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WEB PAGES FOR GAMING DEVICES
CROSS-REFERENCE(S) TO RELATED APPLICATION(S)
This application claims the benefit under 35 U.S.C. § 119(e) of
U.S. Provisional Patent Application Serial No. 61/057,306, filed May 30, 2008.

BACKGROUND

Technical Field

This description generally relates to the field of gaming devices,
and more particularly to enabling interaction with Web pages on gaming

devices.

Description of the Related Art

Gaming properties often devote a large percentage of floor space

to gaming devices. Each gaming device presents players with individual games
of chance, games of skill, or combinations thereof that they may wager on.

In the past, each gaming device would present a player with only
one such game, and the player would then choose from among the available
gaming devices to find her preferred game. In order to provide even greater
choices to modern gaming property patrons, many gaming devices now
comprise general purpose computing devices, and each gaming device can
therefore offer an array of gaming choices to players. For example, a single
gaming device may offer video poker, video blackjack and video slots.

Unfortunately, gaming regulations in many jurisdictions continue
to place practical limits on the gaming flexibility of each gaming device. For
example, in many jurisdictions, each update to the software stored on a gaming
device faces regulatory review, and these regulatory reviews can take months.
Thus, if a gaming property wishes to launch a new game on its existing gaming

devices, this simple software update may suffer from lengthy delays. Moreover,
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it is practically impossible to update the games available on gaming devices
based on “real-time” events.
Therefore, it would be desirable to make game play even more

flexible to enhance players’ experiences at gaming properties.

BRIEF SUMMARY

In accordance with one embodiment, a method of enabling
interaction with Web pages in a gaming property is disclosed. The method may
comprise: providing a Web page from a Web server device to a gaming device;
displaying the Web page to a player at the gaming device; receiving information
indicative of a player's interaction with the Web page at the Web server device;
sending a request from the Web server device to a gaming property server
device based at least in part on the interaction; sending a reply from the gaming
property server device to the Web server device; providing Web content from
the Web server device to the gaming device based at least in part on the reply;
and changing a display of the gaming device based at least in part on the Web
content.

In accordance with one embodiment, the gaming property server
device may comprise a transaction server device, the request sent from the
Web server device may comprise a first transaction request, and the reply sent
from the transaction server device may comprise a first transaction reply. The
method may further comprise: sending a second transaction request from the
transaction server device to the gaming device based at least in part on the first
transaction request, and sending a second transaction reply from the gaming
device to the transaction server device.

In accordance with one embodiment, the method may further
comprise authenticating the gaming device.

In accordance with yet another embodiment, another method of
enabling interaction with Web pages in a gaming property is disclosed. The
method may comprise: providing a Web page from a Web server device to a

gaming device; receiving information indicative of a player’s interaction with the
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Web page at the Web server device; sending a request from the Web server
device to a gaming property server device based at least in part on the
interaction; receiving a reply from the gaming property server device at the Web
server device; and providing Web content from the Web server device to the
gaming device based at least in part on the reply.

In accordance with one embodiment, the gaming property server
device may comprise a transaction server device, the request sent from the
Web server device may comprise a transaction request, and the reply received
at the Web server device may comprise a transaction reply.

In accordance with another embodiment, the method may further
comprise authenticating the gaming device.

In accordance with still another embodiment, a server device
computer for enabling interaction with Web pages in a gaming property is
disclosed. The server device computer may include a processor that executes
instructions and a computer-readable memory. The computer-readable
memory may store instructions that cause the processor to enable interaction
with Web pages by: providing a Web page to an authenticated gaming device;
receiving information indicative of a player’s interaction with the Web page;
sending a request to a gaming property server device based at least in part on
the interaction; receiving a reply from the gaming property server device; and
providing Web content to the gaming device based at least in part on the reply.

In accordance with one embodiment, the gaming property server
device may comprise a transaction server device, the request sent from the
Web server device may comprise a transaction request, and the reply received
at the Web server device may comprise a transaction reply.

In accordance with yet another embodiment, a computer-readable
medium that stores instructions is disclosed. The instructions may cause a
processor to enable interaction with Web pages in a gaming property by:
providing a Web page to an authenticated gaming device; receiving information
indicative of a player's interaction with the Web page; sending a request to a

gaming property server device based at least in part on the interaction;
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receiving a reply from the gaming property server device; and providing Web
content to the gaming device based at least in part on the reply.

In accordance with one embodiment, the gaming property server
device may comprise a transaction server device, the request sent from the
Web server device may comprise a transaction request, and the reply received
at the Web server device may comprise a transaction reply.

In accordance with another embodiment, another computer-
implemented method of enabling interaction with Web pages in a gaming
property is disclosed. The method may comprise: displaying a primary
wagering game on a main display of a gaming device; providing a Web page
from a Web server device to the gaming device; displaying the Web page on a
secondary display of the gaming device while the primary wagering game is
displayed on the main display; receiving information indicative of a player’s
interaction with the Web page at the Web server device; sending a request from
the Web server device to a gaming property server device based at least in part
on the interaction; sending a reply from the gaming property server device to
the Web server device; providing Web content from the Web server device to
the gaming device based at least in part on the reply; and changing the
secondary display of the gaming device based at least in part on the Web

content.

BRIEF DESCRIPTION OF THE SEVERAL VIEWS OF THE DRAWINGS

In the drawings, identical reference numbers identify similar
elements or acts. The sizes and relative positions of elements in the drawings
are not necessarily drawn to scale. For example, the shapes of various
elements and angles are not drawn to scale, and some of these elements are
arbitrarily enlarged and positioned to improve drawing legibility. Further, the
particular shapes of the elements as drawn, are not intended to convey any
information regarding the actual shape of the particular elements, and have

been solely selected for ease of recognition in the drawings.
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Figure 1 is a schematic view of a gaming property including a
Web server device and a gaming property server device communicatively
coupled to a gaming device, according to one illustrated embodiment.

Figure 2 is a schematic view of another gaming property including
a Web server device, a transaction server device and another gaming property
server device communicatively coupled to a gaming device, according to one
illustrated embodiment.

Figure 3 is a schematic view of a gaming property including a
Web server device and a gaming property server device communicatively
coupled to a gaming device, wherein the gaming device comprises an
enhanced computing device and a main device, and the enhanced computing
device is communicatively coupled to the Web server device and the gaming
property server device, according to one illustrated embodiment.

Figure 4 is a schematic view of a gaming property including a
Web server device and a gaming property server device communicatively
coupled to a gaming device, wherein the gaming device comprises an
enhanced computing device and a main device, and the enhanced computing
device and the main device are communicatively coupled to the gaming
property server device, according to another illustrated embodiment.

Figure 5 is an isometric view of a gaming device configured to
display an interactive Web page, according to one illustrated embodiment.

Figure 6 is a schematic view of the gaming device of Figure 5,
according to one illustrated embodiment.

Figure 7 is an isometric view of a gaming device including an
enhanced computing device and a main device, the enhanced computing
device being configured to display an interactive Web page, according to one
illustrated embodiment.

Figure 8 is a schematic view of the gaming device of Figure 7,
according to one illustrated embodiment.

Figure 9 is a schematic view of an exemplary server device

computer, according to one illustrated embodiment.



10

15

20

25

WO 2009/155047 PCT/US2009/045466

Figure 10 is a flow diagram illustrating one method of enabling
interaction with Web pages in a gaming property, according to one illustrated
embodiment.

Figure 11 is a flow diagram illustrating one method of enabling
personalization of Web pages in a gaming property, according to one illustrated
embodiment.

Figure 12 is a flow diagram illustrating another method of enabling
interaction with Web pages in a gaming property, according to one illustrated

embodiment.

DETAILED DESCRIPTION _

In the following description, certain specific details are set forth in
order to provide a thorough understanding of various disclosed embodiments.
However, one skilled in the relevant art will recognize that embodiments may be
practiced without one or more of these specific details, or with other methods,
components, materials, etc. In other instances, well-known structures and
methods associated with gaming properties, gaming devices, games of chance,
Web pages and Web server devices, gaming property server devices and
network communications have not been shown or described in detail to avoid
unnecessarily obscuring descriptions of the embodiments.

Unless the context requires otherwise, throughout the
specification and claims which follow, the word “comprise” and variations
thereof, such as, “comprises” and “comprising” are to be construed in an open,
inclusive sense, that is, as “including, but not limited to.”

Reference throughout this specification to “one embodiment” or
“an embodiment” means that a particular feature, structure or characteristic
described in connection with the embodiment is included in at least one
embodiment. Thus, the appearances of the phrases “in one embodiment” or “in
an embodiment” in various places throughout this specification are not

necessarily all referring to the same embodiment. Furthermore, the particular



10

15

20

25

WO 2009/155047 PCT/US2009/045466

features, structures, or characteristics may be combined in any suitable manner
in one or more embodiments.

