user interface (GUI) on
first display 316 of gaming device 114 (or on display 310 in
embodiments that include a single display). Wrapper pro-
gram module 502 operates to provide an entry point or a
game entry interface for a player to access gaming device
114, and to enable the player to select a game of chance to
be played on gaming device 114. For example, the games of
chance may be categorized into a plurality of game sizes and
aplurality of game variations. Wrapper program module 502
may present the game sizes and the game variations to the
player, using first display 316, and may enable the player to
select a game to play by selecting a game size and game
variation through user interface device 312.

In one embodiment, wrapper program module 502 may
present a list of player card sizes (i.e., game sizes or
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matrices), such as 3x3, 4x4, and 5x5, to the player for
selection on first display 316. In addition, wrapper program
module 502 may present a list of games or game variations
to the player for selection on first display 316. Alternatively,
the game size and game variation may be combined into one
selectable icon, such as an icon representing a first variation
of'3x3 bingo or a second variation of 5x5 bingo. If the player
selects a size and variation, wrapper program module 502
calls or branches to a game module 504 that provides the
selected game size and variation.

In one embodiment, game modules 504 each provide a
game associated with the selected game size and/or game
variation to the player using gaming device 114, local server
110, and/or WAP server 120. Accordingly, in one embodi-
ment, each game is provided by a separate game module
504. Alternatively, each game module 504 may provide
more than one game to the player.

Pay table module 506 provides a pay table associated with
each game such that one or more pay tables may be
associated with each game module 504. In one embodiment,
pay table module 506 provides a pay table associated with
a game when game module 504 requests the pay table and/or
when a predetermined event occurs during the game. Pay
tables associated with a game may be changed as desired by
a game operator by any suitable means. The predetermined
event may include, for example, the player selecting a “See
Pays” or another icon displayed on first display 316 that
represents a request to view the pay table for the game. The
predetermined event may also include reaching a point in the
game in which the house indicia are matched to the player
indicia within a selected pattern to determine whether the
player wins a prize.

Progressive prize module 508 may be used to administer
aspects of one or more progressive prizes, such as one or
more progressive prizes offered to players playing across
network 108. For example, progressive prize module 508
may receive information regarding an amount wagered by
each player playing a game that has a chance to win the
progressive prize. Progressive prize module 508 may allo-
cate a first portion of each wager to a first progressive prize
to increase the size of the progressive prize. Progressive
prize module 508 may allocate a second portion of each
wager to a second progressive prize, and may continue in a
similar manner for any additional progressive prizes, if
desired or applicable. Accordingly, a plurality of progressive
prizes may be provided for each game and may be at least
partially funded by each wager.

Local prize module 510 may be used to administer aspects
of one or more local prizes, such as one or more prizes that
may be won by players playing against each other within a
gaming establishment 102. In addition, local prize module
510 may administer aspects of one or more fixed prizes, such
as prizes that may be won only by individual players playing
on respective gaming devices 114. Accordingly, fixed or
individual prizes may be awarded to a player based on the
gameplay of the player against randomization device 414 of
gaming device 114, rather than based on winning against
other players.

In one embodiment, flashboard module 512 may be used
to display called bingo numbers or other house indicia
within one or more gaming establishments. In another
embodiment, flashboard module 512 may be used to display
called bingo numbers, keno numbers, or other house indicia
on gaming devices 114 themselves, for example, on second
display 318 (or on display 310 in embodiments that include
a single display) during play of the game. Flashboard
module 512 may cause the house indicia to be displayed as
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a rectangular matrix of spaces (sometimes referred to as a
“flashboard”). For bingo games played utilizing 75 numbers
or indicia, the letters B, I, N, G, and O may be pre-printed
above five vertical columns of the matrix with one letter
appearing above each column to assist players in more
quickly locating a called number on their card(s). For 75
number bingo games, the numbers printed on the card are
commonly arranged as follows: 1 to 15 in the B column, 16
to 30 in the I column, 31 to 45 in the N column, 46 to 60 in
the G column, and 61 to 75 in the O column. However, other
arrangements of the flashboard may be used instead of the
arrangement described herein.

Accounting module 513 may be used to interface with an
accounting system, such as a slot accounting system or
auditing system 128, at or operated by a gaming establish-
ment 104. In one embodiment, accounting module 513 is
incorporated within, or executed by, accounting interface
416. Any suitable data, such as gameplay data, player
identification information, an amount of prizes won by a
player, and/or any other suitable data may be collected and
transmitted by accounting module 513.

For keno games played utilizing 80 number or indicia, the
numbers may be arranged sequentially in a matrix such that
numbers 1-10 appear sequentially in a first row, the numbers
11-20 appear sequentially in a second row below the first
row, the numbers 21-30 appear sequentially in a third row
below the second row, and so on. It should be recognized
that embodiments of keno games having a different number
of player indicia (or spots) may be used, such as 49 or 25
spots.

It should be recognized that two or more program mod-
ules 500 may be combined together such that the function-
ality of each program module 500 is incorporated into the
combined module. Likewise, each program module 500 may
be split into two or more sub-modules that each perform a
portion of the functionality of the program module 500
being split. Accordingly, while the above-described program
modules 500 are described individually, each may be com-
bined or split into other sub-modules as desired.

FIG. 6A is an illustration of an exemplary electronic
gaming machine (EGM) 600 configured as a stand-alone
kiosk (also referred to as “kiosk 600”") that may be used with
the systems described herein. In one embodiment, EGM 600
is a gaming device 114. FIG. 6B is an illustration of EGM
600 configured as a bar top machine described herein. EGM
600 may include one or more comp indicators 602, which
may be incorporated into, or implemented by, a candle
device 604, lighting element 418, or another device.

Referring to FIG. 6 A, comp indicator 602 visually notifies
or alerts the player when the player is determined to be
eligible to receive one or more comps from a gaming
establishment, for example. Comp indicator 602 may also
display or otherwise notify the player of the progress
towards attaining the comp or comps. Such comps may
include, for example, one or more free beverages, free
meals, free rooms, free credits for one or more games of
chance, free prizes, free tickets to a performance, free
services (e.g., spa services), and/or a discount or reduced
price for one or more of the foregoing goods or services
(e.g., with respect to a market price of the goods or services).
In one embodiment, comp indicator 602 may include an
audio notification or other sensory notification in addition to,
or in place of, the visual notification. While comp indicator
602 is described as being used with EGM 600, it should be
recognized that comp indicator 602 may be used with any
gaming device 114 and/or computing device 300.
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Candle device 604 may include a light fixture attached to
a cabinet 606 or other housing of EGM 600. Candle device
604 may be lit or activated to indicate that attention is
needed at EGM 600 from an attendant or another employee
(sometimes referred to as personnel) of a casino or other
gaming establishment, for example. While candle device
604 is illustrated as being attached to a top portion of cabinet
606, it should be recognized that candle device 604 may be
attached to cabinet 606 in any suitable location, or may be
incorporated within cabinet 606 as desired. In an embodi-
ment in which comp indicator 602 is incorporated in candle
device 604 or is implemented by candle device 604, candle
device 604 may be lit or activated to indicate that the player
is eligible for a comp. The comp indicator activation may
include any suitable means for displaying comp status, comp
eligibility, change in comp status, incremental progress
toward comps, continual progress toward comps, reduction
in comp status after awarding of comps, etc., and may
include any visual or sensory indicator or indication. The
lighting or activation of comp indicator 602 (i.e., candle
device 604) may notify the player that the player may
receive the comp and/or may notify an attendant or other
personnel at the gaming establishment that the player is
eligible for the comp. Accordingly, player satisfaction may
increase as the player knows when he or she is eligible for
the comp. In addition, costs may be reduced for the gaming
establishment as the gaming establishment personnel will
not award comps prematurely (e.g., before the comp is
economically justifiable for the gaming establishment). It is
understood that the term attendant may apply to any
employee or group of employees of a gaming establishment
such as servers, bartenders, slot attendants, waiters, wait-
resses, managers, and the like.

In another embodiment, comp indicator 602 is imple-
mented as, or incorporated within, one or more lighting
elements 418 coupled to, or incorporated within, an exterior
of gaming device 114. In such an embodiment, lighting
elements 418 may be lit or activated when the player is
determined to be eligible to receive the comp. Alternatively,
comp indicator 602 may be implemented as, or incorporated
within, one or more LEDs or other lights that are activated
or lit when the player is determined to be eligible to receive
the comp. The LEDs, lighting elements 418, or other lights
may be activated to provide one color (e.g., green) or group
of colors when the player is determined to be eligible to
receive the comp, and may be activated to provide another
color (e.g., red) or group of colors when the player is
determined to be ineligible to receive the comp. The group
of colors may include a plurality of colors such as green
(indicating the player is eligible for a comp), yellow (indi-
cating that the player is in an intermediate position where the
player or casino personnel are notified that play levels may
not be adequate for comps), and red (indicating that play
levels are inadequate to receive comps). Further colors may
be included as well, such as blue or any other suitable color,
to indicate, for example, that the player is eligible for a
premium or higher level comp as compared to the comp
available when the comp indicator is colored green. Comp
indicator 602 may additionally or alternatively be displayed
within any other suitable portion of EGM 600 (or another
gaming device 114), such as within or proximate to a player
tracking module (e.g., card reader 406), or in any other
suitable location.

In one embodiment, processor 304 of EGM 600 deter-
mines when the player is eligible to receive the comp.
Alternatively, processor 304 of another computing device,
such as local server 110, player reward server 112, or WAP
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server 120 determines when the player is eligible to receive
the comp. The player may be determined to be eligible to
receive the comp based on the gameplay of the player, such
as based on an amount of coin-in by the player at EGM 600,
a number of wins or losses of the player at EGM 600, an
amount of wagering activity by the player, an amount of
money won or lost by the player, an amount of player loyalty
points accrued over time, an amount of player loyalty points
in total, the player’s loyalty tier level, the player’s minimum
bet, the player’s maximum bet, the player’s average bet, the
player’s time on device without playing, a statistical hold
percentage of EGM 600, and a theoretical win of the player
during a period of gameplay on EGM 600 and/or based on
other amounts of money spent at the gaming establishment,
for example.

