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a key pad 22 for entering player tracking information, a
florescent display 16 for displaying player tracking infor-
mation, a card reader 24 for entering a magnetic striped card
containing player tracking information, a microphone 43 for
inputting voice data, a speaker 42 for projecting sounds and
a light panel 44 for display various light patterns used to
convey gaming information. In other embodiments, the
player tracking unit and associated player tracking interface
devices, such as 16, 22, 24, 42, 43 and 44, may be mounted
within the main cabinet 4 of the gaming machine, on top of
the gaming machine, or on the side of the main cabinet of the
gaming machine.

[0214] Understand that gaming machine 2402 is but one
example from a wide range of gaming machine designs on
which the present invention may be implemented. For
example, not all suitable gaming machines have top boxes or
player tracking features. Further, some gaming machines
have two or more game displays—mechanical and/or video.
Some gaming machines are designed for bar tables and have
displays that face upwards. Still further, some machines may
be designed entirely for cashless systems. Such machines
may not include such features as bill validators, coin accep-
tors and coin trays. Instead, they may have only ticket
readers, card readers and ticket dispensers. Those of skill in
the art will understand that the present can be deployed on
most gaming machines now available or hereafter devel-
oped. Moreover, some aspects of the invention may be
implemented on devices which lack some of the features of
the gaming machines described herein, e.g., workstation,
desktop computer, a portable computing device such as a
personal digital assistant or similar handheld device, a
cellular telephone, etc. U.S. patent application Ser. No.
09/967,326, filed Sep. 28, 2001 and entitled “Wireless Game
Player,” is hereby incorporated by reference for all purposes.

[0215] Returning to the example of FIG. 25, when a user
wishes to play the gaming machine 2402, he or she inserts
cash through the coin acceptor 28 or bill validator 30. In
addition, the player may use a cashless instrument of some
type to register credits on the gaming machine 2402. For
example, the bill validator 30 may accept a printed ticket
voucher, including 20, as an indicium of credit. As another
example, the card reader 24 may accept a debit card or a
smart card containing cash or credit information that may be
used to register credits on the gaming machine.

[0216] During the course of a game, a player may be
required to make a number of decisions. For example, a
player may vary his or her wager on a particular game, select
a prize for a particular game, or make game decisions
regarding gaming criteria that affect the outcome of a
particular game (e.g., which cards to hold). The player may
make these choices using the player-input switches 32, the
video display screen 34 or using some other hardware and/or
software that enables a player to input information into the
gaming machine (e.g. a GUI displayed on display 16).

[0217] During certain game functions and events, the
gaming machine 2402 may display visual and auditory
effects that can be perceived by the player. These effects add
to the excitement of a game, which makes a player more
likely to continue playing. Auditory effects include various
sounds that are projected by the speakers 10, 12, 14. Visual
effects include flashing lights, strobing lights or other pat-
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terns displayed from lights on the gaming machine 2402,
from lights behind the belly glass 40 or the light panel on the
player tracking unit 44.

[0218] After the player has completed a game, the player
may receive game tokens from the coin tray 38 or the ticket
20 from the printer 18, which may be used for further games
or to redeem a prize. Further, the player may receive a ticket
20 for food, merchandise, or games from the printer 18. The
type of ticket 20 may be related to past game playing
recorded by the player tracking software within the gaming
machine 2402. In some embodiments, these tickets may be
used by a game player to obtain game services.

[0219] IGT gaming machines are implemented with spe-
cial features and/or additional circuitry that differentiate
them from general-purpose computers (e.g., desktop PC’s
and laptops). Gaming machines are highly regulated to
ensure fairness and, in many cases, gaming machines are
operable to dispense monetary awards of multiple millions
of dollars. Therefore, to satisfy security and regulatory
requirements in a gaming environment, hardware and soft-
ware architectures may be implemented in gaming machines
that differ significantly from those of general-purpose com-
puters. A description of gaming machines relative to gen-
eral-purpose computing machines and some examples of the
additional (or different) components and features found in
gaming machines are described below.

[0220] At first glance, one might think that adapting PC
technologies to the gaming industry would be a simple
proposition because both PCs and gaming machines employ
microprocessors that control a variety of devices. However,
because of such reasons as 1) the regulatory requirements
that are placed upon gaming machines, 2) the harsh envi-
ronment in which gaming machines operate, 3) security
requirements and 4) fault tolerance requirements, adapting
PC technologies to a gaming machine can be quite difficult.
Further, techniques and methods for solving a problem in the
PC industry, such as device compatibility and connectivity
issues, might not be adequate in the gaming environment.
For instance, a fault or a weakness tolerated in a PC, such as
security holes in software or frequent crashes, may not be
tolerated in a gaming machine because in a gaming machine
these faults can lead to a direct loss of funds from the gaming
machine, such as stolen cash or loss of revenue when the
gaming machine is not operating properly.

[0221] For the purposes of illustration, a few differences
between PC systems and gaming systems will be described.
A first difference between gaming machines and common
PC based computers systems is that gaming machines are
designed to be state-based systems. In a state-based system,
the system stores and maintains its current state in a non-
volatile memory, such that, in the event of a power failure or
other malfunction the gaming machine will return to its
current state when the power is restored. For instance, if a
player was shown an award for a game of chance and, before
the award could be provided to the player the power failed,
the gaming machine, upon the restoration of power, would
return to the state where the award is indicated. As anyone
who has used a PC, knows, PCs are not state machines and
a majority of data is usually lost when a malfunction occurs.
This requirement affects the software and hardware design
on a gaming machine.

[0222] A second important difference between gaming
machines and common PC based computer systems is that