As used in this specification and the appended claims, the
singular forms “a,” “an,” and “the” include plural referents unless the context
clearly dictates otherwise. It should also be noted that the term “or” is generally
employed in its sense including “and/or” unless the context clearly dictates
otherwise.

The headings and Abstract of the Disclosure provided herein are
for convenience only and do not interpret the scope or meaning of the

embodiments.

Description of an Exemplary Gaming Property

Figure 1 shows a gaming property 100 including a Web server
device 102 and a gaming property server device 104 communicatively coupled
to each other as well as to a gaming device 106. Although a single gaming
device 106 is illustrated in Figure 1, more gaming devices may be included in
other embodiments. Moreover, the gaming property 100 may also include a
number of Web server devices 102 and other gaming property server devices
104 offering a variety of services.

The gaming property 100 may comprise any of a variety of
establishments housing at least one gaming device 106 used for
gaming/gambling. In one embodiment, the gaming property 100 may be a
casino. However, even convenience stores or gas stations having one or more
gaming devices may comprise the gaming property 100.

As illustrated, a network may be formed within the gaming
property 100 between the Web server device 102, the gaming property server
device 104 and the gaming device 106. This network may comprise any of a
variety of networks and related hardware and/or software. In some
embodiments, the network may comprise a wired or wireless enterprise-wide

computer network, intranet, extranet or the Internet.
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The gaming device 106 may comprise any of a variety of
electronic devices offering primary games of chance, games of skill, or
combinations thereof that a player may wager on. Such primary games may be
stored locally on the gaming device 106, and may include mechanical slots,
video slots, video keno, video poker, video blackjack, Class 1l bingo, lottery,
craps, a mechanical or video representation of a wheel game, etc. The gaming
device 106 may have a variety of configurations, but some example structures
and configurations for the gaming device 106 are discussed in greater detail
below with reference to Figures 5-8.

In one embodiment, the gaming device 106 may also be
configured to display Web pages on at least one display associated with the
gaming device 106. As used herein, it may be understood that a “Web page” is
a general term referring to a document or other information / data (e.g.,
electronic or digital) received over a network that is properly formatted for
display by a Web browser. For example, a Web page may include a document
formatted in hypertext markup language (HTML), extensible hypertext markup
language (XHTML), extensible markup language (XML), etc., and may be
received via hypertext transfer protocol (HTTP) or secure hypertext transfer
protocol (HTTPS). In one embodiment, the Web page may further include
dynamic Web content, such as audio, video, scripts or other Web-based
applications. Web-based applications provided via a Web page may be
executed on a Web server device providing the Web page or on the gaming
device 106 itself. In one embodiment, a Web page displayed by the gaming
device 106 may include Flash animations, digital video, Java Applets,
JavaScript, Scalable Vector Graphics (SVG) scripts, Perl scripts, ActiveX
controls, Ajax-compatible technologies, etc.

In one embodiment, the gaming device 106 executes a Web
browser application (i.e., “Web browser”) to enable the display of such Web
pages. The Web browser may comprise any of a variety of proprietary or

publicly available Web browsers. For example, the Web browser may comprise
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the Internet Explorer browser by Microsoft, the Firefox browser by Mozilla, the
Safari browser by Apple, or the Opera browser by Opera Software.

The Web pages displayed on the gaming device 106 may include
a variety of different content. For example, the Web pages may include
secondary wagering games of skill or chance, entertainment games that do not
accept wagers, promotional offers, advertisements, concierge-type services,
transaction-related content, and more. In one embodiment, a player at the
gaming device 106 may interact with the Web pages such that, for example,
she may play a game, make selections, generate search queries or navigate
between Web pages. Some examples of the wide variety of Web pages and
interactive possibilities are described in greater detail below.

In one embodiment, the gaming device 106 may display a Web
page including a secondary wagering game. This secondary wagering game
may be offered to the player as an addition to those primary wagering games
that are locally stored on the gaming device 106. In order to navigate to the
Web page including the secondary wagering game, the gaming device 106 may
initially display a portal Web page containing at least one link to the secondary
wagering game. A player at the gaming device 106 may then select the
secondary wagering game from the portal Web page, and the Web page
including the secondary wagering game may then be displayed. The
secondary wagering game may comprise any of a variety of games, including:
video slots, video keno, video poker, video blackjack, bingo, lottery, craps, a
video representation of a wheel game, a sports book, etc.

In one embodiment, the user interfaces of the gaming device 106
that are used to place wagers on the primary wagering games may also be
used to place wagers on the secondary wagering game. For example, the Web
page may be displayed on a touch screen display of the gaming device 106,
and the player may interact directly with the touch screen display in order to
play the secondary wagering games.

To simplify a player's interactions with the gaming device 106, the

credit meter of the gaming device 106 that is the source for wagers on the
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primary wagering games may also be used as the source for wagers on the
secondary wagering game. Moreover, in one embodiment, the currency
acceptors of the gaming device 106 may be used to add to the credit meter for
either the primary or secondary wagering games. Of course, in other
embodiments, different credit meters may be used for the primary and
secondary wagering games, and different ways of funding these games may be
used.

In another embodiment, the gaming device 106 may display a
Web page including an entertainment game that does not accept wagers. The
entertainment game may comprise any of a variety of games that a player may
interact with, such as: Solitaire, FreeCell, Hearts, Chess, Mahjong, Tetris, etc.
These entertainment games may be played against a “computer opponent,” or
against human players (within or outside the gaming property 100). In one
embodiment, an entertainment game may be selected that a player might
interact with briefly while wagering on the primary wagering game of the gaming
device 106. The gaming device 106 may enable interaction with the Web page
including the entertainment game in a manner similar to that described above
with reference to the secondary wagering game.

In yet another embodiment, the gaming device 106 may display a
Web page including a promotional offer. The promotional offer may be
personalized to the player currently interacting with the gaming device 106 in
one embodiment. However, in other embodiments, more generic promotional
offers may be displayed. The promotional offer may comprise any of a variety
of offers, including offers for room upgrades, bonus cash or credits, free or
discounted accommodations, meals or travel, etc.

In one embodiment, a player may choose to accept a promotional
offer and may even redeem the promotional offer by interacting with the Web
page displayed on the gaming device 106. For example, in one embodiment,
after accepting a promotional offer for bonus credits, the credits may be
transferred to the credit meter on the gaming device 106. In another

embodiment, after accepting a different promotional offer, the gaming device
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106 may be configured to send an electronic confirmation to a player's e-mail
address (entered via the Web page) or may be configured to print out a
confirmation voucher.

In another embodiment, the gaming device 106 may display a
Web page including advertisements / marketing materials. As described above,
these advertisements may be personalized to the player at the gaming device
106 or may be generic. The Web page may also be interactive, such that a
player may be able to obtain more information about an advertised product, or
even place orders or make reservations via the Web page.

In still another embodiment, the gaming device 106 may display a
Web page offering concierge-type services. This Web page may enable a
player to accomplish a number of concierge-type tasks. For example, the
player may be able to find nearby restaurants meeting certain criteria, make
dining reservations, find and reserve lodging, find and reserve airline flights,
etc. As described above, the gaming device 106 may also allow the player to
print out or e-mail confirmations when the player has completed such tasks.

In yet another embodiment, the gaming device 106 may display a
Web page including transaction-related content. For example, a player may be
able to access credit / debit card accounts via the Web page in order to initiate
money transfers to the gaming device 106 or to a player account at the gaming
property 100. In another embodiment, the Web page may facilitate the use of
certain identification verification technologies. For example, the player may
insert a credit /debit card or player club card into a card reader of the gaming
device 106, and a Web page may request that the player enter a personal
identification number (PIN), some biometric identification (e.g., a retinal scan or
fingerprints), or other identifying information. In this way, the Web page may
facilitate the transfer of funds to and from the gaming device 106 to facilitate
wagering on primary or secondary wagering games.

Navigation between the Web pages displayed on the gaming
device 106 may be accomplished in a typical manner, with the Web pages

including links to other Web pages. For example, the gaming device 106 may
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initially load a portal Web page containing links to a variety of other Web pages.
In such an embodiment, the portal Web page may be easily updated with links
to different Web content. In another embodiment, a navigation screen
displayed on the gaming device 106 may be locally generated, the navigation
screen including links to various Web pages. This navigation screen may be
periodically updated to include links to the latest updated Web sites. Other
methods of navigation may also be used, and a player may even be able to
directly enter the address of a desired Web page.