In one embodiment, as the amount of money wagered
over time by the player increases, the player comes closer to
becoming eligible to receive the comp. For example, the
gaming establishment may determine a threshold amount of
wagering activity or other gameplay aspects that must be
reached before the player is determined to be eligible to
receive each comp. The threshold amount may be set to
different amounts for each comp offered by the gaming
establishment. As the player plays the game or games on
EGM 600, for example, the gaming establishment may
award points or other representations of the player’s prog-
ress toward becoming eligible for the comp (sometimes
referred to as “comp eligibility points”). Once the player’s
points or play levels are determined to reach or exceed the
threshold amount, the player may be determined to be
eligible to receive the comp and comp indicator 602 may be
activated accordingly. The comp indicator activation may
include any suitable means for displaying comp status, comp
eligibility, change in comp status, incremental progress
toward comps, continual progress toward comps, reduction
in comp status after awarding of comps, etc., and may
include any visual or sensory indicator or indication. As used
herein, the term “points” is not limited to numerical numbers
or points. Rather, points may include any suitable indicator,
metric, or designator as desired. It should be recognized that
comp eligibility points may be different than points that are
awarded or accumulated based on an amount of coin-in or
other factors (sometimes referred to as “player points,” “play
points,” or “gameplay points”) as described in more detail
below or may be the same as play points where points may
be utilized for any applicable purpose such as food or
beverage, free play, promotions, etc.

The player’s comp eligibility, and progress towards eli-
gibility, may be associated with the player’s reward card or
account for the player. For example, as the player plays one
or more games, or otherwise spends money in the gaming
establishment, EGM 600 or another suitable computing
device 300 transmits data representative of the gameplay,
money spent, and/or comp eligibility points earned to player
reward server 112 or another computing device 300. Player
reward server 112 (or another computing device 300 that
receives the data) determines the comp eligibility points or
progress towards eligibility for the comp (if not yet deter-
mined) and associates the points or progress with the player
account and/or player reward card. Accordingly, the player’s
progress towards eligibility for the comp may be stored and
updated and/or used at a later time if desired. In another
example, player reward server 112 may determine that a
player is or is not eligible based on historical play. Many
establishments create player reward tiers that recognize a
player’s play over time and may institute a comp policy that
higher tier players always receive comps while lower tier
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players must demonstrate adequate play levels on a case by
case basis to be eligible for comps. This eligibility may be
shown on comp indicator 602.

In one embodiment, comp indicator 602 may be located
and designed so a player may not readily see, recognize, or
have access to comp indicator 602. However, it should be
recognized that casino personnel, for example, may be
trained to understand where to look for comp indicator 602
and/or how to recognized comp indicator 602.

Referring to FIG. 6B, many casinos include EGMs 600
that are referred to as bar top machines. In these embodi-
ments, EGMs 600 are placed at a slight horizontal angle to
facilitate play as illustrated in FIG. 6B, for example. In such
embodiments, comp indicator 602 may be located on the
game display, the display of a player tracking module
(PTM), a video overlay, the top or side surfaces of the
cabinet, or may be generally hidden from the player when
located on the rear semi-vertical portion of the cabinet or
housing. In some embodiments, one or more devices or
components, such as a PTM (or another embodiment of
comp indicator 602), may be externally mounted on or
connected to an EGM 600 or another suitable gaming device
114. In such embodiments, these components or devices
(e.g., the PTM or other comp indicator 602 embodiment)
may be considered to be a part of EGM 600 or gaming
device 114.

FIG. 7 is an illustration of an exemplary kiosk gaming
device 700 (also referred to as “kiosk 700”) that may be used
with the systems described herein. In one embodiment,
kiosk 700 is a gaming device 114. Unless otherwise speci-
fied, kiosk 700 is similar to EGM 600 (shown in FIGS. 6A
and 6B) and similar components are labeled in FIG. 7 with
the same reference numerals used in FIGS. 6A and 6B.

Kiosk 700 may include one or more comp indicators 602,
which may be incorporated into, or implemented by, a
display 310, such as first display 316 and/or second display
318. More specifically, comp indicator 602 may be imple-
mented as one or more images or icons 702 displayed within
first display 316 and/or second display 318. The comp
indicator image 702 may include, for example, a chart, a
gauge, a scale, a bar, and/or any other indicator that displays
whether the player is eligible for the comp and/or the
player’s progress towards the comp. In one embodiment,
image 702 may be colored with a first color (or group of
colors) when the player is determined to be eligible for the
comp, and may be colored with a second color (or group of
colors) when the player is determined to be ineligible for the
comp. In another embodiment, image 702 may be displayed
when the player is determined to be eligible for the comp
and may be hidden or not displayed when the player is
determined to be ineligible for the comp. In yet another
embodiment, comp indicator 602 may be located in or on
any convenient location on kiosk 700 such as any cabinet
location. Comp indicator 602 may be located and designed
s0 a player may not readily see, recognize, or have access to
comp indicator 602. However, it should be recognized that
casino personnel, for example, may be trained to understand
where to look for comp indicator 602 and/or how to recog-
nized comp indicator 602.

Additionally or alternatively, comp indicator 602 may be
displayed on one or more computing devices 300 of the
gaming establishment, such as POS terminal 126. The
display of comp indicator 602 on POS terminal 126 (or
another gaming establishment device) may be accomplished
in any of the manners described herein with reference to
comp indicator 602 of kiosk 700 or EGM 600. In such a
manner, attendants or other personnel of the gaming estab-
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lishment may monitor the player’s progress towards eligi-
bility of the comp. In another embodiment, comp indicator
602 may reside in a plurality of locations and may have a
plurality of configurations. For example and without limi-
tation, comp indicator 602 may be configured to be included
within, or may be positioned on or within, local server 110,
player reward server 112, POS terminal 126, and/or EGM
600. Data relating to player comp eligibility, casino person-
nel adherence to comp policy and comp eligibility, account-
ing functions (either on a case by case basis or an over time
basis), or any other desired function may be generated and
stored by local server 110 or player reward server 112, for
example. Accordingly, management may determine if casino
personnel are responsibly adhering to a casino’s comp
policy as on occasion casino personnel may choose to ignore
comp indicator 602 in order to increase tips from players.
Therefore, comp indicator 602 may help prevent and/or
correct such an otherwise potentially major loss of revenue
for casinos or other gaming establishments.

FIGS. 8A-8C illustrate comp indicator images 702 that
may be used with EGM 600 (shown in FIGS. 6A and 6B),
kiosk 700 (shown in FIG. 7), and/or other gaming devices
114 or computing devices 300 as described herein. While
FIGS. 8A-8C illustrate certain embodiments of comp indi-
cator image 702, it should be recognized that any suitable
image, graphic, icon, or other visual indicator may be used
for comp indicator image 702. Comp indicator images 702
may be virtual images displayed on a monitor or other
display of EGM 600 such as a player tracking module, or
may be separate physical devices such as candle devices 604
or similar devices mounted to the cabinet of EGM 600. In
another embodiment, comp indicator 602 may be idle and
accessed only when queried by casino personnel by touch or
by other means.

At least some comp indicator images 702 are illustrated
herein as having a plurality of sections that indicate progress
towards comp eligibility. However, it should be recognized
that one or more sections may be removed such that no
gradations are displayed within comp indicator images 702,
or one or more sections or other portions of comp indicator
images 702 may be replaced with any other gradation
indicator.

FIG. 8A illustrates a pie chart 802 as one embodiment of
comp indicator image 702. Pie chart 802 includes a plurality
of equally-sized sections 804 that represent the player’s
progress towards achieving eligibility for the comp. In the
example illustrated in FIG. 8A, 10 sections 804 are included,
although any suitable number of sections 804 may be used
as desired. As the player progressively accumulates comp
eligibility points or other representations of progress
towards eligibility for the comp, sections 804 are graphically
filled in or marked accordingly. For example, if 100 points
are needed to be eligible to receive the comp, a new section
804 shown in FIG. 8A will be filled in for every 10 points
achieved by the player. In addition, sections 804 may be
partially filled in or marked if the player has not yet
accumulated enough points to fill in an entire section 804. In
the example described herein, a section 804 may be 10%
filled in or marked for every point accumulated by the
player.

When all or a predefined number of sections 804 have
been filled in or marked, the threshold amount of comp
eligibility points has been reached and the player may be
eligible to receive the comp. In one embodiment, pie chart
802 and/or sections 804 may flash, change colors, or change
other visual aspects thereof to reflect that the player is now
eligible to receive the comp. In another embodiment, pie
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chart 802 may not reset after a comp is awarded, but may
instead remain at a level that is consistent with the player’s
ongoing play. In such an embodiment, the player comp
eligibility is not determined on a case-by-case basis, but
instead by average ongoing play.

FIG. 8B illustrates a gauge or dial 806 as another embodi-
ment of comp indicator image 702. Gauge 806 includes an
arrow or pointer 808 that represents the player’s progress
towards achieving eligibility for the comp. As the player
progressively accumulates comp eligibility points or other
representations of progress towards eligibility for the comp,
arrow 808 is rotated about gauge 806 accordingly. For
example, if 100 points are needed to be eligible to receive
the comp, arrow 808 will move 1% of the distance around
gauge 806 for every point achieved by the player.

When arrow 808 reaches a completion or predefined
marker 810, the threshold amount of comp eligibility points
has been reached and the player may be eligible to receive
the comp. In one embodiment, gauge 806 and/or portions
thereof may flash, change colors, or change other visual
aspects thereof to reflect that the player is now eligible to
receive the comp. In another embodiment, gauge 806 may
not reset after a comp is awarded, but may instead remain at
a level that is consistent with the player’s ongoing play. In
such an embodiment, the player comp eligibility is not
determined on a case-by-case basis, but instead by average
ongoing play. If the play remains above a predefined level,
the player will receive ongoing comps. In contrast, if the
play does not remain above the predefined level, the player
may be denied comps. In all embodiments, there may be a
“grey area” where the player comp eligibility is sufficiently
close to being satisfied, and it may be in the discretion of
casino personnel to award or deny a comp. It is understood
that comp eligibility determinations may vary from gaming
establishment to gaming establishment and include any
applicable metrics, eligibility requirements, criterion, etc.

FIG. 8C illustrates a graduated scale or bar chart 812 as
one embodiment of comp indicator image 702. Scale 812
includes a plurality of equally-sized sections 814 that rep-
resent the player’s progress towards achieving eligibility for
the comp. In the example illustrated in FIG. 8C, 8 sections
814 are included, although any suitable number of sections
814 may be used as desired. As the player progressively
accumulates comp eligibility points or other representations
of progress towards eligibility for the comp, sections 814 are
graphically filled in or marked accordingly in a similar
manner as described above with respect to FIG. 8A.

When all or a predefined number of sections 814 have
been filled in or marked, the threshold amount of comp
eligibility points has been reached and the player may be
eligible to receive the comp. In one embodiment, scale 812
and/or sections 814 may flash, change colors, or change
other visual aspects thereof to reflect that the player is now
eligible to receive the comp. In another embodiment, scale
812 may not reset after a comp is awarded, but may instead
remain at a level that is consistent with the player’s ongoing
play. In such an embodiment, the player comp eligibility is
not determined on a case-by-case basis, but instead by
average ongoing play.

While FIG. 8A illustrates a pie chart 802, FIG. 8B
illustrates a gauge 806, and FIG. 8C illustrates a bar chart
812, it should be recognized by those of ordinary skill in the
art that any suitable means may be utilized to display or
indicate player comp eligibility.

