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UNIFIED PLAYER REWARDS
INVENTOR: RANDALL A. FINE
FIELD OF THE INVENTION
[0000]  The preseﬁt invention relates to system and method for rewafding players for
gaming at casino establishments, and more particularly to rewarding players in a unified

framework accounting for both coin-in behavior and customer value.

BACKGROUND OF THE INVENTIdN
[0001] . Casinos have treated important players with free or reduced cost goods and
services for many years. Until the early 1990’s determining which players were “high
rollers” who were worth giving “comps” to, was essentially ad hoc and entirely up the
judgment of the casino manager, without any significant element of technological
support. As a result, comping was typically limited to players of table games (e.g.,

v blackjack, crap, baccarat), where the player’s betting could be observed by a table or pit
boss, who “rated” the player, based on the boss’s estimate of the amount of time the
player gambled and their average bet. Slot tracking programs then developed in the late
1980’s offered the capability to track player betting in slot machines, enabling the casino
to more precisely determine how much a particular player had gambled in a particular
period of time on one or more slot machines. The first of these slot clubs were limited to
operating at individual casinos. As a result, thé casinos became more able to comp slot
players who were valuable to the casino, and not merely high roller table players. In
1996 Harrah’s Entertainment introduced the first player tracking club that operated at

multiple properties and nationwide. This allowed its casinos to capture the betting
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behavior of any player at any of its multiple casinos, and thereby base decisions on
whether and how much to comp such a player according to their overall level of betting
across the multiple casinos. Multiple property player tracking clubs for tracking slot
play are just now becoming more common with the introduction of several such multiple
property clubs in the past several years.

[0002]  Given the computer and networking infrastructure used to support a player
tracking program, the casino must decide how to reward players who participate in the
player tracking program. Each casino typically uses a different combinatiqn of comps
and incentives that it believes most appropriately rewards such playcrs for their gaming
activity. One such program gives players rewards players by granting credits (called
“points”) that can be redeemed for cash or cash equivalents. Significantly, the credits
are earned at a fixed rate, and this rate is published to the players. Thus, players eamn
four “points” for each dollar that they bet. Points are accumulated over time, and then
can be redeemed by the player for free meals, foom, and entertainment. Because the rate
(or schedule) at which points are earned is published to the players, players caﬁ readily
determine how many points they will earn from their betting during particular gaming
session or from any other activity for which points are rewarded. The problem with this
approach is that it prevents the casino property from individually differentially comping
players based on their value to the casino. In other words, with a fixed rate schedule,
every playcr carns points in the same way, at the same rate, for the same activities. Both
the “high roller” who bets thousands of dollars an hour, and the nickel slot player earn

points and comps at the same rate, even though the high roller is worth more to casino.
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This fixed and published schedule for earning points thus fails to adeq‘uately differentiate
players based on their vélue to the casino. |
[0003]  Other casinos attempt to overcome this problem by us.ing a comp system that
is not published. Instead, the casino maintains in secret the formulas or rates used to
éwarci comp to the players based on their gaming and other activities. This does allow
the casino to treat players more individually by rewarding different players at differen;(
rates or with different comps. However, it also makes it impossible for individual
players to know with certainty that they are earning comps, since it appears that the
casino acts entirely at its own discretion. Even where playcrs know that the more they
bet the more they are comped, this level of knowledge is not sufficient for players to
specifically understand the relationship between their gaming beha\}ior and the amount
of points or credits that the are earning.
[0004]  Finally, even when a casino has provided both points and comps, the
mechanisms by which points and comps were earned were kept entirely separate. Thus,
players would earn points in an account based ;m certain aspects of their betting
- behavior, and may have separately earned comps, but there was no rclationship between
the two forms of incentives in terms of how they were earned, accounted for, or
redeemed.

SUMMARY OF THE INVENTION
[0005]  The present invention overcomes the limitations of existing player tracking
programs by providing a unified framework in which a player earns credits (also called
“reward credits”) from their betting activity and such credits are earned on both a fixed

rate schedule for certain aspects of player betting, and on a variablc schedule based on
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the value of the customer to the casino. Preferably the fixed rate schedule is published
and made known to the players, thereby enabling such players to determine the number
of credits they will earn for each dollar of betting or selected activity; the variable
schedule is not published, and this enables the casino to differentially reward credits to
customers at one or more rates based on the customer, the property, or anyhdesired
promotional event. The combination of a fixed rate schedule and a variable rate
schedule provides the casino with a highly flexible reward system.

[0006] Further, in a preferred embodiment, the credits offered on a fixgd schedule
are earned at a fixed rate regardless of the property at which the player is betting. The
credits earned from the variable schedule are earned using rates that can be specific to
individual casino properties in a multi-property enterprise. The credits in this system
preferably have a predetermined accounting value that enables each property in the
multiple property system to award credits to the player’s account and to redeem credits
in the player’s account, even if that player has a different customer value to each
property; and thereby eam credits at different rates in the various casinos.

[0007] In one embodiment, players are awarded basc credits and bonus credits,
which are stored in an account. A player tracking system is used to track the players’
betting activity at various gaming devices in one or more casinos. Base credits are
awarded to a player by applying a base credit rate to the player’s bets; for example the
base rate may be five credits for every dollar bet by the player. Preferably the base credit
rate is fixed such that it applies to all of the player’s betting activity within a given
casino, and between different casino properties in a multi-property casino enterprise.

Further, the base credit rate is published to the players so that players know exactly how
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many base credits they can and do earn for the amount of money they bet. Bonus credits
are also awarded to the player and stored in the player’s account with the base credits.
The bonus credits are awarded by applying a bonus credit rate to a measurement of the
player’s value to the casino over a selected period of time. The bonus credit rate varies
according to the property at which the player is current betting (where there are multiple
properties), according to the value of the player to the casino, according to the game the
player is betting at, or according to any combination of these factors. For example, the
player may have a value of $100 on a given day as a function of the particular games the
player is playing. One casino property may apply a bonus credit rate of 10% to this
amount to award the player ten bonus credits. Another property may apply a bonus rate
of 15% to this same player’s value, and thereby award fifteen bonus credits. This
enables each property to individually comp the player as it best sees fit.