The Web page may be displayed on any of a variety of displays
associated with the gaming device 106. In one embodiment, the Web page
may be displayed on a main display of the gaming device 106 and may replace
or overlay a primary wagering game. In another embodiment, the Web page
may be displayed on a secondary display of the gaming device 106, such that a
player may interact with the Web page while simultaneously engaging the
primary game.

Any or all of the Web pages described above may be provided by
the Web server device 102. However, in other embodiments, a plurality of Web
server devices 102 may provide different Web pages. Indeed, some of the
Web server devices 102 may be located beyond the gaming property 100 and
may deliver the Web pages via the Internet.

The Web server device 102 may comprise any processor (e.g.,
microprocessor, digital signal processor, field programmable gate array,
application specific integrated circuits), or other device that executes a variety
of server software or firmware applications operable to serve one or more Web
pages to the gaming device 106. Some widely available Web server
applications include the Apache Web server and Internet Information Services
by Microsoft. As used herein, it may be understood that the term “server” refers
to the server application and not to a server computer, uniess the context
clearly dictates otherwise, while the terms “server device” or “server computer”
refer to a physical device that executes a server application. For example, in

one embodiment, the Web server device 102 and the gaming property server
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device 104 may be a Web server application and gaming server application
hosted on the same physical computer or even the same physical processor,
although the two are illustrated as separate server blocks.

As described above in detail, the Web server device 102 may
provide any of a variety of Web pages to the gaming device 106. These Web
pages may be formatted in any of a variety of markup languages and may be
served via HTTP or HTTPS protocol. The Web server device 102 may also be
configured to provide a variety of associated Web content to the gaming device
106. As used herein, the term “Web content” is a broad term referring to any
data and/or information received over a network by a Web browser. Web
content includes Web pages, audio, video, scripts and other Web-based
applications, as well as information that is sent back and forth to the scripts and
other Web-based applications. In many embodiments, the Web content may
change an appearance of the Web page displayed on the gaming device 106.
However, in other embodiments, the Web content may modify information in the
background, and such a modification may or may not be reflected in visible
changes.

In one embodiment, the Web pages served by the Web server
device 102 may be relatively dynamic and may be modified based on content
available from a variety of other servers, such as the gaming property server
device 104. For example, the Web server device 102 may generate a Web
page based on information associated with a player before providing the Web
page to the gaming device 106. Thus, for example, the Web page may include
a personalized greeting or may wish a player a “Happy Birthday.” As another
example, if betting on a sporting event is about to close, the Web server device
102 may be able to generate and provide a corresponding Web page enabling
participation by players at one or more gaming devices 106.

As illustrated in Figure 1, a gaming property server device 104
may also be communicatively coupled to the gaming device 106 and the Web
server device 102. The gaming property server device 104 may comprise any

of a variety of server applications executed by a processor or other device that
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are operable to provide services to the Web server device 102. As described in
greater detail below, the gaming property server device 104 may be configured
to answer requests from and provide information to the Web server device 102.
Based at least in part on this information, the Web server device 102 may then
provide Web content to the gaming device 106. Indeed, in some embodiments,
the gaming property server device 104 may be communicatively coupled only to
the Web server device 102 and may not provide any services to the gaming
device 106.

In one embodiment, the gaming property server device 104 may
be communicatively coupled with the Web server device 102 in accordance
with a relatively secure, well-defined communications protocol, such as the
System to System (S28S) protocol. The S2S protocol is a communications
protocol agreed upon by the Gaming Standards Association and provides a
limited set of commands and messages that may be passed back and forth
between server applications within the gaming property 100. In one
embodiment, the S2S protocol may be realized using HTTP. Of course, in
other embodiments, other protocols (including proprietary protocols) may be
used to facilitate communications between the gaming property server device
104 and the Web server device 102.

The gaming property server device 104 may also be
communicatively coupled with the gaming device 106 in accordance with a
relatively secure, well-defined communications protocol, such as the Game to
System (G2S) protocol. The G2S protocol is another communications protocol
agreed upon by the Gaming Standards Association and provides a limited set
of commands and messages that may be passed back and forth between a
gaming device and a gaming property server device. In one embodiment, the
G2S protocol may be realized using HTTP. Of course, in other embodiments,
other protocols (including proprietary protocols) may be used to facilitate
communications between the gaming property server device 104 and the

gaming device 106.
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In one embodiment, the gaming property server device 104 may
comprise a transaction server device operable to carry out financial and other
transactions with the gaming device 106. The transaction server device may,
for example, be capable of transferring money to and from the gaming device
106, changing sounds associated with the primary game, changing a brightness
of a primary game display, changing a language option associated with the
gaming device 106, changing a font size of the primary game display, etc. The
transaction server device may also be operable to initiate transactions with and
provide information regarding such transactions to other gaming property server
applications (such as the Web server device 102). In such an embodiment, the
Web server device 102 may leverage the utility provided by the transaction
server device in order to enable a player at the gaming device 106 to place
wagers associated with Web content, to make purchases, or to change one or
more characteristics of the gaming device.

For example, as described above, one of the Web pages provided
by the Web server device 102 may include a secondary wagering game. A
player at the gaming device 106 may interact with the Web page, requesting to
place a wager on the secondary wagering game, and information indicative of
the player's interaction may be sent to the Web server device 102. The Web
server device 102, in turn, may send a transaction request to the transaction
server device (e.g., via the S2S protocol) indicating an amount of the requested
wager. In one embodiment, the transaction server device may then directly
debit a player account at the gaming property 100. Alternatively, the
transaction server device may direct its own transaction request for the amount
of the requested wager to the gaming device 106 (e.g., via the G2S protocol).
The gaming device 106 may then subtract the amount of the wager from credits
purchased by the player at the gaming device 106. Once the wager amount
has been subtracted, an affirmative transaction reply may be sent to the
transaction server device, and the transaction server device may then send an
affirmative transaction reply to the Web server device 102. Based on the

affirmative transaction reply, the Web server device 102 may provide Web
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content to the gaming device 106. For example, the Web server device 102
may communicate with a Web-based application comprising the secondary
wagering game in order to enable the player to play the game for the wagered
amount.

In another embodiment, the gaming property server device 104
may comprise a player tracker server device operable to store a variety of
information concerning players at the gaming property 100. This player tracker
server device may receive information from different databases as well as from
the gaming devices 106 and may provide the player information to requesting
gaming property entities (such as the Web server device 102). Such player
information may include: player session information (information indicative of
the wagers that have been placed by a player, the jackpots that have been
won, the amount of time that the player has been playing, etc.), biographical
information (name, birthday, address, phone number, marital status, etc.),
player status information (VIP status at the gaming property 100, frequency of
visits to the gaming property 100, amounts wagered at the gaming property
100, promotional awards for which the player is eligible, etc.), gaming device
preference information (language preference, sound preference, font
preference, brightness preference, etc.), and other information.

In one embodiment, the Web server device 102 may leverage the
player information provided by the player tracker server device in order to
provide more personalized content. For example, the Web server device 102
may request information associated with the player currently engaging the
gaming device 106. Based on the player information received from the player
tracker server device, the Web server device 102 may generate a personalized
Web page for the gaming device 106. Alternatively, rather than generate a
personalized Web page, the Web server device 102 may choose from among
available Web pages or Web content in order to deliver content that is likely to
be desirable for the particular player. For example, the Web server device 102
might provide Web pages displaying advertisements that are likely to match

interests of the player based on the player information.
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In yet another embodiment, the gaming property server device
104 may comprise a reservations server device operable to accept any of a
variety of reservations. The reservations server device may be associated with
one or more hotels, one or more restaurants, one or more spas, one or more
airlines, etc. In such an embodiment, the Web server device 102 may leverage
the utility provided by the reservations server device in order to provide access
to certain concierge-type services.

For example, a Web page provided by the Web server device 102
may list a variety of dining options. A player viewing these dining options may
then interact with the Web page, requesting that a reservation be made at a
particular restaurant at 7 PM. In response to this reservation request, the Web
server device 102 may send its own reservation request to the reservations
server device (e.g., via the S28S protocol), indicating a time at which the player
would like a reservation. In one embodiment, the reservations server device
may then place the reservation and send an affirmative reservation reply to the
Web server device 102. Based on the affirmative reservation reply, the Web
server device 102 may provide Web content to the gaming device 106,
indicating that the player’'s desired reservations have been made.

in yet another embodiment, the gaming property server device
104 may comprise a sports book server device operable to accept wagers on
sporting events. In such an embodiment, the Web server device 102 may
leverage the utility provided by the sports book server device in order to allow a
player at the gaming device 106 to place a bet on a sporting event without
leaving the gaming device 106.