FIG. 9 is a flow diagram of a method 900 of indicating
eligibility of a player to receive one or more comps. In one
embodiment, the comps may include, without limitation,
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one or more free beverages, free meals, free rooms, free
credits for one or more games of chance, free prizes, free
tickets to a performance, free services (e.g., spa services),
and/or a discount or reduced price for one or more of the
foregoing.

One or more games of chance may be presented 902 to a
player on a gaming device, such as EGM 600, kiosk 700, or
another gaming device 114. The games of chance may
include video reel slots, video poker, sports betting or sport
book games, bingo or bingo-related games, keno or keno-
related games, and/or any other games of chance. The game
or games may be displayed to the player, for example, on
one or more displays 310 of gaming device 114.

Input is received 904 from the player on gaming device
114 to enable the player to play the one or more games of
chance. For example, the player may use user interface
device 312 to input commands and selections to play the
game.

A gameplay associated with the one or more games of
chance is tracked 906 for the player. For example, gaming
device 114, local server 110, player reward server 112,
and/or WAP server 120 may individually or jointly track the
gameplay of the player to enable a determination to be made
whether the player is eligible to receive the comp. The
tracked gameplay may include an amount of time the player
has played on gaming device 114, an amount of money
wagered on gaming device 114, an amount of money won or
lost on gaming device 114, an amount of money spent by the
player at a gaming establishment in which gaming device
114 is located, and/or any other suitable data. In addition to
monitoring players who are identified via player cards or
other player identification means, unidentified players may
also be monitored.

In one embodiment, comp indicator 602 of gaming device
114 indicates 908 to the player and/or casino personnel
whether the player is eligible to receive a comp based on the
gameplay of the player. Comp indicator 602 may indicate
908 the player’s eligibility to receive the comp by, for
example, displaying a progress that the player has made
towards achieving the comp on a scale, a gauge, or another
image or indicator, and/or by activating a light or button
when the player is determined to be eligible for the comp.
The light may be activated to display a first color (e.g., green
or blue) when the player is determined to be eligible to
receive the comp, and may be activated to display a second
color (e.g., red) when the player is determined to be ineli-
gible to receive the comp. The progress made towards
eligibility of the comp may be updated on comp indicator
602, for example, based on the wagering activity of the
player, based on a number of wins or losses of the player,
based on an amount of money won or lost by the player,
based on a total amount of gameplay points accumulated by
the player during a period of gameplay, based on an amount
of money wagered by the player during a period of gameplay
(sometimes referred to as the “coin-in” amount of the
player), based on a theoretical win of the player during a
period of gameplay, and/or based on any other activity of the
player.

In one embodiment, an optional notification may be
transmitted 910 to the player, such as to a mobile device
operated or owned by the player, when the player is deter-
mined to be eligible to receive the comp. In another embodi-
ment, comp indicator 602 or another portion of gaming
device 114 may display an amount of wagering activity or
other gameplay that is required to achieve the comp. For
example, if the player has wagered $100 and the gaming
establishment determines that $200 is the minimum amount
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needed to be wagered to receive the comp, comp indicator
602 or another portion of gaming device 114 may display to
the player that the player needs to wager $100 more to
receive the comp.

FIG. 10 is a flow diagram of a method 1000 indicating an
accounting of casino personnel performance in properly
presenting comps to a player. It should be recognized that
the performance of other personnel, rather than just casino
personnel, may be monitored to account for the performance
of properly presenting comps to a player.

One or more games of chance may be presented 1002 to
a player on a gaming device, such as EGM 600, kiosk 700,
or another gaming device 114. The games of chance may
include video reel slots, video poker, sports betting or sport
book games, bingo or bingo-related games, keno or keno-
related games, and/or any other games of chance. The game
or games may be displayed to the player, for example, on
one or more displays 310 of gaming device 114.

Input is received 1004 from the player on gaming device
114 to enable the player to play the one or more games of
chance. For example, the player may use user interface
device 312 to input commands and selections to play the
game.

A gameplay associated with the one or more games of
chance is tracked 1006 for the player. For example, gaming
device 114, local server 110, player reward server 112,
and/or WAP server 120 may individually or jointly track the
gameplay of the player to enable a determination to be made
whether the player is eligible to receive the comp. The
tracked gameplay may include an amount of time the player
has played on gaming device 114, an amount of money
wagered on gaming device 114, an amount of money won or
lost on gaming device 114, an amount of money spent by the
player at a gaming establishment in which gaming device
114 is located, and/or any other suitable data. In addition to
monitoring players who are identified via player cards or
other player identification means, unidentified players may
also be monitored. In one embodiment, comp indicator 602
indicates to one or more casino personnel whether the player
is eligible to receive one or more comps based on the
player’s gameplay in a similar manner as described above.

In one embodiment, a computing device 300, such as
gaming device 114, local server 110, player reward server
112, POS terminal 126, and/or WAP server 120, stores 1008
data representative of an accounting of casino personnel (or
other personnel) performance in properly presenting comps
to the player. For example, computing device 300 may store
a date and time that the personnel gave a comp to the player,
the gameplay of the player relevant to determining eligibility
for the comp at the time the comp was given, the name of
the personnel who gave the comp, the type and/or quantity
of the comp, and/or any other suitable details to enable an
accurate and complete accounting to be made for the per-
sonnel. The accounting may be displayed on computing
device 300 (e.g., gaming device 114, POS terminal 126,
and/or one of the servers described herein) to enable man-
agement, for example, to determine whether the personnel
properly presented the comps to the players. In such a
manner, an audit and/or a review of the accounting may be
performed of the comps provided to ensure that a comp
policy of the casino or other gaming establishment has been
followed in a satisfactory manner.

In one embodiment, an optional notification may be
transmitted 1010 to the player, such as to a mobile device
operated or owned by the player, when the player is deter-
mined to be eligible to receive the comp. In another embodi-
ment, comp indicator 602 or another portion of gaming



US 9,852,582 B2

31

device 114 may display an amount of wagering activity or
other gameplay that is required to achieve the comp. For
example, if the player has wagered $100 and the gaming
establishment determines that $200 is the minimum amount
needed to be wagered to receive the comp, comp indicator
602 or another portion of gaming device 114 may display to
the player that the player needs to wager $100 more to
receive the comp.

FIG. 11 is a block diagram of an exemplary gaming
system 1100 that may be used to implement the comp
indicator and other disclosures described herein. While
gaming system 1100 is described in the context of a casino
environment, gaming system 1100 may be used with any
suitable gaming establishment 102.

In one embodiment, gaming system 1100 includes a
plurality of gaming devices 114 positioned on a gaming floor
1102. While the following description is directed to an
embodiment in which gaming devices 114 are electronic
gaming machines (EGMs), it should be recognized that any
suitable gaming devices 114 may be used as described above
with reference to FIGS. 1 and 2. Gaming system 1100 may
also include a plurality of table games 1104, such as black-
jack, poker, baccarat, and the like.

In one embodiment, gaming system 1100 includes a comp
management system 1106 that may be used to manage,
control, and/or implement a comp policy within gaming
system 1100. More specifically, in one embodiment, comp
management system 1106 may control the operation and
interaction of comp indicator 602 with gaming devices 114
as described more fully herein. In one embodiment, comp
management system 1106 includes at least one computing
device 300.

In one embodiment, gaming system 1100 includes at least
one attendant device 1108. Attendant device 1108 may
include one or more mobile computing devices 300, such as
a tablet computing device or a smartphone. Attendant device
1108 may be carried throughout gaming floor 1102 and may
be operated by an attendant, another employee of gaming
establishment 102 (such as a manager of the attendant),
and/or any other person as desired. Attendant device 1108
may interface with comp management system 1106 to
upload gameplay data and/or other data to comp manage-
ment system 1106, and to receive data from comp manage-
ment system 1106 regarding the comp eligibility of the
players and/or gaming devices 114 of gaming establishment
102. For example, an attendant may enter data into attendant
device 1108 regarding a player’s name, the player’s reward
card number, amount wagered or other gameplay data,
and/or any other suitable data. The attendant may addition-
ally or alternatively enter data representative of any free
beverages or other comps given to a player. The data may be
transmitted between attendant device 1108 and comp man-
agement system 1106 (or any other system or device)
wirelessly or via a wired interface. It should be recognized
that attendant device 1108 may also transmit and receive any
other suitable data between comp management system 1106
and/or any other suitable system or computing device 300 of
gaming system 1100.

In one embodiment, attendant device 1108 may include a
global positioning satellite (GPS) device or another geolo-
cation device that is used to determine the location of
attendant device 1108. Attendant device 1108 may transmit
location coordinates or other data representative of the
location of attendant device 1108 to a casino management
system 1110 and/or to an electronic gaming machine (EGM)
management system 1112, for example, to determine which
gaming devices 114 are near attendant device 1108. Alter-
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natively, the location of attendant device 1108 may be
triangulated or otherwise determined from a signal trans-
mitted by a wireless network adapter of attendant device
1108, for example.

In one embodiment, casino management system 1110 or
another system causes each gaming device 114 to transmit a
player’s name, the player’s reward card number, amount of
coin-in or other gameplay data, and/or any other suitable
data to attendant device 1108 when attendant device 1108 is
determined to be within a predefined distance or proximity
(such as within 10 feet) of gaming device 114. Alternatively,
gaming devices 114 may automatically transmit the game-
play data to attendant device 1108 (without being directed to
transmit the data by casino management system 1110) if
gaming device 114 detects that attendant device 1108 is
within a predetermined distance from gaming device 114
(e.g., through use of RFID, NFC, or other proximity sensing
means of gaming device 114) and/or if attendant device 1108
transmits a signal to gaming device 114 requesting the
gameplay data from gaming device 114.

In one embodiment, the attendant may enter beverage
orders for players into attendant device 1108, and those
beverage orders may be communicated to comp manage-
ment system 1106, to a food and beverage system 1114,
and/or to any other suitable system or device. If the attendant
indicates that the beverage is to be comped (i.e., given to the
player for free), comp management system 1106 may verify
that the player that ordered the beverage is eligible for the
comp. More specifically, comp management system 1106
may determine whether the gameplay data indicates that the
player is eligible for the comp identified by the attendant. If
comp management system 1106 determines that the player is
eligible for the comp, attendant device 1108 may present a
notification to the attendant that the comp is approved and
that the beverage may be given to the player. However, if
comp management system 1106 determines that the player is
not eligible for the comp, attendant device 1108 may present
a notification or error message to the attendant that the
player is not eligible and that the comp is denied. While this
example has been described with reference to comped
beverages, it should be recognized that any suitable comp
may be administered as described above.