[0008] A system in accordance with the present invention includes a plurality of
gaming machines at which player’s engage in betting activity, a slot management system
which monitors the players’ betting activity, and casino management system which
receives betting activity data from the slot management system indicating for a player the
amount of coin-in by the player, and the information from which a i)]ayer’s theoretical
win during a gaming session can be determined. The casino management system
determines for the player a number of base reward credits earned by applying a base
credit rate to the player’s coin-in amount. The casino management system also
determines a number of bonus credits earned by applying a bonus credit rate to a
measure of the player’s worth, as a function of the theoretical win. The bonus credit

rate increases as the player’s worth increases, thereby increasing the overall rate at which
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bonus credits are earned. The bonus and base credits are totaled for the player and

available to be redecmed by the player for comps. The system is extensible to a

plurality of casino properties, such that each property can use its own bonus rate

schedule.
[0009]  The features and advantages described in this summary and the following
detailed description are not all-inclusive. Many additional features and advantages will
be apparent to one of ordinary skill in the art iﬁ view of the drawings, specification, and
claims hereof. Moreover, it should be noted that the language used in this disclosure
has been principally selected for readability and instructional purposes, and may not
have been selected to delineate or circumscribe the inventive subject matter, resort to the
claims being necessary to determine such inventive subject matter.

BRIEF DESCRIPTION OF THE DRAWINGS
[0010]  FIG. 11s a schematic diagram of an embodiment of a system for practicing
the present invention.
[0011]  FIGs. 2a and 2b are a interaction diagram of the operation of the system.
[0012]  The figures depict a preferred embodiment of the present invention for
purposes of illustration ohly. One skilled in the art will readily recognize from the
following discussion that alternative embodiments of the structures and methods
illustrated herein may be employed without departing from the principlcs of the

invention described herein.
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DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS

[0013] System Architecture

[0014]  Fig. 1 is a block diagram of an embodiment of the system for practicing the
present invention at the property or property level. A property 100 will typically be a
casino or other gaming establishment. A property 100 includes a gateway server 110 for
coupling a local network 120 (such as a LAN) to a wide area network (WAN) 150. This
allows multiple properties 100 to share and exchange data. In addition, the property 100
preferably includgs one or more local operator terminals (such as a PC or a dumb
terminal) 125 coupled to the LAN 120, allowing the casino personnel to access the
system from the property 100. Having an operator terminal 125 at each property 100
allows local casino employees to manage Athc reward credit system at the property level,
in real-time, and in response to player or casino needs.

[0015]  In one embodiment, the gateway server 110 includes an API for sending data
pertaining to local player activity over the WAN 150 to other properties or to a central
data warehouse, such as the enterprise data warehouse (EDW) 130 and a patron database
122, The gateway server 110 communicates with several computer systems for
monitoring and tracking operations at the particular property 100.

[0016]  The PDB 122 is adapted to provide the system with data regarding individual
players, or players in a casino context. The PDB 122 preferably includes playcr accounts
for players from all of the supported enterprise properties 100. The PDB 122 can be
either a centralized database, or a distributed or federated database, with segments of the

database located at various properties 100. In one embodiment, each player account in
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the PDB 122 includes detailed information such as the player’s personal information,
preferences, interests, gaming and lodging history, credit rating, comp level, customer
value measures, and accumulated credits. A player’s customer value measure is a
measure of the player’s value to the casino based on the player’s betting activity, and
optionally based on other activities of the player from which the casino derives revenue
or value. In a preferred embodiment, the customer value measure is a theoretical win
value is determined according to the player’s betting activity accumulated at any of the
properties affiliated with the enterprise. Credits are also determined by player betting |
activity, but may also be augmented by other types of activities as well, and by special

| offers and various other promotiongl programs. These other activities include but are
not limited to making a reservation, staying in a hotel, purchasing an item in a retail
environment, eating at a restaurant, and attending a show or other events. In another
aspect of an embodiment, PDB 122 is coupled via the WAN 150 to the EDW 230
uploading player activity information for further analysis.

[0017]  In one embodiment, players are issued tracking cards to interface with the
system and thereby allow for tracking of their activities. Each tracking card prcferably
includes a magnetic strip, microchip, or other mechanism for storing machine-readable
data thereon. When a player performs some activity at a property, the player may use the
tracking card to interface with the system. For example, in the case of magnetic strip |
cards, the player inserts the card through into card reader (i.e., “card in”). Svpecifically
for tracking player betting, a slot machine or other gaming machine 185 includes a
magnetic stripe card reader (not shown) which is adapted to receive the player tracking .

cards. The incorporation of card readers into gaming machines 185 is a standard practice
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and well known to those of skill in the art. In an alternate or additional method of
tracking player activity, the player or enterprise personnel can manually enter a player ID
number into a terminal coupled to the system.

[0018] Depcnding on the services offered at a property 100, any combination of the
following systems might be used to gather player activity data: a Casino Management
System (CMS) 140, a Lodging Management System (LMS) 150, an Event Management
System (EMS) 160, a Point of Sale System (POS) 170, a Slot Monitoring System (SMS)
180, and a Pit Tracking System (PTS) 190. U.S. Patent 5,761,647, “National Customer
Recognition System and Method,” the contents of which arc fully incorporated by
reference herein, explains how a CMS 140, a LMS 150, an EMS 160, a POS 170, a SMS
180, and a PTS 190 are used to track players’ gaming and non-gaming activity at a
plurality of affiliated casino properties communicatively coupled by a WAN. One
suitable system for managing some or all of these point-of-sale operations is the 9700
Hospitality Management System (HMS), offered by MICROS Systems, Inc. The 9700
HMS is specifically designed to handle high usage, multiple revenue center
environments, and it enables flexibility in the development of custom point of salc
applications.