For example, the Web server device 102 may receive a message
from the sports book server device indicating that a football game is about to
begin (e.g., via the S28 protocol). In response to this message, the Web server
device 102 may provide a Web page to the gaming device 106 displaying
information about this football game and allowing a player to place a wager on
the game. The player may then interact with the Web page, requesting that a

wager be placed on the football game. In response to this wager request, the
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Web server device 102 may send a corresponding wager request to the sports
book server device, indicating the wager that the player would like to make. In
one embodiment, the sports book server device may then place the wager and
send an affirmative wager reply to the Web server device 102. Based on the
affirmative wager reply, the Web server device 102 may provide Web content to
the gaming device 106, indicating that the player's desired wager has been
placed.

The Web server device 102 and the gaming property server
device 104 may take the form of software or firmware applications hosted
and/or executed by processors on any of a variety of server computers. In one
embodiment, the Web server device 102 and the gaming property server device
104 may be hosted on the same hardware, although, in other embodiments, the
gaming property server device 104 may be hosted on a server computer that is
kept more secure than the Web server device 102. One example server device
computer that may be used to host either or both of the above server devices is

described in greater detail below with reference to Figure 9.

Description of another Exemplary Gaming Property

Figure 2 shows another gaming property 200 including a Web
server device 202 and a transaction server device 204 communicatively
coupled to each other, as well as to a gaming device 206. The server devices
202, 204 and the gaming device 206 may be configured substantially similarly
to the corresponding server devices and devices described above with
reference to the gaming property 100. In addition, the gaming property 200
may include an additional gaming property server device 208.

As described above, the gaming property server device 208 may
provide access to one or more services associated with the gaming property
200. For example, the gaming property server device 208 may provide access
to: player tracker services, reservations services, sports book services,
secondary gaming services (for providing access to additional games, e.g.,

keno), informational services (for providing concierge-type information
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regarding hotels, dining, flights, etc.), etc. It may be understood that any
networked services provided in the gaming property 200 may be provided by
the gaming property server device 208.

As illustrated, the gaming property server device 208 may be
communicatively coupled to the Web server device 202, the transaction server
device 204 and/or the gaming device 206. Such communications may be
carried out in accordance with a variety of protocols. In one embodiment, the
gaming property server device 208 may be communicatively coupled to the
Web server device 202 and the transaction server device 204 in accordance
with the S28 protocol, and may be communicatively coupled to the gaming
device 206 in accordance with the G2S protocol. In other embodiments, the
gaming property server device 208 may not be communicatively coupled to one
or more of the server devices 202, 204 or gaming device 206.

In one embodiment, the Web server device 202 may take
advantage of the utility provided by the gaming property server device 208 in
order to generate Web content for the gaming device 206. This Web content
may also require transactions facilitated by the transaction server device 204.
Thus, all three of these server devices 202, 204, 208 may orchestrate different
operations and transactions transparently for a player in order to provide
enhanced capabilities at the gaming device 206.

For example, the gaming property server device 208 may
comprise a sports book server device operable to accept wagers on sporting
events. As described above, the Web server device 202 may enable a player
at the gaming device 206 to wager on a sporting event in coordination with this
sports book server device. In one embodiment, if a player makes a wager
request, the Web server device 202 may send a transaction request to the
transaction server device 204 indicating an amount of the requested wager.
The transaction server device 204 may then directly debit a player account at
the gaming property 100 or may request that such funds be subtracted from the
credit meter at the gaming device 206, as described above. When the

transaction has been successfully completed, the Web server device 202 may
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then forward a wager request to the sports book server device in order to
complete the player's wager. In another embodiment, the Web server device
202 may send a wager request to the sports book server device, and the sports
book server device itself may send the transaction request to the transaction
server device 204 before accepting the wager.

A number of similar transactions may be arranged between the
Web server device 202, the transaction server device 204 and another gaming

property server device 208, offering any of a variety of services.

Description of another Exemplary Gaming Property

Figure 3 shows yet another gaming property 300 including a Web
server device 302 and a gaming property server device 304 communicatively
coupled to each other, as well as to a gaming device 306. The server devices
302, 304 and the gaming device 306 may be configured substantially similarly
to the corresponding server devices and devices described above with
reference to the gaming property 100. However, as illustrated, the gaming
device 306 may further comprise a main device 306a and an enhanced
computing device 306b.

In one embodiment, the main device 306a comprises a computer
device offering the primary games of chance and skill that a player may wager
on. In some embodiments, the main device 306a may comprise a legacy
device that is not configured to communicate with server devices via the G2S
protocol. Thus, as illustrated in Figure 3, the main device 306a may be directly
communicatively coupled only to the enhanced computing device 306b, and not
to the Web server device 302 or the gaming property server device 304. Of
course, in other embodiments, the main device 306a may be capable of
communicating with server devices via the G2S or other protocols.

The enhanced computer device 306b may comprise a computer
device (e.g., microprocessor, memories or storage, buses) that is logically
separate from the main device 306a, including a separate processing unit,

memory, bus, etc. The enhanced computer device 306b may have relatively

20



10

15

20

25

30

WO 2009/155047 PCT/US2009/045466

limited computational resources and may run an operating system having a
relatively small footprint, such as Microsoft WINDOWS® CE. The enhanced
computer device 306b may also include other hardware. In one embodiment,
the enhanced computer device 306b may include a secondary graphics display
separate from a main game display of the main device 306a, and this secondary
graphics display may be configured to display Web pages received from the Web
server device 302. In another embodiment, the enhanced computer device 306b
may instead display the Web pages received from the Web server device 302 on
the main game display of the main device 306a. The enhanced computer
device 306b may further include a player club card reader configured to read a
player club card issued by the gaming property 300.

As illustrated, the enhanced computer device 306b may be
communicatively coupled with the Web server device 302, the gaming property
server device 304 and the main device 306a. In one embodiment, the
enhanced computer device 306b may be configured to communicate with the
Web server device 302 via HTTPS and with the gaming property server device
304 via the G2S protocol. The enhanced computer device 306b may be further
configured to communicate with the main device 306a in accordance with a Slot
Accounting System (SAS) protocol. The SAS protocol is an older Gaming |
Standards Association standard serial protocol. In some embodiments, the
main device 306a may comprise a legacy device that is only accessible via the
SAS protocol, and the enhanced computer device 306b may facilitate
communications with the gaming device 306 by acting as an intermediary
between the main device 306a and the server devices 302, 304. Of course, in
other embodiments, other communication protocols may be used.

In one embodiment, the main device 306a and the enhanced
computer device 306b may exchange a variety of information via the SAS
protocol. For example, the main device 306a may send information indicative
of a number of games played, game outcomes, wagers made, monies won/lost,
currency received at the main device 306a, currency dispensed at the main

device 3064, etc. The enhanced computer device 306b may store this
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information locally, or may transmit some or all of this information to one or
more server devices.

The enhanced computer device 306b may be further configured to
conduct financial transactions in coordination with the main device 306a. For
example, the enhanced computer device 306b may receive a transaction
request from a transaction server device. In response, the enhanced computer
device 306b may send a SAS-compliant request to the main device 306a
indicative of a transaction amount to be transferred from a credit meter
associated with the main device 306a to the enhanced computer device 306b.
If this transaction with the main device 306a is successfully completed, the
enhanced computer device 306b may send its own affirmative transaction reply
to the transaction server device.

The main device 306a and the enhanced computer device 306b
may have any of a variety of hardware configurations. One example

configuration is discussed in greater detail with respect to Figures 7 and 8.

Description of another Exemplary Gaming Property

Figure 4 shows another gaming property 400 including a Web
server device 402, a gaming property server device 404 and a gaming device
406 comprising a main device 406a and an enhanced computer device 406b.
The server devices 402, 404 and the gaming device 406 may be configured
substantially similarly to the corresponding server devices and devices
described above with reference to the gaming property 300. However, the main
device 406a may also be directly communicatively coupled with the gaming
property server device 404. In one embodiment, the main device 406a may be
capable of communicating via the G2S protocol with the gaming property server
device 404, although other protocols may be used.

In the illustrated configuration, the enhanced computer device
406b may be configured to display Web pages, and the main device 406a may
be primarily responsible for conducting financial transactions. For example, the

enhanced computer device 406b may maintain communications with the Web
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server device 402, while the main device 406a may orchestrate back end
transactions with the gaming property server device 404.