Gaming system 1100 may include one or more point-of-
sale terminals 126. POS terminals 126 may be used to cash
out player winnings as described above with reference to
FIG. 1, for example. In addition, POS terminals 126 may be
used by attendants, managers, or other personnel of gaming
establishment 102 to enter beverage orders, to enter food
orders, to enter gameplay data, to view gameplay data or
comp eligibility status of players, and/or to perform any
other suitable function as desired.

Casino management system 1110 may be configured to
manage player reward programs, promotional programs,
and/or any other suitable operational aspects associated with
gaming establishment 102. For example, in one embodi-
ment, casino management system 1110 implements a player
reward program while comp management system 1106
implements a comp policy or program. Casino management
system 1110 may receive data from any other system within
gaming system 1100 and may use the data to provide reports
or automated analysis of one or more aspects of gaming
establishment 102 and/or gaming system 1100. In one
embodiment, casino management system 1110 includes, or
is implemented by, player reward server 112 (shown in FIG.
1). Alternatively or additionally, casino management system
1110 may include at least one computing device 300, such
as a server.
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In one embodiment, casino management system 1110 may
integrate one or more programs or policies, such as one or
more promotional programs, with the comp policy. For
example, a promotion may include emailing or mailing a
free beverage or meal offer, a discounted beverage or meal
offer, or another suitable offer to a player. Casino manage-
ment system 1110 may transmit data representative of the
offer to comp management system 1106 to integrate the offer
with the comp policy. In one embodiment, comp manage-
ment system 1106 may adjust the player’s comp eligibility
to reflect the offer given to the player. For example, if the
player was mailed or emailed a free beverage offer, comp
management system 1106 may automatically set the comp
eligibility to a logical “true” value, or may automatically set
the player’s comp eligibility points to 100% for the comp of
a free beverage. Accordingly, the next time that the player
plays a game on a gaming device 114, comp indicator 602
of gaming device 114 may automatically indicate that the
player is eligible for the comp. In a similar manner, if the
player was mailed or emailed an offer for a 50% discount
toward a room at an associated hotel, comp management
system 1106 may automatically set the comp eligibility
points of the player to 50% for the comp of a free hotel room.
Accordingly, the next time that the player plays a game on
a gaming device 114, comp indicator 602 of gaming device
114 may automatically start out as showing that the player
has accumulated 50% of the points required for the comp of
a free hotel room.

Additionally or alternatively, holiday or other promotions
may be integrated with the comp policy. For example, if
casino management system 1110 (or another suitable sys-
tem) implements a promotion for St. Patrick’s Day in which
beverages are 50% off, comp management system 1106 may
automatically adjust the comp policy such that comp eligi-
bility points toward the comp of a free beverage accumulate
twice as fast as normal, or at any other suitably increased
rate. Other holiday promotions or other promotions may also
be integrated with the comp policy to increase or decrease
the accumulation of comp eligibility points for any suitable
comps, and/or to adjust the comp policy in any other suitable
manner.

In another embodiment, a player reward program imple-
mented by casino management system 1110 (or another
suitable system) may be integrated with the comp policy
implemented by comp management system 1106 (or another
suitable system). For example, the player reward program
may implement a tier system in which players may be
included in different player reward tiers based on their
perceived value and/or historical gameplay. Accordingly,
players in different player reward tiers may accumulate
comp eligibility points at different rates and/or based on
different criteria. For example, a player at the lowest player
reward tier may accumulate comp eligibility points at a
normal or unenhanced rate, while a player at the next highest
player reward tier may accumulate comp eligibility points at
an increased rate, such as at a 10% higher rate than the
normal rate. Further increases may be included for addi-
tional player reward tiers. Additionally or alternatively,
higher valued comps may be provided for players at higher
player reward tiers. For example, players at the lowest
player reward tiers may accumulate points towards lower
cost beverage comps, while players at higher player reward
tiers may accumulate points to higher cost beverage comps.
Accordingly, in one embodiment, players of different player
reward tiers may require the same number of comp eligi-
bility points to receive the comp, but they may receive
different comps based on their player reward tier level.
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In another embodiment, players at different player reward
tiers may have different comp eligibility criteria. For
example, players at a lowest player reward tier may become
eligible for a comp when they have accumulated enough
points through coin-in or other gameplay data. In contrast,
players at a higher player reward tier may become eligible
for a comp based on an amount of time they have been
playing at a gaming device 114, such as every 10 minutes,
regardless of an amount of coin-in or other gameplay data.

Food and beverage system 1114 may be configured to
manage and/or track the sale, preparation, and distribution of
food and beverages within gaming establishment 102. In one
embodiment, food and beverage system 1114 interfaces with
one or more POS terminals 126 to receive orders and/or
payment (or comps) for food and/or beverages. Food and
beverage system 1114 may also interface with comp man-
agement system 1106, for example, to exchange data relat-
ing to comps of food and/or beverages. In one embodiment,
food and beverage system 1114 includes at least one com-
puting device 300, such as a server.

Food and beverage system 1114 may transmit data rep-
resentative of food and beverage orders to a bartender or
another suitable personnel for preparation of the food and
beverage. In addition, food and beverage system 1114 may
transmit data representative of the food and beverages order
to attendant device 1108 to notify the attendant of the order
and/or to notify the attendant when the order is ready to be
picked up and delivered to the player.

Hospitality management system 1116 may be configured
to manage and/or track the room reservations and other
hospitality services associated with gaming establishment
102 and/or any hotel or other lodging affiliated with gaming
establishment 102. Hospitality management system 1116
may interface with comp management system 1106, for
example, to provide one or more free rooms or rooms at a
reduced rate as a result of a player being determined to be
eligible for an associated comp. In one embodiment, hos-
pitality management system 1116 includes at least one
computing device 300, such as a server.

EGM management system 1112 may be configured to
manage the games and other content provided to gaming
devices 114. For example, in an embodiment in which one
or more gaming devices 114 are EGMs (sometimes known
as “slot machines”), EGM management system 1112 may
provide the games, game graphics, and other game content
to be downloaded and/or installed on gaming devices 114. In
one embodiment, EGM management system 1112 includes
at least one computing device 300, such as a server.

Table management system 1118 may be configured to
manage the operation of one or more table games 1104. In
one embodiment, table management system 1118 interfaces
with one or more cameras for viewing portions of table
games 1104 and players playing table games 1104. Table
management system 1118 may also provide chip tracking
and inventory (e.g., for chips embedded with RFID or other
tracking technology), various reports on gameplay at table
games 1104, and the like. In one embodiment, table man-
agement system 1118 includes at least one computing device
300, such as a server.

Accounting system 1120 may be configured to manage
the accounting and operational expenses of gaming estab-
lishment 102. In one embodiment, accounting system 1120
includes at least one computing device 300, such as a server.
In one embodiment, accounting system 1120 may interface
with auditing system 128 (shown in FIG. 1) and/or account-
ing interface 416 (shown in FIG. 4) of one or more systems
or devices of gaming system 1100. In addition, accounting
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system 1120 may interface with comp management system
1106 to account for the expenses associated with the comps
given through the comp policy. Accounting system 1120
may also transmit data to comp management system 1106 to
cause comp management system 1106 to adjust one or more
aspects of the comp policy. For example, accounting system
1120 may transmit data requesting that the comp policy
increase or decrease the rate that players can accumulate
comp eligibility points and/or requesting that the value of
the comps be increased or decreased (e.g., by substituting a
lesser or more expensive beverage, meal, room, or other
comp). Accounting system 1120 may request the change to
the comp policy based on the profitability of gaming estab-
lishment 102, based on the increase or decrease of the cost
of one or more components of the comp (e.g., liquor prices
increasing or decreasing, food prices increasing or decreas-
ing, etc.), and/or based on any other suitable criterion or
criteria. Alternatively, accounting system 1120 may transmit
the foregoing data to comp management system 1106, and
comp management system 1106 may make the determina-
tion of whether to adjust the accrual rate of comp eligibility
points (or to make other adjustments relating to comp
eligibility) based on the comp policy.

During operation of gaming system 1100, a comp policy
may be identified and administered by comp management
system 1106 in conjunction with one or more additional
systems or devices of gaming system 1100. The comp policy
may identity, for example, the various comps available to be
given out to players (such as free beverages, free meals, free
rooms, different tiers of free beverages, meals, and rooms,
etc.), the points or other progress indicators required for a
player to be awarded the comp or comps (referred to herein
as “points” or “comp eligibility points” for convenience),
the accrual rate of the points for each activity that qualifies
to earn points, and the like. Data and/or algorithms repre-
sentative of the comp policy may be downloaded into
gaming devices 114, attendant devices 1108, POS terminals
126, and/or any other suitable device or system to facilitate
implementing the comp policy. It should be recognized that
the comp policy, or aspects thereof, may be automatically
updated or adjusted by casino management system 1110,
accounting system 1120, comp management system 1106,
and/or any other suitable system or device of gaming system
1100 based on promotions, changes to the pricing or cost of
components of the comps, or based on any other suitable
data or criteria.

In one example illustrating embodiments described
herein, a player plays a game of chance at a gaming device
114, such as an EGM. The player may enter a player reward
card (or data representative of the card) into gaming device
114. Gaming device 114 may transmit the data representa-
tive of the player reward card to casino management system
1110 for use in identifying the player, authorizing the player
to play the game of chance, and tracking gameplay of the
player, for example.

As the player plays the game, gaming device 114 tracks
gameplay data for the player, including amount of coin-in,
win/loss ratio, etc. The gameplay data may be automatically
transmitted to comp management system 1106 and/or to
other systems or devices, and/or may be stored within
gaming device 114 for later retrieval by one or more systems
or devices of gaming system 1100. A comp indicator 602
may be displayed on gaming device 114 to indicate to the
player and/or to attendants or other personnel when the
player is eligible for one or more comps, and/or to indicate
the progress made towards becoming eligible for one or
more comps. Comp indicator 602 may additionally or alter-
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natively be displayed on one or more POS terminals 126,
attendant devices 1108, and/or comp management system
1106, for example.

In one embodiment, comp indicator 602 is displayed on
attendant device 1108. When comp indicator 602 indicates
that the player is eligible for a comp, the attendant operating
attendant device 1108 moves to the player’s location on
gaming floor 1102, or to the location of gaming device 114
that the player is operating. The attendant may then enter an
order for a comped beverage, or another suitable comp that
the player is eligible for, in attendant device 1108. Attendant
device 1108 may transmit the order to food and beverage
system 1114 and/or to comp management system 1106 to
verify that the player is eligible to receive the comp and/or
to process the order. When the order is transmitted to food
and beverage system 1114, preparation and fulfillment of the
order (e.g., the beverage) may be initiated, and the order may
be completed in a fast and efficient manner. For example, if
the attendant enters a beverage order in attendant device
1108, the beverage order may be communicated to a bar-
tender within gaming floor 1102. The bartender may prepare
the beverage and have the beverage ready by the time the
attendant comes to pick up the beverage. This may save time
for the attendant who may otherwise have had to wait at the
bar for the bartender to prepare the beverage.