[0019]  The CMS 140 is responsible for overall management of the tracking of player
activity, and the determination of reward credits to be given to each player based on such
activity. The CMS 140 receives data describing a player’s activity from the various
other systems, as further described below, makes the appropriate calculations for earned

reward credits, and updates the player’s account in the PDB 122.
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[0020]  The SMS 180 comprises a computer system that monitors and tracks bets
madc by players at the various gaming machines 185 at the property 100. Gaming
machines 185 may include slot machines, video poker machines, or the like. In a
preferred embodiment, bet tracking is accomplished through a card reader 189 associated
with a gaming machine 185. A player inserts his tracking card in the card rcader 189 to
initiate bet tracking and removes it to terminate bet tracking. In one embodiment, a
player’s betting activity at a gaming machine 185 accumulates in the SMS 180 until the
gaming session is terminated at which time the data is transferred to the CMS 140 or
when the CMS 140 requests an account status. Bet tracking data accumulated by the
SMS 180 includes the identification of the games played, the amount of coin-in, the
number of credits won, the number of credits played, the amount won or lost, and the
time period that the player played the game. U.S. Patent 5,429,361, the contents of
which are fully incorporated by reference herein, describes a system for tracking the
betting activity of casino players at gaming machines. In one embodiment, the SMS 180
comprises the Slot Data System (SDS), a data collection system for slot accounting and
player tracking produced by Bally’s Gaming and Systcms.

[0021] Each gaming machine 185 also includes a countdown meter 187. The
countdown meter 187 displays the number of base credits earned by the player dufing the
current gaming session at the gaming machine 185. Preferably, the countdown meter
187 also displays the amount of coin-in that the player needs to play to earn a single base
credit. This display occurs in real time (e.g., the amount of coin-in counts downs, and
then resets), although the actual earning and posting of base credits to the player’s

account occurs on CMS 140 after the player removcs his card from the card reader 189.
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The gaming machine 185 has either software or an EEPROM which it uses to manége
»the countdown meter and calculate the countdown and base ea'rning amounts.

[0022]  The PTS 190 is used to track player betting at gaming tables 195. The PTS
190 is supported on a computer system that transmits player betting data to the CMS
140. In one embodiment, the PTS 190 uses card rcaders 189 associated with players’
positions at the gaming tables 195 to track their betting activity. Alternatively, an
employee of the enterprise, such as a pit boss, manually enters a player’s gaming data
into the PTS 190. In one embodiment, data regarding betting activity include a player’s
time at a gaming table 195 and the table’s minimum bet. U.S. Patent 5,613,912, the
contents of which are fully incorporated by reference herein, describes a system for
automatically tracking the betting activity of casino players at gaming tables.
Alternatively, tracking of player betting at gaming tables is provided via a terminal 115
located in the pit near the tables. A player provides her player tracking card to a casino
employee (e.g., a pit boss) who swipes the tracking card through a card reader 189 at the
terminal 115 to initiate the player’s séssion. The employee can then observe the player’s
betting, and manually enter this information into the terminal, such as average amount
bet, length of play, and so forth. U.S. Pat. No. 5,809,482, and U.S. Pat. No. 5,613,912,
both incorporated by referenced herein, describes two different embodiment of a PTS
190 that may be used for tracking table play.

[0023]  The LMS 150 comprises the software and hardware [or managing hotel
operations within the casino, including reservations, room service, and other activities
associated with hotel operations. In a preferred embodiment, the LMS 150

communicates with thc CMS 140 to search locally for selected customer information
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available on that system. However, LMS 150 may include its own local data store for
player data specific to the property 100. The LMS 150 transmits data regarding players’
lodging activity to the PDB 120 when players check in and out of a hotel. In an
embodiment, a player’s lodging data includes the dates that the player stayed at a
particular property and the typc of rooms. This data may also be updated to a central
PDB via the application server 102. In addition, the LMS 150 preferably transmits
lodging data upon a request from the application server 102 (via the local gateway server
110). The lodging data includes, for example, the dates that a player stays at a hotel,

" room service activity, and billing information due to the player’s stay in the hotel. In one
embodiment, the LMS 150 comprises the Lodging Management System, a data
management system for hospitality industries produced by Inter-American Data, Inc..
[0024]  The'EMS 160 comprises software for handling ticketing inforrhation,
reservations, and sales. The EMS 160 compiles player activity data when players
purchase tickets for an event (such as a show at the property), make reservations for an
event, and attend the event. The EMS 160 transmits this data to the application server
102 upon a request therefrom (via the local gateway server 110).

[0025])  The POS 170 comprises accounting software for operating restaurants and
retail venues within the property as well as software for transmitting charge information
to the other management systems. For example, data relating to meals charged to rooms
are transmitted from the POS 170 to the LMS 150, and data relating to redeemed meal
comps are transmitted from the POS 170 to the CMS 140. The gateway server 110
receives data rélating to player’s purchases at a property from the POS 170 and transmits

the data to the application server 102. This purchasing data includes, in an embodiment,
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the items or services purchased, the restaurant or retail venue where purchased, and the
purchase amounts.

[0026]  The property 100 preferably includes one or more customer service
interfaces (CSI) 130. In one embodiment, a customer service interface 130 comprises a
computer having an output display terminal and a user input, such as a card reader 189
and a touchscreen. Players can access information for their account with a customer
service intérface 130, e.g., by swiping their cards through the card reader 189. The
customer service interface 130 may be housed in a kiosk or other user accessible
housing. In one embodiment, the CSI 130 receives player data by way of their tracking
cards swiped at customer service interfaces 130 located at various venues throughout the
property 100. The CSI 130 transmits the received data to the PDB 120 to determine the
identity of the player and any required data in the player’s account (such as name,
address, and any preferred customer status). In particular, the CSI 130 enables
customers to view the reward credit balance, and to issue themselves redeemable
“comp” tickets or cash voucher according to a provided menu of comps and their
associated number of credits.