As illustrated, the enhanced computer device 406b may
communicate with the main device 406a, the Web server device 402 and the
gaming property server device 404. However, in another embodiment, the
enhanced computer device 406b may not be directly communicatively coupled
with the main device 406a. In such an embodiment, the enhanced computer
device 406b may receive Web pages from the Web server device 402, while
the main device 406a carries out corresponding transactions, without the
enhanced computer device 406b and the main device 406a communicating. In
other embodiments, the roies of the enhanced computer device 406b and the
main device 406a may be further divided, such that the enhanced computer
device 406b is not directly communicatively coupled with the gaming property
server device 404. Indeed, in some embodiments, the enhanced computer

device 406b may communicate directly only with the Web server device 402.

Description of an Exemplary Gaming Device

Figure 5 shows a gaming device 500 configured to enable the
display of interactive Web pages. In one embodiment, as described above, the
Web pages may be delivered by one or more Web server devices located
within a gaming property associated with the gaming device 500. However, in
other embodiments, the Web pages may be provided by Web server devices
outside the gaming property.

The gaming device 500 may comprise any of a variety of
electronic devices offering primary games of chance, games of skill, or
combinations thereof that a player may wager on. These primary games may
include mechanical or video slots, video keno, video poker, video blackjack,
Class Il bingo, lottery, craps, a mechanical or video representation of a wheel
game, etc. One example game of chance is BLAZING 7’s, sold by Bally
Technologies, Inc. In one embodiment, the gaming device 500 is a single-

offering gaming device, enabling play of only one primary, locally stored game.
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However, in other embodiments, the gaming device 500 is relatively flexible,
allowing a player to choose from among a number of locally stored games.

As illustrated, the exterior of the gaming device 500 may be
defined by a housing 502. The housing 502 may be a self-standing unit that is
generally rectangular in shape. In other embodiments, the housing may
comprise a slant-top, bar-top, or table-top style cabinet. Of course, housings of
various sizes and shapes may be used in different embodiments of the gaming
device 500.

The gaming device 500 may further include a game display 504,
operable to present the one or more primary games of chance or skill described
above. In one embodiment, the game display 504 includes a CRT or a panel
display, such as, but not limited to, liquid crystal, plasma, electroluminescent,
vacuum fluorescent, field emission, or any other type of panel display. The
game display 504 may also include a touch screen or touch glass system.
Thus, the game display 504 may be configured to display a variety of
information to a player engaging the gaming device 500 and simultaneously act
as a user interface.

The gaming device 500 may further include a variety of other user
interfaces via which a player may interact with the gaming device 500. For
example, a plurality of player-activated buttons 506 may be provided on a shelf
of the housing 502. The gaming device 500 may also include other user
interfaces, such as a player club card reader, a radio frequency identification
(RFID) reader, a fingerprint reader, a retinal scanner, etc.

The gaming device 500 may further include a voucher printer (not
visible) that prints to and then dispenses vouchers via a voucher slot 508. The
voucher printer may comprise any of a variety of printers configured to encode
vouchers. Such vouchers may comprise confirmation receipts for players or
may be redeemable for cash. Of course, in other embodiments, other
mechanisms for paying out players may be provided, including a coin hopper, a

bill dispenser, a device for electronic funds transfer, etc.

24



10

15

20

25

30

WO 2009/155047 PCT/US2009/045466

During operation, a player may purchase credits on the gaming
device 500 in order to play a primary wagering game using any of a variety of
payment options (e.g., bills, coins, credit cards, player accounts at a gaming
property, etc.). Although not illustrated, the gaming device 500 may, for
example, include a bill acceptor, a credit/debit card acceptor, a coin slot, etc. In
another embodiment, the gaming device 500 may enable a player to transfer
money from a player account to the gaming device 500. The gaming device
500 may enable access to the money in the player account based at least in
part on biometric information, a uniqgue number entered by the player,
information read from an RFID transponder, information read from a player club
card, etc.

For each game play (e.g., a virtual spin of a wheel game), the
player may place a wager at the gaming device 500 corresponding to one or
more bets having a certain bet denomination. Upon acceptance of the wager,
the wagered amount may be subtracted from a credit meter of the gaming
device 500. Depending upon the outcome of the game, the player may then
win additional credits or may lose the amount of the wager.

In one embodiment, the game display 504 may be further
configured to display one or more Web pages. As described above, the Web
pages may be provided by one or more Web server devices and may be
formatted for display by a Web browser running on the gaming device 500. In
one embodiment, Web pages may be displayed on the game display 504 in a
portion or window kept separate from a primary wagering game. In another
embodiment, Web pages may be displayed using substantially the entire game
display 504, such that the primary wagering game is no longer visible during
interaction with a Web page.

A player may interact with the Web pages in a variety of ways. In
one embodiment, the game display 504 may comprise a touch screen display,
and the player may interact with the Web page by touching (or using other

movements) to interact with the game display 504. In another embodiment, the

~ player-activated buttons 506 may be used to interact with the Web pages. For
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example, options on a Web page may be substantially aligned with respective
player-activated buttons 506, and the player may make selections by pressing
the appropriate player-activated button 506.

With reference to Figure 6, the internal structure of the gaming
device 500 may be described in greater detail. Although not required, the
embodiments will be described in the general context of computer-executable
instructions, such as program application modules, objects, or macros being
executed by a computer. The embodiments can be practiced in distributed
computing environments where tasks or modules are performed by remote
processing devices, which are linked through a communications network. In a
distributed computing environment, program modules may be located in both
local and remote memory storage devices.

As illustrated in Figure 6, the gaming device 500 may be coupled
by at least one communication channel/logical connection 602 to a network
604. Thus, in one embodiment, the gaming device 500 may be
communicatively coupled with other gaming devices and/or with one or more
server devices (e.g., Web server devices) within a gaming property.

The gaming device 500 may have an internal configuration similar
to that of a conventional PC, which includes a processing unit 606, a system
memory 608 and a system bus 610 that couples various system components
including the system memory 608 to the processing unit 606. The gaming
device 500 will at times be referred to in the singular herein, but this is not
intended to limit the embodiments to a single processor. Non-limiting examples
of commercially available computing systems include, but are not limited to, an
80x86 or Core series microprocessor from Intel Corporation, U.S.A., a
PowerPC microprocessor from IBM, a Sparc microprocessor from Sun
Microsystems, Inc., or a PA-RISC series microprocessor from Hewlett-Packard
Company.

The processing unit 606 may be any logic processing unit, such
as one or more central processing units (CPUs), digital signal processors

(DSPs), application-specific integrated circuits (ASICs), field programmable
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gate arrays (FPGAs), etc. Unless described otherwise, the construction and
operation of the various blocks shown in Figure 6 are of conventional design.
As a result, such blocks need not be described in further detail herein, as they
will be understood by those skilled in the relevant art.

The system bus 610 can employ any known bus structures or
architectures, including a memory bus with memory controlier, a peripheral bus,
and a local bus. The system memory 608 includes read-only memory (“ROM”)
612 and random access memory (“RAM”) 614. A basic input/output system
(“BIOS”) 616, which can form part of the ROM 612, contains basic routines that
help transfer information between elements within the gaming device 500, such
as during start-up.

The gaming device 500 may also include a hard disk drive 618 for
reading from and writing to a hard disk 620. The hard disk drive 618 may
communicate with the processing unit 606 via the system bus 610. The hard
disk drive 618 may also include an interface or controller (not shown) coupled
between it and the system bus 610, as is known by those skilled in the relevant
art. The hard disk drive 618 provides nonvolatile storage for computer-readable
instructions, data structures, program modules and other data for the gaming
device 500. Although the depicted gaming device 500 employs a hard disk 620,
those skilled in the relevant art will appreciate that other types of computer-
readable media that can store data accessible by a computer may be employed,
such as magnetic cassettes, flash memory cards, Bernoulli cartridges, RAMs,
ROMs, smart cards, optical disks, magnetic disks, etc.

Program modules can be stored in the system memory 608, such
as an operating system 630, one or more application programs 632, one or
more primary games of chance 634, and a Web browser 636. The system
memory 608 may also include communications programs permitting the gaming
device 500 to access and exchange data over a network. For example, the
system memory 608 may inciude programs configured to exchange messages
with server devices in a gaming property in accordance with a standardized

gaming protocol, such as the G2S protocol. The Web browser 636, as
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described above, may cause one or more Web pages to be displayed on the
game display 504. In one embodiment, the Web browser 636 may be managed
by one or more gaming property server devices as described in detail in co-
pending U.S. patent application no. 11/938,746, filed on November 12, 2007,
titied “"GAMING BROWSER MANAGER CLIENT SYSTEM AND METHOD,” the
contents of which application are hereby incorporated by reference in their
entirety.

While shown in Figure 6 as being stored in the system memory
608, the operating system 630, application programs 632, games 634 and Web
browser 636 can be stored on the hard disk 620 of the hard disk drive 618.