In one embodiment, attendant device 1108 may display a
virtual map of gaming floor 1102 and may display gaming
devices 114 in proximity to the location of attendant device
1108. When attendant device 1108 is determined to be
within a predetermined distance from a gaming device 114,
attendant device 1108 may wirelessly receive and display
gameplay data from gaming device 114, as well as other data
related to the player or game session (“player data™), such as
the player name, a tier level relating to the player’s comp
eligibility and/or player reward program, names of the
player’s children, spouse, or significant other, the player’s
favorite beverage or restaurant, and/or any other suitable
data. Additionally or alternatively, the player data may be
received from comp management system 1106, casino man-
agement system 1110, or another suitable system or device.

Additional data may also be transmitted, such as a request
for management or security to come to gaming device 114.
In one embodiment, the gameplay data and/or player data
may be automatically transmitted to attendant device 1108
when attendant device 1108 is determined to be within the
predetermined distance from gaming device 114. In another
embodiment, only updates to the gameplay data and/or
player data may be transmitted to attendant device 1108. For
example, the gameplay data and/or player data may only be
transmitted to attendant device 1108 if a predetermined time
period, such as 10 minutes, has elapsed since the last time
the data was transmitted to attendant device 1108, or if
sufficient progress has been made in the player’s game, such
as the coin-in amount has increased by $10 or another
predetermined amount, since the last time the data was
transmitted to attendant device 1108.

Alternatively, the attendant or operator of attendant
device 1108 may select an icon on the virtual map repre-
senting a nearby gaming device 114, and in response,
attendant device 1108 transmits a request for the gameplay
data and/or player data to gaming device 114. In response to
the request, gaming device 114 automatically transmits the
gameplay data and/or player data to attendant device 1108.
The gameplay data and/or player data may be reviewed on
attendant device 1108 to determine whether a player of a
nearby gaming device 114 is eligible for a comp, and may
be reviewed or audited by a manager of the attendant to
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ensure that the attendant is complying with the comp policy.
In one embodiment, if attendant device 1108 is moved
within a predetermined proximity (e.g., 10 feet) of a gaming
device 114 that a player who is eligible for a comp is playing
at, attendant device 1108 may automatically generate a
“pop-up” window or dialogue box that notifies the attendant
that the player is eligible for the comp. The window or
dialogue box may also enable the attendant to order a
comped beverage or another comp that the player is eligible
for.

In one embodiment, the player may not have accumulated
enough points to be eligible for a comp. However, the player
may be enabled to “spend” the accumulated points to obtain
a reduced value comp or to obtain a discount toward buying
the relevant comp. For example, if the player has accumu-
lated 50% of the comp eligibility points required for a free
beverage, the player may choose to use those points to
obtain a voucher or ticket for a 50% discount (or another
suitable percentage) toward the purchase of the beverage. In
another embodiment, if the player has accumulated some but
not all of the points required for a desired comp, the player
may buy the additional points needed to reach comp eligi-
bility using real money or other suitable consideration. For
example, if the player has accumulated 90% of the comp
eligibility points required for a free room, the player may use
real money to buy the additional 10% of the points required.

In one embodiment, if the player has accumulated enough
comp eligibility points for a comp to be awarded, but the
player does not receive the comp during the time the player
is playing at gaming device 114, the player may receive a
voucher or ticket that is redeemable for the comp when the
player cashes out of gaming device 114 or otherwise ends
the gaming session at gaming device 114. In a similar
manner, a voucher or ticket that is redeemable for a discount
towards purchase of the comp may be given to the player if
the player accumulates some, but not all, of the comp
eligibility points required for the comp. The voucher or
ticket described herein may be printed from gaming device
114, may be printed from POS terminal 126, may be printed
from attendant device 1108, may be printed at a remote
device (such as a box office computer or a restaurant
computer), may be delivered to the player by an attendant,
and/or may be wirelessly delivered to the player as a digital
voucher or ticket via an application installed on the player’s
smart phone or tablet, for example.

In another embodiment, a player may install an applica-
tion on a smart phone, a tablet, or another portable comput-
ing device 300 to enable the player to view comp eligibility
points and/or status. In one example, if a player accumulates
comp eligibility points while playing a game on a gaming
device 114, the player may view those points on the appli-
cation. If the player moves to another portion of gaming
floor 1102, such as to a table game 1104 to play a game of
blackjack, the player may present the player reward card, or
the application, to enable the dealer to enter the player
reward card, or the player reward card number that may be
displayed on the application, for example, into an attendant
device 1108 or another device connected to table manage-
ment system 1118 or to comp management system 1106. The
dealer may also enter gameplay data for the player into
attendant device 1108 or another device to track the game-
play of the player at table game 1104. Gameplay data
associated with the play of the table game 1104 may
therefore be associated with the player reward card and/or
may cause the player to accumulate more comp eligibility
points. Accordingly, the player may accumulate a portion of
the comp eligibility points needed to obtain a comp while
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playing a first game (e.g., at a gaming device 114) and may
accumulate another portion or the remainder of the comp
eligibility points needed to obtain the comp while playing a
second game (e.g., a table game 1104).

In another embodiment, the player may accumulate a
portion of the comp eligibility points at a first gaming device
114 and may accumulate another portion or the remainder of
the comp eligibility points at a second gaming device 114.
In such an embodiment, the comp eligibility and/or the comp
eligibility points may “follow” the player as the player plays
on different gaming devices 114 and/or as the player plays
different types of games within gaming establishment 102.

In one embodiment, the application may additionally
include a geolocation or tracking feature that enables an
attendant to locate the player within gaming floor 1102 (for
example, with appropriate player consent). Accordingly, if
the player accumulates enough points to become eligible for
a comp, the application may notify comp management
system 1106, casino management system 1110, and/or atten-
dant device 1108, for example. Alternatively, comp man-
agement system 1106, casino management system 1110,
and/or attendant device 1108 may track the accumulation of
the player’s comp eligibility points and may determine when
the player is eligible for the comp. The attendant may then
be dispatched to the player’s location (as reported by the
application) and the attendant may then order a beverage or
procure another suitable comp for the player according to
the comp eligibility.

In one embodiment, RFID tags embedded within the
chips used at table game 1104 may be tracked by a wireless
RFID reader at table game 1104. The wireless RFID reader
may transmit gameplay data associated with the player to
table management system 1118, to comp management sys-
tem 1106, to the application installed on the player’s device,
and/or to any other suitable device or system. The gameplay
data may then be used to determine whether the player is
eligible for a comp. Alternatively, the dealer at table game
1104 may manually input data into a system (such as table
management system 1118) regarding the player’s gameplay,
and the data may be used to determine comp eligibility as
described herein.

While at least some of the embodiments described herein
have included associating a player reward card with game-
play data and comp eligibility determinations, in some
embodiments, a player who does not use a player reward
card (sometimes referred to as an “uncarded player”) may
still become eligible for comps under the comp policy. In
such embodiments, gameplay data associated with the play
of a game of chance on a gaming device 114 by the player
may still be used to determine the comp eligibility of the
player. However, the gameplay data, and thereby the comp
eligibility points and/or determination, may be associated
with gaming device 114 itself, rather than with a player
reward card. Accordingly, if the player accumulates comp
eligibility points and/or is determined to be eligible for a
comp during the play of the game on gaming device 114, the
player may lose those comp eligibility points and/or comp
eligibility determination if the player cashes out and/or
moves to a different gaming device 114.

In one embodiment, attendant device 1108 may receive
gameplay data and/or player data from a gaming device 114
at which an uncarded player is playing a game. The game-
play data and/or player data may be reviewed to determine
the player’s potential value to gaming establishment 102, the
player’s potential player reward tier, and/or any other suit-
able aspect. The attendant may use the data to offer one or
more comps to the player in accordance with the comp
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policy and/or may offer the player the chance to sign up for
a player reward card or the like. In one embodiment, an
uncarded player may accumulate comp eligibility points at
a slower rate than a player who uses a player reward card in
an effort to incentivize players to use the player reward
cards. As a further incentive for players to sign up for a new
player reward card, the attendant may offer the player an
increased comp eligibility point accumulation rate for a
predetermined period of time (such as a day, a week, etc.) if
a player signs up for a new player reward card.

In another embodiment, accumulation of comp eligibility
points may be implemented as a side game or a secondary
game along with a primary game (e.g., bingo, keno, poker,
reel or slot game etc.) provided by gaming device 114. For
example, a group of friends or other players may play a
primary game of chance at neighboring gaming devices 114,
or gaming devices 114 located within a subsection of
gaming floor 1102. The comp eligibility and/or comp eligi-
bility points of each player may be compared by comp
management system 1106 (or another suitable system) and
the first player that becomes eligible for a comp may win a
prize or an extra comp, for example. In one example, the first
player to become eligible for the comp of a free beverage
may receive an additional free beverage for a total of two
free beverages, while the other players may only receive the
one free beverage upon becoming comp eligible.

In one exemplary embodiment, a comp policy may be
implemented by comp management system 1106. Alterna-
tively, the comp policy may be implemented by an EGM 600
and/or by another suitable computing device 300. The comp
policy may include a plurality of comp tiers that are used to
determine the comp eligibility of the player. For example,
the comp policy may include a red tier that indicates the
player is not eligible for comps, a yellow tier that indicates
the player is eligible for comps but the comps must be
approved by an attendant, a manager, or another suitable
casino personnel, a green tier that indicates the player is
automatically approved for comps, and/or a blue tier that
indicates the player is eligible for premium comps. It should
be recognized that the colors, the numbers, and the catego-
ries of tiers described herein are exemplary only, and that
any other colors, numbers, and/or categories of tiers may be
used as desired.

In one embodiment, comp management system 1106 may
calculate a number of comp eligibility points for the player
according to a predetermined algorithm based on one or
more comp eligibility criteria that are stored in comp man-
agement system 1106. Criteria used by the algorithm may be
based one or more of an amount of coin-in by the player at
the gaming device, a number of wins or losses of the player
at the gaming device, an amount of wagering activity by the
player, an amount of money won or lost by the player, the
player’s loyalty points that have accrued over a period of
time, the player’s loyalty points in total, the player’s loyalty
tier level, the player’s minimum bet, the player’s maximum
bet, the player’s average bet, the player’s time on the gaming
device without playing the game of chance, a statistical hold
percentage of the gaming device, and a theoretical win of the
player during a period of gameplay on the gaming device.
The criteria listed herein are non-limiting and exemplary
only, and other criteria may be used in addition to, or in place
of, the criteria listed herein.

One exemplary algorithm that may be used to calculate
the number of comp eligibility points is given by Eq. 1:

CEP=PHP+DP+PP (Eq. 1)
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where CEP is the number of comp eligibility points, PHP is
a number of points based on the player’s history of play at
one or more gaming establishments 102, DP is a number of
points based on the amount of money or credits deposited by
the player at a current gaming device 114, and PP is a
number of points based on the amount of play the player has
engaged in (or an amount wagered over time) at gaming
device 114.