[0027]  Data related to each player’s activity at a property 100, as collected by any of
the management systems described herein, are communicated to the CMS 140, for
analysis and determination of appropriate reward credits. The CMS 140 updates the
PDB 122 with the results of such analyses, including updating a player’s account by
incrementing (or decrementing) the player’s reward credit balance. Because each
property 100 tracks player betting activity, awards reward credits based on such activity,

and updates the PDB 122, the enterprise can reward players based on their overall
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betting (and other activity) at all of the casino properties. This cross-property nature of
the system, in combination with the fixed and variable credit rate schcdules, enables the
enterprise to reward players with credits based on their overall worth to the enterprise
from their overall betting activity, while also allowing individual ones of the properties
to reward the player based on property specific factors. To maintain all account data up
to date, the data processed by the local management systems are periodically updated to
central PDB 122, e.g., in a batch process. In one embodiment, this update synchronizes
data between multiple storage properties — i.e., PDB 122 and local stores associated
with the CMS 140 at each property 100 — to enable entcrprise personnel at any property
100 to access the most recent and aécurate data. When this configuration is employed
with a WAN 150 having limited bandwidth, the data synchronization is preferably done
when traffic on WAN 150 is low to minimize interference with other on-line data access
transmissions.

[0028]  The CMS 140 is responsible for receiving player betting data from the SMS
180 and the PTS 190 and determining the appropriate reward credits to be rewarded to
the player in response to each gaming session, and updating thc PDB 122 with this
inf01"mation. Before describing the runtime operation of the CMS 140 to perform such
tasks, the framework for determining reward credits will be described.

[0029] Reward Credit Framework

[0030]  In a prcferred embodiment, players earn reward credits for their betting
activity based on two types of schedules, a fixed rate schedule and a variable rate
schedule. These two schedules correspond to two types of credits, base credits and

bonus credits. Base reward credits are earned automatically at gaming machines 185,
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proportional to the amount of coin-in (bets) made by the player. The rate can be the
same for all gaming machines 185, or different rates can be used at different types of
gaming machines 185. In one embodiment, a player earns one credit for every $5 of
coin-in played at slot machines (both either video slots or reel slots), and one credit for
every $10 of coin-in played at video poker machines. Of course, other base credit
reward rates may be used. The rate for the base credits is preferably made known to the
players, so that they can accurately determine how many reward credits they will carn fo;
a certain amount of overall betting. For example, if a‘player intends to wager $500 at a
slot machine, he knows that he will earn 100 reward credits for such betting activity.
This lets the player establish personal goals for earning reward credits, in order to
redeem them for comps, such as free meals, room, shows, or other goods and services.
[0031] The second type of reward credit is the bonus credit. This type is used to
further increase the player’s comp earnings based on the player’s value (o the casino.
The bonus reward credit rate is variable, and can be based on the player’s worth, the
particular casino property, the type of gaming machine, or any combination of these.
[0032]  In afirst embodiment, a playcr carns bonus credits automatically based on a
measure of the player’s worth and a bonus credit earning rate. The player’s worth is
derived from the player’s theoretical win, which is an estimate of the amount the player
will lose (or the casino will earn) during a period of time. Theoretical win is typically
determined using the hold percentage of the gaming machine, and the amount of coin-in
by the player (or an estimate of the latter using an average bet and the length of play). In
a preferred embodiment, the number of bonus credits is determined as follows:

[0033] . Total Bonus Credits =[(ADT)x(R(ADT)*100)]-BC
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[0034] ADT is accumulated daily theoretical win, and is the current sum of the
(coin-in * hold) for all of the gaming sessions that have thus far occurred during the
casino day. The casino day can be arbitrarily set, but is preferably from 6:00am to
6:00am, or as defined by a particular casino property. Thus, over a 24hr period the
player’s ADT increases (as they continuing playing), and so the total number of bonus
reward credits the player receives for the casino day increases as well.

[0035]  R(ADT) is a bonus credit earning rate R that is a function of the player’s
ADT. This bonus rate is also known as a reinvestment rate, since it reflects a percentage

of the player’s worth that is reinvested by the casino in providing the player with comps.

In a preferred embodiment, bonus credit earning rate is described by the following

tables:
[0036] Table 1: Gaming Machine Bonus Rates
Accumulated | Bonus Credit
Daily Theo. Rate%
0-100 10%
101-200 15%
201-300 20%
300+ 25%

[0037] Table 2: Gaming Table Bonus Rates

Accumulated | Bonus Credit
Daily Theo | Rate%
0-100 5%

101-200 10%

201-300 15%

300+ 20%

[0038]  These tables show that as the player’s ADT increases during the gaming day,
he earns bonus credits at a higher and higher rate. While different rates used between

gaming machines 185 and gaming table 195 in one embodiment, in other embodiments,
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the same rates can be used. As can be seen in the above tables, the earning rates
increases in proportion to the increasc in the ADT, that is, in proportion to increases in
the player’s worth to the casino during tﬁe casino day.

[0039]  BCis the number of base credits awarded to the player during the gaming
day. By subtracting these from the bonus credit determination, the player is given bonus
credits only to the extent that they exceed what he earns directly from his coin in
according to the base credit rate.

[0040] The varying rates in the bonus rate tables enable the casino to grant more
bonus credits to players who play a longer amount of time in the casino relative to those
to play more days at the casino. For example, assume there are two different players,
both of whom wager intend to wager $4000 at the same slot machine. Also, assume the
first player wagers $1000 per day for 4 days, while the second player wagers $4000 on a
single day. Both players will earn the same number of base credits, ¢.g., 800 base credits
(4000/5), though the first player earns 200 base credits per day. However, the second
player will earn more bonus credits because his ADT will be higher. Specifically, if the
slot Iﬁachine has a hold of 6%, then the first player’s ADT each day will be 1000%6% or
60. Using the above formula:

[0041]  Total Bonus Credits =[(ADT)x(R(ADT)*100)]-BC

[0042] | This player’s Total Bonus Credits will be: [60x(10%x 100)]-200 = 406.
Noticc that the bonus rate here is 10%, since the player’s ADT is less than 101 (from

Table 1).
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[0043] The second player however has a higher ADT, 4000%6% or 240. As a result,
the bonus rate (from Tablc 1) is 15%, and so he earns total bonus credits as‘ follows:
Total Bonus Credits = [240x(15%x100)]-800 = 1800. Thus, even though the players
wagered the same amount, $4000, the second player receives over four times as many
bonus credits as the first player.