A player can interact with the gaming device 500 through user
interfaces such as the player-activated buttons 506. Other user interfaces for
receiving user input can include a touch screen display, a touch-sensitive bezel,
joystick, game pad, tablet, biometric scanners, etc. These and other user
interfaces may be connected to the processing unit 606 through an interface 646
such as a universal serial bus (“USB”) interface that couples to the system bus
610, although other interfaces such as a parallel port, a game port or a wireless
interface or a serial port may be used.

The interface 646 may further be coupled to a currency acceptor
648 configured to accept currency from a player. In one embodiment, the
currency acceptor 648 may include one or more coin slots, bill acceptors, etc. In
another embodiment, the gaming device 500 may include a card slot for
receiving a financial card issued by a financial institution (e.g., a credit / debit
card), using which credits may be purchased.

The game display 504 and other display devices may be coupled to
the system bus 610 via a video interface 652, such as a video adapter.

The gaming device 500 may operate in a networked environment
using one or more logical connections 602 to communicate with one or more
server devices and/or other gaming devices through the network 604. These
logical connections may facilitate any known method of permitting computers to

communicate, such as through one or more LANs and/or WANSs, such as the
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Internet. Such networking environments are well known in wired and wireless
enterprise-wide computer networks, intranets, extranets, and the Internet.

In one embodiment, the network interface 654 (communicatively
linked to the system bus 610) may be used for establishing communications
over the logical connection 602. In a networked environment, program
modules, application programs, games, Web browsers, or portions thereof, can
be stored outside of the gaming device 500 (not shown). Those skilled in the
relevant art will recognize that the network connections shown in Figure 6 are
only some examples of ways of establishing communications between

computing devices, and other connections may be used.

Description of another Exemplary Gaming Device

Figure 7 shows another gaming device 700 configured to enable
the display of interactive Web pages. The gaming device 700 may be
configured similarly to the gaming device 500 described above, except with
regards to the addition of an enhanced computing device 710 described in
greater detail below.

As illustrated, the gaming device 700 may include an enhanced
computing device 710 near the top of the housing 702. As described above,
this enhanced computing device 710 may appear integrated with the rest of the
gaming device 700 but may comprise a logically separate computing device. In
one embodiment, the enhanced computing device 710 may be configured to
display one or more Web pages.

In the illustrated embodiment, the enhanced computing device
710 includes a secondary graphics display 712, a touch bezel 714, a keypad
716, a player club card reader 718, and a card reader bezel 720. The graphics
display 712 may display a variety of information, including Web pages. In one
embodiment, the main game display 704 of the gaming device 700 may display
one or more primary games of chance, while the graphics display 712 presents
Web content. Thus, a player at the gaming device 700 may interact with the

Web pages even while a primary game is displayed on the game display 704.
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The touch bezel 714 and the keypad 716 may comprise user
interfaces via which a player may enter information into or otherwise interact
with the gaming device 700, and more specifically with the enhanced computing
device 710. Other user interfaces may, of course, also be provided, as
described above with reference to the gaming device 500.

In one embodiment, the player club card reader 718 may be
configured to read information indicative of a player identity from any of a
variety of player club cards issued by a gaming property associated with the
gaming device 700. The player club card reader 718 may also be configured to
read gaming property employee cards, smart cards, and the like. Thus, the
player club card reader 718 may enable a gaming property to monitor and track
player and employee activity each time a player or employee inserts his or her
card into the player club card reader 718. In one embodiment, the enhanced
computing device 710 may send player identity information read via the player
club card reader 718 to one or more server devices within a gaming property.
This player information may in turn be used to personalize secondary game
offerings, promotional offers, advertisements and other information presented in
the Web pages displayed on the graphics display 712.

The enhanced computing device 710 may further include a
network interface (not shown) via which the enhanced computing device 710
may communicate directly with one or more server devices in a network. For
example, the enhanced computing device 710 may be configured to
communicate with a gaming property server device via the G2S protocol, as
described above.

As shown in Figure 8, the internal structure of the gaming device
700 is very similar to the internal structure of the gaming device 500, except
with regards to the differences hereinafter discussed. In particular, the gaming
device 700 may be seen to comprise two distinct, logical computing devices,
the main device 800 (which is configured similarly to the gaming device 500)

and the enhanced computing device 710 coupled thereto.
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In one embodiment, the enhanced computing device 710 may be
responsible for receiving and displaying Web pages received over the network
804. Thus, the system memory 808 of the main device 800 need not include a
Web browser. Instead, a Web browser (not shown) may be executed by the
enhanced computing device 710 in order to display the Web pages on the
graphics display 712.

As illustrated, the enhanced computing device 710 may be
communicatively coupled with the main device 800 via an interface 840. The
interface 840 may comprise any of a variety of interfaces, and, in one
embodiment, may comprise a serial interface operable to carry communications
sent in accordance with the SAS protocol. In addition, the enhanced computing
device 710 may include a network interface 856 configured to communicate via
one or more logical connections 802 with the network 804. By this network
interface 856, the enhanced computing device 710 may be able to receive Web
pages from a Web server device and communicate via the G2S protocol with
other gaming property server devices. Indeed, in one embodiment, the main
device 800 of the gaming device 700 may lack the network interface 854
illustrated in Figure 8, and only the enhanced computing device 710 may be
communicatively coupled with the network 804.

In another embodiment, the enhanced computing device 710 may
not appear integrated with the main device 800 and may lack an interface 840
directly coupling the enhanced computing device 710 to the main device 800.
For example, a cell phone or another handheld device (e.g. a PDA) of a player
may serve as the enhanced computing device 710 in one embodiment while the
player interacts with the main device 800. In such an embodiment, the
enhanced computing device 710 may be communicatively coupled to a Web
server device via a wireless network interface 854 and may be configured to
receive and display Web pages therefrom. Meanwhile, the main device 800
may facilitate back end transactions with other gaming property server devices
via the network interface 854. In such an embodiment, the enhanced

computing device 710 may still be considered a component of the gaming
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device 700 when operating in this mode, although the enhanced computing
device 710 may also serve other functions (e.g., acting as a conventional cell

phone).

Description of an Exemplary Server Computer

Figure 9 and the following discussion provide a brief, general
description of a suitable server computer 900 for use in a gaming property.
Such a server computer may be used to implement, for example, the Web
server device 102, the gaming property server device 104, the transaction
server device 204 and/or any other server devices described herein. Although
not required, the embodiments will be described in the general context of
computer-executable instructions, such as program application modules,
objects, or macros being executed by a computer. Those skilled in the relevant
art will appreciate that the illustrated embodiments as well as other
embodiments can be practiced with other computer system configurations,
including handheld devices, multiprocessor systems, microprocessor-based or
programmable consumer electronics, personal computers (“PCs”), network
PCs, minicomputers, mainframe computers, and the like. The embodiments
can be practiced in distributed computing environments where tasks or modules
are performed by remote processing devices, which are linked through a
communications network. In a distributed computing environment, program
modules may be located in both local and remote memory storage devices.

Figure 9 shows the server computer 900 coupled by at least one
communication channel/logical connection 902 to a network 904. This logical
connection 902 may serve as any one of the logical connections illustrated in
Figures 1-4 communicatively coupling server applications with gaming devices.

The server computer 900 may take the form of a conventional PC,
which includes a processing unit 906, a system memory 908 and a system bus
910 that couples various system components including the system memory 908
to the processing unit 906. The server computer 900 will at times be referred to

in the singular herein, but this is not intended to limit the embodiments to a
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single computing device, since in certain embodiments, there will be more than
one server computer or other networked computing device involved. Non-
limiting examples of commercially available systems include, but are not limited
to, an 80x86 or Pentium series microprocessor from Intel Corporation, U.S.A., a
PowerPC microprocessor from IBM, a Sparc microprocessor from Sun
Microsystems, Inc., or a PA-RISC series microprocessor from Hewlett-Packard
Company.

The processing unit 906 may be any logic processing unit, such
as one or more central processing units (CPUs), digital signal processors
(DSPs), application-specific integrated circuits (ASICs), field programmable
gate arrays (FPGAs), etc. Unless described otherwise, the construction and
operation of the various blocks shown in Figure 9 are of conventional design.
As a result, such blocks need not be described in further detail herein, as they
will be understood by those skilled in the relevant art.

The system bus 910 can employ any known bus structures or
architectures, including a memory bus with memory controller, a peripheral bus,
and a local bus. The system memory 908 includes read-only memory (“ROM")
912 and random access memory (‘RAM”) 914. A basic input/output system
(“BIOS”") 916, which can form part of the ROM 912, may contain basic routines
that help transfer information between elements within the server computer
900, such as during start-up.