In one embodiment, the calculated number of comp
eligibility points (CEP) may be used to determine the
player’s comp eligibility based on Table 1. The comp
eligibility points, comp tiers, and comp eligibility determi-
nations listed in Table 1 are exemplary only and should not
be viewed as limiting.

TABLE 1
Comp Eligibility
Points (CEP) Comp Tier Comp Eligibility
0-1.0 Red Not comp eligible
1.1-2.0 Yellow Comp eligible but approval needed
2.1-9.0 Green Comp eligible; comps automatically given
9.1 and above Blue Eligible for premium comps; comps

automatically given

In one embodiment, the player history points (PHP) may
be calculated in a linear or a non-linear manner by refer-
encing a lookup table of values based on the player’s reward
tier or loyalty tier. For example, Table 2 may be referenced
by comp management system 1106 or another suitable
device or system to determine PHP in a non-linear manner.
The tiers and PHP values listed are exemplary only and
should not be viewed as liming.

TABLE 2

Reward/Loyalty Tier Player History Points (PHP)

Uncarded player/Tier 0 0
Tiers 1-2 0
Tiers 3-4 1.1
Tiers 5-6 2.0
Tiers 7-9 6.0
Tier 10 9.1

In one embodiment, the number of deposit points (DP)
may be calculated in a linear or a non-linear manner by
referencing a lookup table of values based on the amount of
money or credits deposited at the gaming device 114 the
player is currently playing at. For example, Table 3 may be
referenced by comp management system 1106 or another
suitable device or system to determine DP in a non-linear
manner. The deposit amounts and DP values listed are
exemplary only and should not be viewed as liming.

TABLE 3

Initial Deposit Deposit Points (DP)

$1-$19 0
$20-$50 0.2
$51-$99 0.3

$100 and above 0.4

In one embodiment, the number of play points (PP) may
be calculated in a linear or a non-linear manner by refer-
encing a table of lookup values or by using a suitable
algorithm or other calculation. For example, the PP may be
calculated in a linear manner by multiplying the amount
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wagered over time by 0.15, or any other suitable value.
Therefore, in one example, if $50 was wagered on gaming
device 114 during play of one or more games of chance, the
PP may be calculated to be 7.5. The PP may be decreased by
0.02 (or any other value) for every 15 seconds (or any other
time period) of inactivity at gaming device 114 (i.e., for
every 15 seconds that the player is determined to not be
playing a game of chance). In one embodiment, if the total
number of comp eligibility points is greater than a prede-
termined threshold, the PP are not reduced despite periods of
inactivity by the player. For example, if the comp eligibility
points are greater than 10 in the example above, the PP (and
thereby the CEP) is not reduced as a result of inactivity at
gaming device 114. However, if the player does not play any
more games of chance at gaming establishment 102, the
CEP may be reduced or reset to a predetermined value as
described more fully herein. Comp eligibility points may
follow the player if the player moves from a first gaming
device 114 to a second gaming device 114, effectively
transferring the comp eligibility points from the first gaming
device 114 to the second gaming device 114.

Continuing the example above, if the player is determined
to be in the yellow comp tier, the player may be eligible for
a comp, but the comp may be subject to approval by an
attendant or a manager, for example. In one embodiment, if
more than one comp is given to the player while the player
is in the yellow comp tier, an alert or message may be
transmitted from comp management system 1106 or another
suitable system or device to a device or system operated by
a manager or other supervisory personnel.

The number of comp eligibility points (CEP) may start
out at O or another suitable initial value before the player
begins playing at gaming device 114, and may reset to the
initial value after 24 hours or another suitable amount of
time has passed without playing at one or more gaming
devices 114 at a gaming establishment 102, for example.
Data representative of the comp eligibility points and/or the
comp eligibility status may be transmitted from comp man-
agement system 1106 (or another suitable system or device)
to gaming device 114. Gaming device 114 may then display
the comp eligibility points and/or the comp eligibility status
on comp indicator 602, for example.

While the above-described comp policy included a comp
eligibility calculation or determination based on Eq. 1, it
should be recognized that any suitable algorithm, calcula-
tion, or comp eligibility determination may be utilized as
desired. For example, different gaming establishments 102
may implement different algorithms, different comp eligi-
bility criteria, or use different values within the algorithm, to
determine comp eligibility for players and may include
using point values or any other suitable means. As a further
example, instead of using comp eligibility points, any other
suitable progress indicator may be used to determine or
indicate the eligibility of a player to receive one or more
comps.

FIG. 12 illustrates an alternative comp indicator image
1200 that may be used with EGM 600 (shown in FIGS. 6A
and 6B), kiosk 700 (shown in FIG. 7), and/or other gaming
devices 114 or computing devices 300 as described herein.
Comp indicator image 1200 may be a virtual image dis-
played on a monitor or other display of EGM 600, or may
be incorporated within one or more other components of
EGM 600 or another gaming device 114, such as candle
devices 604 or player tracking modules, for example.

In one embodiment, comp indicator image 1200 may
include a plurality of comp levels or tiers 1202 that a player
may become eligible to be awarded. While 3 tiers 1202 are
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illustrated in FIG. 12, it should be recognized that any
suitable number of tiers 1202 may be provided.

Comp indicator image 1200 is illustrated as having a
plurality of sections 1204 that indicate progress towards
each tier 1202. However, it should be recognized that
sections 1204 may be removed such that no gradations are
displayed between tiers 1202, or sections 1204 may be
replaced with any other gradation indicator.

During the play of a game on a gaming device 114, a
player may accumulate comp eligibility points, or other
comp eligibility progress designators. As the player accu-
mulates the comp eligibility points, sections 1204 of comp
indicator image 1200 may incrementally be filled in from the
left of the image to the right. Each section 1204 may be filled
in all at once, or may be progressively filled in until the
entire section 1204 is filled. When the player has accumu-
lated enough comp eligibility points to fill in each section
1204 of a first tier 1206, the player may be eligible for a
comp associated with first tier 1206. For example, the player
may be eligible for a free beverage upon reaching first tier
1206. In one embodiment, if the player receives the comp for
first tier 1206, the comp eligibility points are reset to 0 or are
reduced by the amount needed to reach first tier 1206.
Alternatively, the player may receive the comp but continue
accumulating comp eligibility points without the points
being reduced.

If the player accumulates enough comp eligibility points
to fill in each section 1204 of a second tier 1208 (as well as
the underlying sections 1204 of first tier 1206), the player
may be eligible for a comp associated with second tier 1208.
For example, the player may be eligible for a free meal upon
reaching second tier 1208. In one embodiment, if the player
receives the comp for second tier 1208, the comp eligibility
points are reset to 0, are reduced by the amount needed to
reach second tier 1208 from first tier 1206, or are reduced by
the total amount of points needed to reach second tier 1208
from 0. Alternatively, the player may receive the comp but
continue accumulating comp eligibility points without the
points being reduced.

Likewise, if the player accumulates enough comp eligi-
bility points to fill in each section 1204 of a third tier 1210
(as well as the underlying sections 1204 of first tier 1206 and
second tier 1208), the player may be eligible for a comp
associated with third tier 1210. For example, the player may
be eligible for a free room upon reaching third tier 1210. In
one embodiment, if the player receives the comp for third
tier 1210, the comp eligibility points are reset to 0, are
reduced by the amount needed to reach third tier 1210 from
second tier 1208, or are reduced by the total amount of
points needed to reach third tier 1210 from 0. Alternatively,
the player may receive the comp but continue accumulating
comp eligibility points without the points being reduced.

While a variety of embodiments have been described
herein for comp indicator 602, including a variety of comp
indicator images 702 and 1200, it should be recognized that
any or all of the embodiments may be used within gaming
establishment 102. It should also be recognized that each
gaming device 114 within gaming establishment 102 may
have a different comp indicator 602 displayed or imple-
mented. For example, comp management system 1106 or
another system or device may be programmed to provide
each of the comp indicators 602 and/or comp indicator
images 702 and/or 1200 described herein, and may down-
load or otherwise provide different comp indicators 602
and/or comp indicator images 702 and/or 1200 to different
gaming devices 114 or groups of gaming devices 114 within
gaming establishment 102 as desired.
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FIG. 13 illustrates an exemplary compliance report 1300
that may be generated by comp management system 1106 or
by another suitable system or device of gaming system 1100
(both shown in FIG. 11). Compliance report 1300 may be
used by management of gaming establishment 102, for
example, to audit and/or review the adherence of one or
more attendants to an established comp policy.

In one embodiment, compliance report 1300 may include
one or more compliance metrics displayed within a plurality
of reporting fields 1302 that may include, for example, a
player name 1304, a player reward number 1306, a number
of comps earned 1308, a gaming device identifier 1310, a
number of comps given 1312, a determination whether an
attendant is in compliance with the comp policy (hereinafter
referred to as an “in policy determination 1314”), a deter-
mination whether the attendant is out of compliance with the
comp policy (hereinafter referred to as an “out of policy
determination 1316”), a number of comp errors 1318, and/or
an error rate 1320 of the attendant. Compliance report 1300
is configurable such that reporting fields 1302 may be added,
removed, or rearranged as desired. Each row of compliance
report 1300 may be configured to identify one player and to
identify the attendant’s compliance with the comp policy
with regard to the player. Other compliance metrics may be
included within compliance report 1300, such as a time the
comp was given to the player, a time compliance report 1300
was generated, an identification of the player, a date for the
compliance metric and/or compliance report 1300, a name of
the attendant assigned to the player, a department the atten-
dant is assigned to, a comp status indicating the player’s
eligibility to receive the comp, a type of the comp, an
amount of the comp, and/or any other suitable metrics or
determinations.

Player name 1304 may be the name identified on the
player reward card for the player, if applicable. If the player
does not have a player reward card, the player name 1304
field may be left blank or may be populated with “Uniden-
tified” or another entry that indicates the player is uniden-
tified.

Player reward number 1306 may be the number or other
identified listed on the player reward card for the player. If
the player does not have a player reward card, the player
reward number 1306 field may be left blank or filled with an
entry that indicates the player does not have a player reward
card.

Number of comps earned 1308 refers to the number of
comps that the player has earned during play at a gaming
device 114 and/or during play at a plurality of gaming
devices 114 within gaming floor 1102 or gaming establish-
ment 102. Number of comps earned 1308 may be reported
by gaming device 114, attendant device 1108, POS terminal
126, or comp management system 1106, for example, or any
other suitable device or system.

Gaming device identifier 1310 is a serial number or
another suitable identifier of gaming device 114 that the
player is currently playing on, or the gaming device 114 that
the player was playing on during the timeframe encom-
passed by compliance report 1300.