[0044] While this embodiment uses a number of tiers to relate the bonus earning rate
to the ADT, in other embodiments, the bonus earning rate can vary more directly (either
lincarly or non-linearly) according to the ADT. The bonus earning rate, whether in
tables or other form, can also vary according to the property at which the player is
betting. That is, each property can define its own bonus eam rates according to the
amounts it chooses to reinvest in the players. For example, while one property in an
enterprise may use the above Tables 1 and 2 for its bonus credit rate, another property
may use a diterent set of tables with higher bonus rates and/or more tiers to provide
even more credits to players, such as the following:

[0045] Table 3: Gaming Machine Bonus Rates

Accumulated | Bonus Credit
Daily Theo. Rate%

0-100 5%

101-200 17%

201-300 20%

301-400 27%

400+ 30%
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[0046]

[0047]

Table 4: Gaming Table Bonus Rates

Accumulated

Bonus Credit

Daily Theo Rate %
0-100 3%
101-200 7%
201-300 18%
301-400 22%
25%

400+

These tables reduce the rates at which lower value players earn bonus credits

but increase the rates at which higher value players earn such credits.

[0048]

Assume further that the following bonus rates are used:

H

The following example illustrates how a player earns base and bonus credits.

Table 5
ADT Bonus Rates
$0 - $100 5%
$101 - $200 10%
$201 - $300 15%
[0049]
A B c D E F G H i
Session Coin Hold Theo ADT Base Accum, Bonus Total Bonus RC Incremental
# In % (C=A* Reward Base RC Rate for H=(D*G*100)-E Bonus Reward
B) Credits (F) = Sum ADT Credits
(E=A/$5) (E) I(new)=
H(new)-H(old)
1 $1000 10% $100 $100 $1000/$5 200 5 ($100*5 - 200)= 300-0=300
=200 300
2 $25 10% $2.5 $103 $25/$5 = 205 10 ($103*10 — 205)= 825-300=525
5 B25
3 310 10% $1 3104 $10/$5 = 207 10 (510410 - 207)= 833-825=8
2 833
4 $1000 10% $100 $204 $1000/$5 407 15 (520415 - 407)= 2653-833=1820
= 200 2653
5 $500 10% $50 $254v $500/$5 = 507 15 (8254*15 - 507) = | 3306-1820=1486
100 4317

19
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[0050]  This player engages in five gaming sessions over the course of a casino day.
During the first session the coin-in is $1000 on a gaming machine 185 with hold

» percentage of 10%. Accordingly, the theoretical win for that gaming session is $100 as
shown in column C, and that is also the accumulated theoretical win thus far. For this
gaming session the player earns 200 base credits, as shown in column E. From Table 5,
the bonus rate for the player’s ADT is 5%. The bonus credits for this session are 300.
Column I shows the incremental bonus reward credit value, which is a useful quantity to
see the increase in the bonus credits from each gaming session.
[0051]  In the second gaming session, the player only bets $25. He earns another 5
base credits, so that his total base credits is now 205. Significantly, his ADT now
increases to 103, rounded up, and as a result the applicable bonus rate is now 15%.
Accordingly, now his total earned bonus credits are 825, an increase of 525, as shqwn n
columns H and I, respectively. Thus, betting only an additional $25 yielded a significant
increase in the player’s bonus credits. Session 3 adds a further 8 bonus credits.
[0052] Now in fourth session; the player plays another $1000. This increases to
ADT to 204, which places increases the bonus ratc to 15% as shown in Table 5. As a
result, he now earns a total of 2653 bonus credits, an increase of 1820. Thus, while the
amount of coin in was the same in the first and fourth sessions, $1000, the player earned
over 5 times as many bonus credits in the fourth session as in the first. Notice further
that in the fifth scssion, while only putting in another $500 of coin in (50% fourth
session), he earns another 1486 bonus credits, about 82% of what he earned in the fourth

session. As this example and the prior example show, the present invention allows the
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player to earn substantially increasing bonus credits during the casino day, while still
earning base credits at a fixed rate.

[0053]  In addition to the foregoing base rates for gaming machines, baée rates are
also assigned to gaming tables 195. In one embodiment, the base and bonus credits are
earned at gaming tables 195 according to the player’s accumulated daily theoretical win
for the gaming tables specifically. For base credits, the base credit rate is a multiple,
such as 0, 1, or 2, for every $1 of ADT. For example, if a player’s table ADT is $50 and
the base credit rate is 2, then the player earns 100 base credits for his table play. The
base credit multiple may be enterprise wide, or property specific. For bonus credits for
table games, the bonus rate is determined as above in Table 2. Alternatively, in a system
where the PTS 190 can directly monitor coin-in or it is estimated by an employee, then a
direct fixed rate, such as 5 credits for every $1 of coin in, can be used. Base and bonus
credits may also be awarded for other types of games, such as sportsbook, keno, and
Class II games like bingo and the like, using the same approach as with table games.

[0054] System Operation

[0055] The above framework of credit determination is made by the CMS 140 in
conjunction with information it receives from the SMS 180. The CMS 140 stores the
appropriate base rate and bonus rate information in accessible memory, along with any
other parameters needed to make bonus and base credit calculations. FIG. 2 illustrates
the process flow, when considered from the perspective of a given player’s activity and

the operations of the gaming machine 185, CMS 140, SMS 180, and PDB 122.
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[0056]  The player inserts 202 his player tracking card into the card reader 187 of a
gaming machine 185 for the first time during a trip to a casino propérty. The gaming
machine 185 communicates 204 the player’s account ID, along with its own machine ID,
and time stamp to the SMS 180, which initiates 206 a gaming session for the player.

The SMS 180 checks 208 whether it has received a previous message from the CMS 140
with this player’s credit balance. Finding none (since it is the first card-in of the trip),
the SMS 180 then instructs 210 the gaming machine 185 to display 212 a message on a
display panel of the gaming machine 185, such as “Welcome, your Credit Balance will
be shown the next time you insert your cafd.” The gaming machine 180 initializes 214
the countdown meter 187, which will display the number of coins required to one base
reward credit. For example on a $1 slot machine, where the base rate is 5 base credits
for $1, then the countdown meter 187 display is as follows:

COUNTDOWN  BASE
005 0000

indicating that the player needs to play $5 to next a credit, and that he has not yet during
the session earned any base credits, as would be expected at the time of card in.