The server computer 900 may also include a hard disk drive 918
for reading from and writing to a hard disk 920, and an optical disk drive 922 and
a magnetic disk drive 924 for reading from and writing to removable optical disks
926 and magnetic disks 928, respectively. The optical disk 926 canbe a CD or a
DVD, while the magnetic disk 928 can be a magnetic floppy disk or diskette. The
hard disk drive 918, optical disk drive 922 and magnetic disk drive 924
communicate with the processing unit 906 via the system bus 910. The hard
disk drive 918, optical disk drive 922 and magnetic disk drive 924 may include
interfaces or controllers (not shown) coupled between such drives and the

system bus 910, as is known by those skilled in the relevant art. The drives 918,
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922,924, and their associated computer-readable media 920, 926, 928, provide
nonvolatile storage of computer-readable instructions, data structures, program
modules and other data for the server computer 900. Although the depicted
server computer 900 employs hard disk 920, optical disk 926 and magnetic disk
928, those skilled in the relevant art will appreciate that other types of computer-
readable media that can store data accessible by a computer may be employed,
such as magnetic cassettes, flash memory cards, Bernoulli cartridges, RAMs,
ROMs, smart cards, etc.

Program modules can be stored in the system memory 908, such
as an operating system 930, one or more application programs 932, and one or
more services/servers 934. The system memory 908 may also include
communications programs for permitting communications over a network. For
example, the system memory 908 may include applications enabling
communications via the G2S and S2S protocols. As described above, a
number of services/servers 934 may be hosted on the server hardware
displayed.

While shown in Figure 9 as being stored in the system memory
908, the operating system 930, application programs 932, and the
services/servers 934 can be stored on the hard disk 920 of the hard disk drive
918, the optical disk 926 of the optical disk drive 922 and/or the magnetic disk
928 of the magnetic disk drive 924.

A user can enter commands and information into the server
computer 900 through input devices such as a touch screen or keyboard 942
and/or a pointing device such as a mouse 944. Other input devices can include
a microphone, joystick, game pad, tablet, scanner, etc. These and other input
devices may be connected to the processing unit 906 through an interface 946
such as a universal serial bus (“‘USB”) interface that couples to the system bus
910, although other interfaces such as a parallel port, a game port or a wireless
interface or a serial port may be used.

A monitor 948 and other display devices may be coupled to the

system bus 910 via a video interface 950, such as a video adapter.
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The server computer 900 operates in a networked environment
using one or more logical connections 902 to communicate with one or more
gaming devices, servers and/or other computing devices through the network
904. These logical connections may facilitate any known method of permitting
computers to communicate, such as through one or more LANs and/or WANS,
such as the Internet. Such networking environments are well known in wired
and wireless enterprise-wide computer networks, intranets, extranets, and the
Internet.

In one embodiment, a network interface 952 (communicatively
linked to the system bus 910), may be used for establishing communications
over the logical connection 902. In a networked environment, program
modules, application programs, or portions thereof, can be stored outside of the
server computer 900 (not shown). Those skilled in the relevant art will
recognize that the network connections shown in Figure 9 are only some
examples of ways of establishing communications between computers, and

other connections may be used.

Description of an Exemplary Method of Enabling Interaction with Web Pages

Figure 10 illustrates a flow diagram for a method 1000 of enabling
interaction with Web pages in a gaming property, according to one
embodiment. This method 1000 will be discussed in the context of the gaming
property 100 of Figure 1. However, it may be understood that the acts
disclosed herein may be executed in a variety of different gaming properties
and may involve different gaming devices and server devices, in accordance
with the described method.

The method begins at 1002, when a Web page is provided from a
Web server device 102 to a gaming device 106. As described above, the Web
page may comprise any document properly formatted for display by a Web
browser on the gaming device 106. For example, the Web page may be
formatted in HTML, XHTML, XML or another format, and the Web page may

further include any of a variety of Web content, including audio, video or Web-
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based applications. The Web page may also present a variety of information.
For example, the Web page may include secondary wagering games of skill or
chance, entertainment games that do not accept wagers, promotional offers,
advertisements, concierge-type services, transaction-related content, and more.

The Web page may be provided to the gaming device 106 in
response to some action taken by a player at the gaming device 106. For
example, in one embodiment, upon inserting a player club card into a player
club card reader of the gaming device 106, the Web server device 102 may
receive a message (either from the gaming device 106 or from a gaming
property server device). In response to this message, the Web server device
102 may prepare and send a Web page to the gaming device 106. In another
embodiment, the player may make a selection linking to the Web page, causing
the gaming device 106 to send a request to the Web server device 102 for the
Web page. In yet another embodiment, the player may insert a credit/debit
card, causing the gaming device 106 to send yet another request to the Web
server device 102 for the Web page. In other embodiments, a Web page may
be provided to the gaming device 106 independently of a player’s actions based
on any of a variety of triggers. For example, certain advertisements may be
provided as Web pages to the gaming device 106 at certain times based on a
schedule agreed upon with the advertisers.

In one embodiment, before providing the Web page to the gaming
device 106, the gaming device 106 may be authenticated. The Web page may
then be provided to the gaming device 106 based at least in part on this
authentication. The authentication may be carried out in a variety of ways well
known to those skilled in the art. In one embodiment, the Web server device
102 may itself authenticate the gaming device 106, for example, by certificate
exchange. As is well known in the art, the gaming device 106 may send a
client electronic certificate to the Web server device 102, which includes a
unique identifier of the gaming device 106 and an associated public key. The
client electronic certificate may then be validated using a certificate from a

trusted third party, such as the gaming property server device 104. In another
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embodiment, the gaming property server device 104 may authenticate the
gaming device 106. In such an embodiment, the Web server device 102 may
determine information indicative of the gaming device 106. This information
may comprise a gaming device identifier accompanying an initial message sent
by the gaming device 106, or another unique identifier, such as an internet
protocol (IP) address of the gaming device 106. The Web server device 102
may then send this information on to the gaming property server device 104
communicatively coupled to the gaming device 106, and this information may
be authenticated at the gaming property server device 104. For example, an IP
address of the gaming device 106 may be determined by the Web server
device 102 and may be authenticated against the known IP address of the
gaming device 106 stored on a transaction server device.

At 1004, the Web page is displayed to a player at the gaming
device 106. As described above, the gaming device 106 may include one or
more Web browsers for enabling the display of the Web page. These Web
browsers may comprise any of a variety of Web browsers, such as Internet
Explorer by Microsoft or Firefox by Mozilla. These Web browsers may cause
the gaming device 106 to display the Web page in a window of a main game
display or in a secondary display.

At 1006, information indicative of a player's interaction with the
Web page is received at the Web server device 102. In one embodiment, the
Web page may include one or more elements with which the player may
interact. Such elements may include selectable buttons, checkboxes, ActiveX
controls, text boxes, interactive elements of a Web-based application, etc. As
described above, the player can interact with the Web page using any of a
variety of user interfaces of the gaming device 106, such as player-activated
buttons, touch screens, etc.

Depending upon the content of the Web page, the player's
interaction with the Web page may be related to any of a number of desired
outcomes. In one embodiment, the player may be requesting that a wager be

placed on a secondary wagering game or sporting event displayed on the Web
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page. In another embodiment, the player may be requesting that a reservation
be made at a hotel or restaurant. In yet another embodiment, the player may
be requesting that money be transferred from a credit/debit card to a credit
meter of the gaming device 106. In still another embodiment, the player may
be entering a search request corresponding to a concierge-type service. In
another embodiment, the player may be accepting a promotionai offer
displayed on the Web page.

The gaming device 106 may then forward information indicative of
the player's interaction with the Web page to the Web server device 102 via
HTTPS. Of course, in other embodiments, other protocols may be used to
communicate with the Web server device 102.

At 1008, a request is sent from the Web server device 102 to a
gaming property server device 104 based at least in part on the interaction. In
one embodiment, the request is sent from the Web server device 102 to the
gaming property server device 104 in accordance with the S2S protocol,
although other protocols may also be used.

In one embodiment, the gaming property server device 104 may
comprise a transaction server device, and the request may comprise a
transaction request. In another embodiment, the gaming property server device
104 may comprise a player tracker server device, and the request may
comprise a request for player information. In yet another embodiment, the
gaming property server device 104 may comprise a reservations server device,
and the request may comprise a reservation request for completing a
reservation. In yet another embodiment, the gaming property server device 104
may comprise a sports book server device, and the request may comprise a
request to place a wager.