Number of comps given 1312 refers to the number of
comps that the player has been given during play at a gaming
device 114 and/or during play at a plurality of gaming
devices 114 within gaming floor 1102 or gaming establish-
ment 102. Number of comps given 1312 may be reported by
gaming device 114, attendant device 1108, POS terminal
126, or comp management system 1106, for example, or any
other suitable device or system.
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In policy determination 1314 and out of policy determi-
nation 1316 are indications of whether the attendant has
complied with the comp policy with respect to a player. If
the attendant has complied with the comp policy with
respect to a player, in policy determination 1314 may
include a check mark or another suitable indicator for the
row corresponding to the player. In contrast, if the attendant
has not complied with the comp policy with respect to a
player, out of policy determination 1316 may include a
check mark or another suitable indicator for the row corre-
sponding to the player.

Number of comp errors 1318 may indicate the number of
free beverages or other comps that were erroneously given
to the player, for example, when the player was not eligible
for the comps. In one embodiment, number of comp errors
1318 may also include the number of free beverages or other
comps that were not given to the player despite the player
being eligible for the comps.

Error rate 1320 may indicate an overall percentage of
comp errors for the attendant during the attendant’s shift or
other time frame. In one embodiment, comp management
system 1106, or another suitable system, may calculate error
rate 1320 by dividing the total number of comp errors 1318
incurred by the attendant by the total number of comps that
the attendant has given to all players during the attendant’s
shift. Alternatively, error rate 1320 may be calculated by
dividing the total number of out of policy determinations
1316 by the total number of players served by the attendant
(i.e., the sum of in policy determinations 1314 and out of
policy determinations 1316), or by any other suitable for-
mula. While the above embodiment has been described with
reference to a total error rate 1320, it should be recognized
that any suitable compliance metric or metrics may be
calculated for one or more attendants to quantify the atten-
dant’s compliance with the comp policy.

In one embodiment, an alert or message may be trans-
mitted to one or more supervisors or managers of the
attendant if the attendant is determined to be out of com-
pliance with the comp policy. For example, if the total
number of comp errors 1318 for the attendant exceeds a
predetermined number, an alert may be transmitted by comp
management system 1106 or another suitable system to a
device operated and/or carried by the supervisor or manager
of the attendant. Additionally or alternatively, if error rate
1320 exceeds a predetermined number or percentage, an
alert may be transmitted by comp management system 1106
or another suitable system to a device operated and/or
carried by the supervisor or manager of the attendant.

In one embodiment, comp management system 1106
receives data from food and beverage system 1114 regarding
the number of free beverages prepared by one or more
bartenders or other personnel. Comp management system
1106 may also receive data from attendant devices 1108
and/or POS terminals 126 regarding the number of free
beverages provided to players within gaming establishment
102. Comp management system 1106 may compare the
number of free beverages prepared and the number of free
beverages provided to players to determine whether the free
beverages are being accounted for properly between atten-
dants and bartenders, for example. If the number of free
beverages prepared does not match the number of free
beverages provided to the players, comp management sys-
tem 1106 may determine that an inconsistency exists and
may send an alert to one or more supervisors or managers
and/or may generate a report (such as compliance report
1300) that identifies the inconsistency. In such a manner,
comp management system 1106 (or another suitable system)
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may provide an audit of free beverages or other comps
within gaming establishment 102. In one embodiment, one
or more automated beverage dispensing systems may also
transmit data to comp management system 1106 (or another
suitable system) to provide further information regarding the
total number of beverages dispensed, for example, to assist
with the beverage audit.

While the foregoing embodiments have described a cen-
tralized system for determining comp eligibility (e.g., comp
management system 1106), it should be recognized that a
decentralized system may alternatively or additionally be
used to determine comp eligibility. For example, one or
more gaming devices 114 may include hardware and/or
software that may track gameplay data for a player playing
a game of chance on gaming device 114, and that may
determine comp eligibility of the player. In such an embodi-
ment, gaming device 114 may notify an attendant of the
comp eligibility of a player by transmitting data to attendant
device 1108 and/or POS terminal 126, and/or by activating
comp indicator 602 of gaming device 114, for example.

FIG. 14A is a block diagram of an exemplary player
tracking module 1400 that may be used with one or more
gaming devices 114 (shown in FIG. 1). FIG. 14B is a block
diagram of another exemplary player tracking module 1402
that may be used with one or more gaming devices 114
(shown in FIG. 1). In one embodiment, player tracking
module 1400 or player tracking module 1402 may be used
in place of card reader 406, or card reader 406 may be
incorporated within player tracking module 1400 and/or
player tracking module 1402. In some embodiments, player
tracking module 1400 and/or player tracking module 1402
may be externally mounted on or connected to gaming
device 114. In such embodiments, player tracking modules
1400 and/or 1402 may be considered to be a part of gaming
device 114.

Referring to FIG. 14A, in one embodiment, player track-
ing module 1400 may be implemented as an LED-based
module that is incorporated into gaming device 114. In such
an embodiment, player tracking module 1400 includes user
input device 1404, display 1406, and card reader 406.
Alternatively, one or more components of player tracking
module 1400 may be omitted in certain embodiments.

User input device 1404 may be a numerical keypad, an
arrangement of buttons, and/or any other suitable input
device. In one embodiment, user input device 1404 may be
implemented as user interface device 312 (shown in FIG. 3).
User input device 1404 enables a player to access account
balances or other information associated with the player
reward card. User input device 1404 may also enable the
player to redeem one or more comps that the player has
become eligible for during play of one or more games on
gaming device 114 or during prior gaming sessions, for
example. In one embodiment, user input device 1404 may
also receive input from the player to print one or more
tickets or vouchers for one or more earned comps, and/or to
enter any other input associated with the comps.

Display 1406 may be an LED screen that displays data
associated with the player reward card. Display 1406 may
alternatively be implemented as display 310 (shown in FIG.
3). In one embodiment, display 1406 may also display comp
indicator 602, comp indicator image 702 or 1200, and/or
data associated with the determination of whether the player
is eligible for one or more comps. For example, display 1406
may display the player’s progress toward becoming eligible
for one or more comps, the type of comp that the player is
eligible to receive, and/or any other suitable data relating to
comp eligibility and comp redemption.
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Referring to FIG. 14B, in one embodiment, player track-
ing module 1402 may be implemented as an LCD-based
module that is incorporated into gaming device 114. In such
an embodiment, player tracking module 1402 includes dis-
play 1406 and card reader 406. In one embodiment, player
tracking module 1402 may be substantially similar to player
tracking module 1400 (shown in FIG. 14A) with the excep-
tion that display 1406 is a touch sensitive LCD screen that
incorporates the functionality of user input device 1404.
Accordingly, in one embodiment, display 1406 may display
comp indicator image 702 or 1200, or another representation
of comp indicator 602.

FIGS. 15A-15E illustrate exemplary user interfaces that
may be displayed on display 1406 of player tracking module
1402 (both shown in FIG. 14B), for example. The number
and arrangement of user interfaces shown in FIGS. 15A-15E
are merely illustrative, and it should be recognized that any
suitable number and/or arrangement of user interfaces may
be used as desired. Alternatively, the user interfaces illus-
trated in FIGS. 15A-15E may be displayed in other locations
of gaming device 114, such as within a portion of display
1406 (e.g., in a “picture-in-picture” mode or the like).

Referring to FIG. 15A, a first user interface 1502 may be
displayed to the player during play of the game of chance on
gaming device 114. First user interface 1502 may include
comp indicator image 702, a comp redemption icon 1504,
and a keypad 1506. While the embodiments described herein
reference comp indicator image 702, it should be recognized
that comp indicator image 1200 may be included instead of,
or in addition to, comp indicator image 702.

Comp indicator image 702 displays the progress of the
player toward achieving one or more comps. In the example
shown in FIG. 15A, an arrow of comp indicator image 702
may be displayed in a first color, such as red, to indicate that
the player is ineligible for a comp, and may be displayed in
a second color, such as green, to indicate that the player is
eligible for a comp. Alternatively, any other suitable portion
of comp indicator image 702 may be used to display the
comp eligibility and/or progress towards comp eligibility for
the player.

Comp redemption icon 1504 may be used by the player to
redeem one or more comps while the player is playing a
game at gaming device 114. Accordingly, the player may
redeem the comp or comps whenever the player desires,
rather than having to wait for an attendant to come and take
the player’s order.

Referring to FIG. 15B, a second user interface 1508 may
be displayed to the player on gaming device 114. In one
embodiment, second user interface 1508 is displayed when
the player selects comp redemption icon 1504 (shown in
FIG. 15A). Second user interface 1508 may display, for
example, one or more icons that enable the player to order
a beverage (i.e., redeem the comp in exchange for the
beverage), check comp eligibility points, order another good
or service (i.e., redeem the comp in exchange for the good
or service), and/or perform any other function or service
with respect to the redemption of one or more comps. It
should be recognized that the icons shown in FIG. 15B are
merely illustrative, and any other suitable icons may be
displayed within second user interface 1508 as desired.

Referring to FIG. 15C, a third user interface 1510 may be
displayed to the player on gaming device 114. In one
embodiment, third user interface 1510 is displayed when the
player selects an icon to order a beverage within second user
interface 1508. In such an embodiment, third user interface
1510 may display, for example, a list of available beverage
categories that the player may select from when redeeming
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the comp. It should be recognized that the icons shown in
FIG. 15C are merely illustrative, and any other suitable
icons may be displayed within third user interface 1510 as
desired.

Referring to FIG. 15D, a fourth user interface 1512 may
be displayed to the player on gaming device 114. In one
embodiment, fourth user interface 1512 is displayed when
the player selects an icon to order a beverage category within
third user interface 1510. For example, if the player selected
the beverage category of “beer” within third user interface
1510, fourth user interface 1512 may display a list of
available beers that the player may order when redeeming
the comp. It should be recognized that the icons shown in
FIG. 15D are merely illustrative, and any other suitable
icons may be displayed within fourth user interface 1512 as
desired.

Referring to FIG. 15E, a fifth user interface 1514 may be
displayed to the player on gaming device 114. In one
embodiment, fifth user interface 1514 is displayed when the
player selects an icon to order a beverage (e.g., a beer in this
example) within fourth user interface 1512. In response to
the player’s selection of the desired beverage (or other comp
in alternative embodiments), fifth user interface 1514 may
display a message that the beverage (or other comp) has
been ordered. The message may also indicate that the
beverage will be brought to the player, or that the comp will
otherwise made available to the player in embodiments in
which the player selected a good or service other than a
beverage for redeeming the comp. It should be recognized
that the message shown in FIG. 15E is merely illustrative,
and any other suitable messages and/or icons may be dis-
played within fifth user interface 1514 as desired.