[0057]  During the gaming session, after each play 216, the gaming machine 185
updates 218 the countdown meter 187. Continuing the above example, after the first
coin 1s played, the countdown meter 187 displays:

COUNTDOWN  BASE
004 0000

each time decrementing the countdown. When the fifth coin is played, the countdown
meter 187 resets the countdown, and increments the base count, such as:
COUNTDOWN BASE
005 0001
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The countdown meter 187 will continue to decrement/increment the countdown and base

credit counts in this fashion as coihs are played.

[0058]  The gaming session ends when the player removes 220 his player tracking
card from the card reader 187. The gaming machine 185 messages 222 the SMS 180
with data indicating the end of the gaming session. The SMS 180 sends 224 a message
to the CMS 140 indicating the total amount of coin-in, the total amount won or lost, the
time of card-in and card-out, the ID of the gaming machine, the player’s card ID, the
hold percentage of the machine, and any other information that the casino deems useful.
This information is called a “rating.”

[0059]  CMS 140 uses the rating information and calculates 226 the base credits and
bonus credits earned from this information. Specifically, the CMS 140 calculates the
base credits earned by applying the base credit rate to the total coin-in. The CMS 140
provides the player’s ID to the PDB 122 to obtain the player’s current ADT. For the first
rating of the casino day, this will be 0; as the day progresses, the ADT increases, as
shoWn above. The CMS then calculates the bonus credits earned during the gaming’
session by first updating the ADT with the theoretical win (coin-in*hold) for the gaming
session, and then applying the updated ADT to the total bonus calculation described
above, using the updated ADT to determine the appropriate bonus rate. The CMS 140
may also calculate the-incremental bonus credits, if so configured.

[0060]  The CMS 140 preferably maintains a local temporary account for the player,
and stores 228 the updated credit balances locally. The CMS 140 sends 230 a message
with the updated total (base and bonus) credit balance to the SMS 180. The SMS 180

stores 232 this information locally, for later retrieval.

19538/06978/SF/5101528. 2

23




A

[0061]  The next time the player cards-in 234 during the trip, such as later in the same
day, the gaming machine 185 as before informs 236 the SMS of the card-in, with the
player’s ID. SMS 140 starts 238 another gaming session for the player, and identifies
240) the message from the CMS 140 with the player’s ID, and instructs 242 the gaming
machine 185 to display 244 the current credit balance on its display panel, along with the
player’s current tier score (as further described below). The message can also indicate
the number of base and bonus credits earned the previous day, or during the current trip.
As before, the countdown meter 187 is initialized 246, updated 248, as play continues as
shown in FIG. 1. This process repeats upon each card-in and card-out.

[0062]  The CMS 140 updates 234 the PDB 122 with the player’s current credit
balances (bonus and base) on a periodic or other basis. This update can follow the close
of each gaming day, or after the end of a player’s trip, or both. In addition, to ensure
that the SMS 180 displays the correct credit balance, the CMS will send a message to the
SMS any time there is a change in a player’s credit balance, for example due to a manual
adjustment by a casino employee.

[0063] A player’s account stores their carncd base and bonus reward credits so that
the player may accumulate many credits over a period of time and from multiple casino
properties. The enterprise-wide base credit rate, preferably fixed and published to the
players, allows all players to know that they will earn a minimum amount of credits no
matter which casino they play at, and thus know they can accumulate such base credits
consistently across properties. The ability to also earn bonus credits at multiple
properties and to combine all such credits into a single credit balance further entices the

player and rewards them for playing. A player can acccss their account balance
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information either through the display panels on the gaming machines 185, or via the
customer service interfaccs 130.

[0064]  In addition to earning and banking reward credits, player may also earn a
comp worth score. The comp worth score is preferably the greatest of i), the player’s
ADT for the past N trips at the current property, ii) the player’s ADT of the past N trips
to any casino property in the enterprise or iii) the player’s ADT for the player’s current
trip to the casino property, as augmented by the property reinvestment matrix. This
comp score is non-bankable in the sense that it must be redeemed for comps (good or
services) by the player during the current day or trip.

[0065] To facilitate the use of credits across properties of ‘the enterprise, it is
preferable to account for the value of the credits in a unified manner. From an
accounting perspective, this means that each reward credit is worth a fixed amount, such
as $0.01, regardless of the property at which the credit was eaned. Different properties
thus contribute differing amount of reward credits to a player’s balance, thereby making
greater or less investments in the player. The differences between such property level
investments can be adjusted by cross property payments or other settlements.

[0066]  The stored credits can be either expiring or non-expiring. Expiring credits
expire after a fixed amount of fime, or-based on some event or condition. For example,
to encourage repeated visits by the player, a player’s credit, balance can be set to expire if
the player does not earn at least one reward credit every six months. This can be
implemented by storing a date of the last reward credit eammed in the player’s account in
the PDB 122, and performing periodic database updates that check the stored date versus

the current date.
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[0067]  Inone embodiment, a casino property may offer a voucher or other means for
granting a player promotional bonus credits for coming to the property. These reward
credits are deposited into the player’s account when the player first cards-in into a
gaming machine or other device at the casino property, as in step 202 in FIG. 2a.

[0068]  In addition to reward credits earned from betting activity, in some
embodiments, additional bonus credits are earned from alternative forms of player
activity. One such form is player expenditures with third partics who have affiliate
agreements with the enterprise. For example, the enterprise may have an affiliate
agrcement with a retailer or a credit card company. Each dollar of purchases by the
player at the retailer (or dollar of charges on the credit card), are theﬁ converted to bonus
credits using a conversion rate. To provide such reward credits to the players, the third
party updates the entérprise with a data file containing player identification data, and the
relevant financial data. The enterprise then calculates the appropriate bonus reward
credits for each player, based on the conversion rate.

[0069]  As mentioned above, players can obtain comps for goods and services at the
casino or other lbcations. Generally, the casino will publish a schedule that lists a
variety of goods and services and their corresponding credit cost. For example, a meal at
the casino restaurant may be 300 credits, while a free nights stay in the hotel may be
1000 credits, or even a specified amount of cash. To be issued comps, the player can use
the customer service interface 130, by inserting the player tracking card into its card
reader. The customer service interface 130 communicates with the CMS 140 or PDB
122 as appropriate to obtain the player’s current credit balance. The customer service

interface 130 can display the schedule of available comps, as described. The player
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selects a comp, such as a free meal, and the customer service interface 130 determines if
the player has sufficient credits to obtain the selected choice. | If so, the customer service
interface 130 prints a voucher indicating the selected comp, and sends a message to the
CMS 140 or PDB 122 to decrease the player’s credit balance by the appropriate amount.
Upon redemption of the voucher, for example a $20 voucher at a restaurant, if there is a
remaining balance because the cost of the meal was less than $20, then the balance is
deposited into the players reward credit balance by converting the dollar amount back to
reward credits using the base credit rate.

[0070] To further enhance the base and bonus credit system of the present invention,
a player tracking program can be adapted to operate in response to the base credit and
bonus balances. The player tracking program offers a number of “tiers” or levels of
player recognition. The levels are based on a tier score. A player’s tier score is the sum
of their base reward credits, any manually adjusted base reward credits, and any
promotional base reward credits, as accumulated during a calendar year (or other time
interval). Manually adjusted reward credits are those added to (or subtracted from) a
player’s credit balance by a casino employce. Promotion reward credits arc thosc oftered
by a casino property to the player. A player’s tier score may also be adjusted using some
multiple of the player’s theoretical win. Preferably, periodic (e.g. monthly, daily)
reviews of the players’ accounts are made to determine the rolling 12 month tier score,
and adjust each player’s tier. In one embodiment, there are four tiers of players, with
corresponding tier scores of <tier 1>, <tier 2>, 3000, and 10,000. The tiers are defined
for all of the properties, and applied enterprise wide for all players.v The tier levels are

made known to the players so that playcrs can actively manage their gaming to achicve a
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desired tier. Players have access to their tier score through the customer service
interfaces 135, the display panels at the gaming machines 185, and over the internet or |
other network interfaces.

[0071]  In addition, any property may also set a reward credit earning threshold
amount for a particular interval (e.g., one day), such that if the player earns the threshold
amount of credits, he is automatically promoted to a specific tier, independent of his
actual tier score. For example, a property may set a threshold of 5,000 base reward
credits in a day and if the player earns this amount, then he is automatically promoted to
the highest tier, even if his 12 month total is below the tier cutoff. This ability of
individual properties to establish their own tier upgrades allows the properties to best
tailor their comp programs to those customers visiting the property.

[0072] Césino employees may also directly issue comps to player upon requcst, by
accéssing the CMS 140 via the terminal interface 115. The casino employee can assess a
comp issuance screen, and using the player’s tracking card, can determine the player’s
available credit balance. This screen must be viewed by the employee before the
employee issues a comp, in order ensure that the playcr has sufficient credits. In
addition, while the player’s balance is available to most casino employees, the player’s
non-bankable comp worth is only displayed on different screen, which requires a second,
higher authority password to be viewed, thereby limiting access to such information to
only certain employecs. Only such higher authority employees are able to issue comps
from the non-bank comp score. These employees can issuc a comp to a player, even if
the comp has a credit cost in excess of the player’s credit balance, so long as the player’s

comp score is greater than the excess amount. After issuancc of such a comp, the
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player’s credit balance and comp score are both reduced by the appropriate amount.
Authorized employees may also have the ability to issue discretionary comps completely

from non-bankable balance, even when player has a reward credit balance available.
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[0073]  Iclaim:

1. A method of awarding players credits in response to their gaming activity,
wherein the credits can be redeemed for goods and serviées, the method comprising:
awarding base credits to the player by applying a base credit rate to an amount of
a player’s betting on a casino game; and
awarding bonus crediis to the player by applying a bonus credit rate to the
player’s theoretical win for a gaming period during which the player’s

betting occurred.

2. A method of awarding players credits in response to their gaming activity,
wherein the credits can be redeemed for goods and services, the method comprising:

awarding base credits to the player using a base credit that is known to the player,
and is applied to an amount of a player’s betting on a casino game;
and

awarding bonus credits to the player using a bonus credit rate that is not known
to the player, by applying the bonus credit rate to the player’s
theoretical win for a gaming period during which the player’s betting

occurred.
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3. A method of awarding players credits in response to their gaming activity,
whercin the credits can be redeemed for goods and services, the method comprising:
awarding base credits to the player by applying a base credit rate to an amount of
a player’s betting on a casino game; and
awarding bonus credits to the player by applying a property specific bonus credit
rate to the player’s theoretical win for a gaming period during which
the player’s betting occurred, where the bonus credit rate varies in

response to the player’s theoretical win for the gaming period.

4. The method of claim 1, wherein the bonus credit ratc is bascd on the player’s

accumulated theoretical win for a predetermined time interval.

5. The method of claim 1, wherein the bonus credit rate selectively increases as

the player’s accumulated theoretical win increases during the gaming period.

6. The method of claim 1, wherein the bonus credit rate is based on the player’s

accumulated theoretical win during a casino day that is different from a calendar day.

7. The method of claim 1, wherein the bonus credit rate is determined based on
the property at which the betting occurred, where at least two different properties have

different bonus credit rates.

8. The method of claim 1, wherein awarding bonus credits further comprises:
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determining a total number of bonus credits as a product of the bonus credit rate

and the player’s accumulated theoretical win for the gaming period.

9. The method of claim 1, wherein awarding bonus credits comprises:

determining a total number of bonus credits as the product of the bonus credit
rate and the player’s accumulated total theoretical win for the gaming
period;

determining a total number of base credits awarded; and

awarding bonus credits equal to the difference between the total number of bonus

credits and the total number of based credits awarded.

10. The method of claim 1, further comprising:
determining a player’s tier score in a player tracking program hav{ng a plurality

of tiers as a function of accumulated base reward credits.