In one embodiment, after the desired comp has been
selected (i.e., the desired good or service to be exchanged for
the earned comp), data representative of the selected comp
may be transmitted to attendant device 1108, comp man-
agement system 1106, food and beverage system 1114,
and/or to any other suitable device or system to accomplish
the redemption of the comp. For example, if the player has
selected a beverage as the desired comp, data representative
of the beverage order may be transmitted to food and
beverage system 1114 to cause a bartender or other suitable
person to prepare the beverage. The data representative of
the order may also be transmitted to attendant device 1108
of the attendant assigned to the player to notify the attendant
that the beverage needs to be brought to the player. Other
systems may also be notified of the order, such as comp
management system 1106 and casino management system
1110, for example, to update compliance report 1300 and/or
to update records relating to the comp policy and/or the
player’s comp redemption history. The player’s comp eli-
gibility points may also be adjusted to reflect the redemption
of the comp, as described above.

In other embodiments, the user interfaces described
herein may enable the player to select one or more shows,
spa services, valet services, dry cleaning services, room
services, and/or other suitable goods or services for which to
redeem the comp. For example, the player may desire to
redeem the comp in exchange for tickets to a show within
gaming establishment 102. Gaming device 114 may com-
municate with other suitable systems or devices, such as one
or more computing devices associated with a box office
within gaming establishment 102, to retrieve data represen-
tative of which shows are available at which show times, the
available seats, how many tickets are available, and the like.
In such an example, the user interface displayed on display
1406 (or elsewhere on gaming device 114) may present the
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available shows, show times, and seats to the player, and the
player may select the show, show times, and seats using
gaming device 114. Gaming device 114 may then transmit
data representative of the selected show, show times, and
seats to the box office systems or devices to reserve the seats
at the show at the selected show times, and may cause the
box office devices or systems to print tickets for the player
or to reserve the tickets for the player. Alternatively, gaming
device 114 may print the tickets for the show using printer
410, for example. In another embodiment, gaming device
114 (or another suitable device or system) may transmit data
to an application stored on the player’s mobile phone or
portable device, and the application may generate one or
more virtual tickets that enable the player to attend the show.
The above examples are merely illustrative, and other ser-
vices or goods may be ordered or reserved for the player as
redemption for the comp in a similar manner.

In another embodiment, the player reward program may
interface with the comp policy or program to enable the
player to redeem one or more comps (e.g., Using gaming
device 114 or by an attendant using attendant device 1108 or
POS terminal 126) in exchange for one or more rewards
administered under the player reward program.

The systems, methods, and examples described herein
should be viewed as illustrative rather than limiting. For
example, while the embodiments described herein refer to
games of video reel slots, video poker, bingo and keno (or
games related thereto), it should be recognized that the
systems and methods described herein may be used with any
suitable game of chance. Additionally, any number and type
of house indicia and/or player indicia may be used with
player cards during the game. Player cards, keno boards, and
bingo flashboards may be of any suitable size or shape as
desired to comply with relevant gaming regulations.

In addition, components of devices or systems described
herein may be used in, and/or combined with, other devices
or systems described herein unless otherwise specified.
Likewise, the functionality of the systems and devices
described herein may be used in, combined with, and/or
incorporated into other systems and devices described herein
unless otherwise specified. For example, two or more of the
systems or devices described herein may be combined
together, and/or one or more of the systems or devices
described herein may be split into two or more other systems
or devices.

Unless otherwise specified, “a” or “an” means one or
more of a referenced object or step. Furthermore, unless
otherwise specified, each method described herein is not
limited to the order in which the steps of each method are
described or introduced. Rather, the steps may be rearranged
in any suitable order, may be omitted, and/or may be
combined with steps of other methods as desired. In addi-
tion, aspects or components of each embodiment and/or
figure described herein may be omitted, or may be combined
with, or modified to include, aspects or components of any
other embodiment and/or figure unless otherwise specified.

Unless otherwise specified, the phrase “at least one of A
and B” means one or more of A alone, one or more of B
alone, or one or more of the combination of A and B.

This written description uses examples to describe
embodiments of the disclosure, including the best mode, and
also to enable any person skilled in the art to practice the
embodiments, including making and using any devices or
systems and performing any incorporated methods. The
patentable scope of the disclosure is defined by the claims,
and may include other examples that occur to those skilled
in the art. Such other examples are intended to be within the
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scope of the claims if they have structural elements that do
not differ from the literal language of the claims, or if they
include equivalent structural elements with insubstantial
differences from the literal language of the claims.

What is claimed is:

1. A system comprising:

a gaming device comprising:

a processor programmed to provide a game of chance to
a player;

an electronic storage device configured to store gameplay
data for the game of chance;

a payment input device configured to enable the player to
input money or credits for use in the game of chance;

a payment output device configured to enable the player
to withdraw money or credits from said gaming device;

a card reader device configured to receive data from a
player reward card; and

a randomization device configured to randomly determine
a game outcome for the game of chance;

a comp indicator attached to or integrated within said
gaming device, said comp indicator configured to indi-
cate whether the player is eligible for at least one comp;

a first computing device configured to implement a comp
policy that includes the at least one comp and at least
one comp eligibility criterion for determining whether
the player is eligible for the at least one comp, wherein
the player accrues progress towards meeting the at least
one comp eligibility criterion at an accrual rate; and

a second computing device coupled to said first comput-
ing device, said second computing device configured to
transmit data to said first computing device to adjust
accrual progress of comp eligibility points, wherein
said first computing device is programmed to automati-
cally set the comp eligibility points of the player to a
predetermined value in response to receiving data rep-
resentative of a promotion offered to the player.

2. The system of claim 1, wherein said second computing

device is configured to administer a player reward program.

3. The system of claim 2, wherein said second computing
device is programmed to transmit data representative of a
player’s status in the player reward program.

4. The system of claim 1, wherein said first computing
device enables the player to redeem the comp eligibility
points for a reward included within a player reward program.

5. The system of claim 1, wherein said first computing
device is programmed to adjust the accrual rate based on a
player’s status in a player reward program.

6. The system of claim 1, wherein said first computing
device sets the accrual rate to a first rate if the player is a not
member of a player reward program and sets the accrual rate
to a second rate higher than the first rate if the player is a
member of the player reward program.

7. The system of claim 1, wherein said first computing
device sets the accrual rate to a first rate if a player’s status
indicates that the player has achieved a first reward level in
a player reward program, and sets the accrual rate to a
second rate higher than the first rate if the player’s status
indicates that the player has achieved a second reward level
in the player reward program that is higher than the first
reward level.

8. The system of claim 1, wherein said first computing
device is configured to enable the player to use accumulated
comp eligibility points to receive a comp if the comp
eligibility points are sufficient to qualify for the comp.

9. The system of claim 1, wherein the comp includes a
discount towards purchase of a good or service represented
by the comp.
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10. The system of claim 1, wherein said gaming device is
configured to print a voucher usable for redeeming the
comp.

11. The system of claim 10, wherein said gaming device
is configured to print a voucher after the player ends a
gaming session on said gaming device and after the player
is determined to be eligible for the comp.

12. The system of claim 1, wherein the accrual rate is
represented by accumulation of comp eligibility points, and
wherein said first computing device enables the player to
purchase additional comp eligibility points.

13. The system of claim 1, wherein said second comput-
ing device is programmed to transmit data representative of
the promotion offered to the player to said first computing
device.

14. The system of claim 1, wherein the predetermined
value is 100% of the comp eligibility points required to be
eligible for the comp.

15. The system of claim 1, wherein the data transmitted by
said second computing device includes at least a portion of
a cost of providing the comp.

16. The system of claim 1, wherein said gaming device is
located within a gaming establishment, and wherein the data
transmitted by said second computing device is representa-
tive of a profitability of at least a portion of the gaming
establishment.

17. A method of implementing a comp policy, said
method comprising:

providing a game of chance to a player using a gaming

device;

enabling the player to input money or credits for use in the

game of chance using a payment input device of the
gaming device;

enabling the player to withdraw money or credits from the

gaming device using a payment output device of the
gaming device;

randomly determining a game outcome for the game of

chance using a randomization device;

providing a comp indicator attached to or integrated

within the gaming device, wherein the comp indicator
is configured to indicate whether the player is eligible
for at least one comp;
implementing, using a first computing device, a comp
policy that includes the at least one comp and at least
one comp eligibility criterion for determining whether
the player is eligible for the at least one comp, wherein
the player accrues progress towards meeting the at least
one comp eligibility criterion at an accrual rate; and

transmitting data from a second computing device to the
first computing device to adjust accrual progress
towards meeting the at least one comp eligibility cri-
terion, wherein the accrual rate is represented by the
accumulation of comp eligibility points, said method
further comprising automatically setting the comp eli-
gibility points of the player to a predetermined value,
by the first computing device, in response to receiving
data representative of a promotion.

18. The method of claim 17, further comprising admin-
istering a player reward program by the second computing
device.

19. The method of claim 17, further comprising transmit-
ting data representative of a player’s status in a player
reward program by the second computing device.

20. The method of claim 17, said method further com-
prising enabling the player to redeem the comp eligibility
points for a reward included within a player reward program.



US 9,852,582 B2

51

21. The method of claim 17, further comprising adjusting
the accrual rate based on a player’s status in a player reward
program.

22. The method of claim 17, further comprising setting the
accrual rate to a first rate if the player is a not member of a
player reward program, and setting the accrual rate to a
second rate higher than the first rate if the player is a member
of the player reward program.

23. The method of claim 17, further comprising setting the
accrual rate to a first rate if a player’s status indicates that the
player has achieved a first reward level in a player reward
program, and setting the accrual rate to a second rate higher
than the first rate if the player’s status indicates that the
player has achieved a second reward level in the player
reward program that is higher than the first reward level.

24. The method of claim 17, said method further com-
prising enabling the player to use accumulated comp eligi-
bility points to receive a comp if the comp eligibility points
are sufficient to qualify for the comp.

25. The method of claim 17, wherein the comp includes
a discount towards purchase of a good or service represented
by the comp.

26. The method of claim 17, further comprising printing,
by the gaming device, a voucher usable for redeeming the
comp.
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27. The method of claim 17, further comprising printing
a voucher after the player ends a gaming session on the
gaming device and after the player is determined to be
eligible for the comp.

28. The method of claim 17, said method further com-
prising enabling the player to purchase additional comp
eligibility points.

29. The method of claim 17, further comprising transmit-
ting data representative of the promotion offered to the
player from the second computing device to the first com-
puting device.

30. The method of claim 17, wherein the predetermined
value is 100% of comp eligibility points required to be
eligible for the comp.

31. The method of claim 17, wherein the data transmitted
by the second computing device includes at least a portion
of a cost of providing the comp.

32. The method of claim 17, wherein the gaming device
is located within a gaming establishment, and wherein the
data transmitted by the second computing device is repre-
sentative of a profitability of at least a portion of the gaming
establishment.