11. The method of claim 1, further comprising:
allowing an employee of a casino to manually award a number of base reward

credits to the player, independently of the player’s betting.

12. The method of claim 1, further comprising:
allowing an employee of a casino to manually award a number of base reward

credits to the player, indcpendently of the player’s betting; and
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determining a player’s tier score in a player tracking program having a plurality
of tiers as a function of accumulated base reward credits, including

any manually awarded base reward credits.

13. The method of claim 1, wherein the casino game is a table game and the base
credit rate is a function of the theoretical win for the table game and a reinvestment rate

associated with the theoretical win.

14. The method of claim 1, wherein the casino game is a table game and the base
credit rate is a function of the theoretical win for the table game and a reinvestment rate
associated with the theoretical win, and determined by the property at which the table

game is located.

15. The method of claim 1, further comprising:
awarding bonus reward credits to a player as a function of purchases made by the

player with a third party.

16. The method of claim 1, further comprising:
storing reward credits in an account associated with the player; and
expiring reward credits in the account if an amount of time since the last reward

credit was awarded exceeds a predetermined amount of time.

17. The method of claim 16, wherein expiring the reward credits is limited to

base reward credits.
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18. The method of claim 16, wherein expiring the reward credits is limited to

bonus reward credits.

19. The method of claim 1, further comprising:
allowing the player to redeem any number of reward credits in the player’s

account at any property associated with the casino.

20. The method of claim 1, further comprising:

providing to a player a promotional offer including a number of promotional
bonus reward credits and identifying a property at which the
promotional bonus reward credits can be received; and

automatically depositing thc number of promotional bonus reward credits into an
account of the player in response to a first time the player initiates a

gaming session at the identified property.

21. The method of claim 1, further comprising:
determining whether the player is restricted from gaming; and
responsive to the player being restricted from gaming, reducing the number of

reward credits in the player’s account to zero.

22. The method of claim 1, wherein all reward credits awarded have a

predetermined and fixed accounting value that is independent of the property at which

the reward credit is earned by a player.
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23.The method of claim 1, wherein all reward credits awarded have a
predetermined and fixed redeemable cash value that is independent of the property at

which the reward credit is earned by a player.

24. The method of claim 1, further comprising:
displaying in real time to the player the number of base reward credits earned by

the player from the player’s betling.

25. The method of claim 1, wherein awarding base reward credits and bonus
reward credits further comprises:
posting the base reward credits and the bonus reward credits into an account of

the player in response to the player terminating a gaming session.

26. The method of claim 1, further comprising:
displaying to the player in real time a count of a number of coins to be bet for the

player to earn an additional base reward credit.

27. The method of claim 1, further comprising:

displaying to the player in real time a count of a number of coins to be bet for the
player to earn an additional base reward credit; and a current number
of base reward credits earned by the player during a current gaming

session.

28. The method of claim 1, further comprising:
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displaying, in real time and during a first gaming session by a player at a
property, a count of a number of coins to be bet for the player to earn
an additional base reward credit; and a current number of base reward
credit carned by the player during a current gaming session,

responsive to the player terminating the first gaming session, posting bonus

| reward credits to an account of the playcer; and

displaying in response to initiation of a second gaming session by the player at
the property the number of base reward credits and bonus reward

credits awarded to the player during the first gaming session.

29. The method of claim 1, further comprising:

posting to an account of the player during a current trip of the player to a casino
property additional comp value based on an average theoretical win of
the player over a plurality of visits to one or more properties; and

expiring the additional comp value from the player’s account if the comps are not

redeemed by the player during the current trip.

30. A method of awarding players with credits in response to their gaming
activity at any of a plurality of properties, wherein the credits can be redeemed for goods
and services, the method comprising:

awarding base credits to the player using a base credit rate proportional to an

amount of a player’s betting on a casino game; and
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awarding bonus credits to the player using a bonus credit rate based on the
property at which the player’s betting occurred, wherein there are at

least two properties, each having a different bonus credit rate.

31. A method of awarding players with credits in response to their gaming
activity at any of a plurality of properties, wherein the credits can be redeemed for goods
and services, the method comprising:

automatically awarding base credits to player using a base credit rate proportional

to an amount of a player’s betting on a casino game; and
automatically awarding bonus crcdits to the playcr basced on the player’s
theoretical win for the casino game and at least one of a property
specific reinvestment rate for the property at which the player’s
betting occurred and a reinvestment rate,associated with the player’s
theoretical win, wherein there are at least two properties, each having

a different bonus credit rate.

32. A method of awarding players with credits in response to their gaming
activity, wherein the credits can be redeemed for goods and services, the method
comprising:

automatically awarding base credits to player in proportion to an amount of a

player’s betting on a casino game; and

automatically awélrding bonus credits to the player based on the player’s

theoretical win for the casino game and reinvestment rate based on the
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property at which the player’s betting occurred and the player’s

accumulated theoretical win.

33. A system for awarding players with credits in response to their gaming
activity, wherein the credits can be redeemed for goods and services, the system
comprising;

a slot management system communicatively coupled to receive gaming activity
data for a player’s gaming session at a gaming machine, the activity
data including an amount of coin-in by a player and hold data
describing the hold percentage of the gaming machine; and

a casino management system communicatively coupled to receive the coin-in
data, the hold data, and player tracking data from the slot management
system, and to determine a number of base credits earned by the play
by applying a base credit rate to the amount of coin-in, and to
determine a number of bonus credits eamed by the player by applying
a bonus credit rate to a theoretical win measure for a gaming period

including the gaming session.

19538/06978/SF/5101528. 2

38




UNIFIED PLAYER REWARDS

Abstract of the Disclosure

[0074]  In acasino enterprise, players earn reward credits from their betting activity
at gaming machines, tables and devices. Base credits are earned by players at a fixed
rate according to their coin-in; bonus credits are earned at a variable rate as a function of
their worth as players to the casino or the property at which they are gaming. Preferably
the fixed credit rate is published to the players while the variable rate(s) are not

disclosed. The earned credits are combined for the player into a single account balance,.

from which the player can redeem credits for comps.
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