At 1010, a reply is sent from the gaming property server device
104 to the Web server device 102. In one embodiment, this reply is sent in
accordance with S2S protocol and may comprise any of a variety of affirmative
or negative replies responsive to the request. In one embodiment, the gaming

property server device 104 may also carry out back end searches or
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transactions and may communicate with one or more additional server devices
or the gaming device 106 in order to generate the reply.

At 1012, the Web server device 102 provides Web content to the
gaming device 106 based at least in part on the reply. As described above, this
Web content may comprise any of a variety of information that is received by
the Web browser at the gaming device 106. For example, in one embodiment,
the Web content may comprise a second Web page configured for display at
the gaming device 106. In another embodiment, the Web content may
comprise information received by a Web-based application.

At 1014, a display of the gaming device 106 is changed based at
least in part on the Web content. For example, if a player attempted to place a
wager on a secondary wagering game comprising a Web-based application,
and the Web server device 102 provided Web content indicative of a successful
wager back to the Web-based application, the secondary wagering game may
then be displayed in a state that enables play. In other embodiments, of
course, a variety of other Web content may change the display of the gaming
device 106.

Turning to more specific examples in greater detail, the Web page
provided by the Web server device 102 may include a secondary wagering
game, and the gaming property server device 104 may comprise a transaction
server device. A player at the gaming device 106 may interact with the Web
page, requesting to place a wager on the secondary wagering game. The Web
server device 102 may then receive the wager request, and may send a
transaction request to the transaction server device (e.g., via the S2S protocol)
indicating an amount of the requested wager. In one embodiment, the
transaction server device may directly debit a player account at the gaming
property 100. Alternatively, the transaction server device may direct its own
credit transaction request to the gaming device 106 (e.g., via the G2S protocol),
requesting that the gaming device 106 subtract the amount of the wager from a
credit meter of the gaming device 106. If the credit meter includes sufficient

credits, the gaming device 106 may then subtract the amount of the wager. In
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the event that the amount of the wager exceeds the credits already purchased,
a corresponding notification may be sent from the gaming device 106 back to
the transaction server device, and, in turn, back to the Web server device 102.
The Web server device 102 may then send Web content to the gaming device
106 indicating that the player must insert more money in order to enable
placement of the wager. The gaming device 106 may eventually send a
transaction reply to the transaction server device indicative of successful
subtraction of the amount of the wager. The transaction server device may
then send an affirmative transaction reply to the Web server device 102. Based
on the affirmative transaction reply, the Web server device 102 may provide
Web content to the gaming device 106 that causes the secondary wagering
game to enter a state that enables game play.

In another example, the Web page provided by the Web server
device 102 may include information indicative of dining choices or of hotel
choices associated with the gaming property 100. The gaming property server
device 104 may comprise a reservations server device configured to accept
reservations relating to these dining or hotel choices. A player viewing these
choices may interact with the Web page, requesting that a particular reservation
be made. The Web server device 102 may receive this reservation request,
and may send its own reservation request to the reservations server device
(e.g., via the S2S protocol). In one embodiment, the reservations server device
may then place the reservation and send an affirmative reservation reply to the
Web server device 102. Based on the affirmative reservation reply, the Web
server device 102 may provide Web content to the gaming device 106,
indicating that the player's desired reservations have been made. In some
embodiments, the player may then be able to print out a reservation
confirmation via a voucher printer associated with the gaming device 106.

In yet another example, the Web page provided by the Web
server device 102 may include information indicative of dining choices or of
hotel choices associated with the gaming property 100. However, the Web

server device 102 may only be coupled to a transaction server device. In such
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an embodiment, the Web server device 102 may send a reservation request to
the transaction server device (e.g., via the S2S protocol), and the transaction
server device may forward its own reservation request on to a reservations
server device. The chain of reservation replies may then come back to the
Web server device 102, and the Web server device 102 may provide Web
content to the gaming device 106, indicating that the player’s desired
reservations have been made. In either embodiment, these back end
transactions may be made substantially transparent to the player.

In still another example, the Web page provided by the Web
server device 102 may include an offer to transfer money from a credit/debit
card of the player to the gaming device 106 (or to a player account at the
gaming property 100), and the gaming property server device 104 may
comprise a transaction server device. A player at the gaming device 106 may
insert a credit/debit card and may interact with the Web page, requesting that a
certain amount of money be transferred from the credit/debit card to the gaming
device 106. In other embodiments, the player may request that money be
transferred from any of a variety of external, third party financial accounts to the
gaming device 106 or to player accounts at the gaming property 100. In one
embodiment, the Web page may also facilitate the use of identification
verification technologies. For example, the Web page may further request that
the player enter a personal identification number (PIN), some biometric
identification (e.g., a retinal scan or fingerprints), or other identifying
information. The Web server device 102 may receive the transfer request from
the gaming device 106 (in addition to the identification verification information)
and may send a corresponding transfer request to the transaction server device
(e.g., via the S2S protocol). The transfer request sent to the transaction server
device may include, inter alia, information indicative of the credit/debit card, a
player identifier, as well as the identification verification information. In one
embodiment, the transaction server device may then communicate (directly or
indirectly) with third party server device(s) in order to initiate the transfer from

the credit/debit card (or other third party financial account). Upon receiving a
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transaction confirmation from the third party server device(s), the transaction
server device may send a credit transaction request to the gaming device 106
(e.g., via the G2S protocol), requesting that the gaming device 106 add the
transfer amount to a credit meter of the gaming device 106. The gaming device
106 may then add the transfer amount to the credit meter and send a
transaction reply to the transaction server device indicative of successful
addition of the transfer amount. The transaction server device may then send
an affirmative transfer reply to the Web server device 102. Based on the
affirmative transfer reply, the Web server device 102 may provide Web content

to the gaming device 106 indicative of the successful transfer.

Description of an Exemplary Method for Enabling Personalization of Web

Pages

Figure 11 illustrates a flow diagram for a method 1100 of enabling
the personalization of Web pages in a gaming property, according to one
embodiment. This method 1100 will be discussed in the context of the gaming
property 100 of Figure 1. However, it may be understood that the acts
disclosed herein may be executed in a variety of different gaming properties
and may involve different gaming devices and server devices, in accordance
with the described method.

The method begins at 1102, when a request for information
associated with a player is sent from a Web server device 102 to a player
tracker server device. In one embodiment, as described above, the player
tracker server device may store a variety of information concerning players at
the gaming property 100. The player information requested by the Web server
device 102 may include: player session information (information indicative of
the wagers that have been placed by a player, the jackpots that have been
won, the amount of time that the player has been playing, etc.), biographical
information (name, birthday, address, phone number, marital status, etc.),
player status information (VIP status at the gaming property 100, frequency of

visits to the gaming property 100, amounts wagered at the gaming property
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100, promotional awards for which the player is eligible, etc.), gaming device
preference information (language preference, sound preference, font
preference, brightness preference, etc.), or other player information.

In one embodiment, the Web server device 102 may first receive
information from the gaming device 106 indicative of the particular gaming
device 106 that has requested a Web page from the Web server device 102.
For example, in one embodiment, in an original Web page request sent by the
gaming device 106, the gaming device 106 may transmit a gaming device
identifier (e.g., a uniqgue numerical identifier defined by the gaming property
100) to the Web server device 102. The Web server device 102 may then send
this gaming device identifier to a gaming property server device 104 (e.g., a
transaction server device), and may receive a response including information
indicative of the gaming device 106 as well as information indicative of the
player currently engaging the gaming device 106. The Web server device 102
may then send a request for player information to the player tracker server
device based on this player identity information.

In another embodiment, the original Web page request sent by
the gaming device 106 may not include a gaming device identifier. Instead, the
Web server device 102 may uniquely identify the gaming device 106 based
upon an IP address associated with the gaming device 106, which may be
determined based upon the original Web page request. The Web server device
102 may then send the IP address to a gaming property server device 104
(e.g., a transaction server device), and may receive a response including
information indicative of the gaming device 106 as well as information indicative
of the player currently engaging the gaming device 106. The Web server
device 102 may then send a request for player information to the player tracker
server device based on this player identity information.

In yet another embodiment, the Web server device 102 may
receive information from the gaming device 106 itself indicative of the player
currently engaging the gaming device 106. For example, when a player inserts

a player club card into a player club card reader, information indicative of the
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player's identity may be read by the gaming device 106, and may be
subsequently forwarded to the Web server device 102. The Web server device
102 may then send the request for player information to the player tracker
server device based on this player identity information.

At act 1104, the player information is received from the player
tracker server device at the Web server device 102, and at act 1106, a Web
page is generated at the Web server device based at least in part on the player
information. In one embodiment, the Web page may include content
corresponding directly to the player information. For example, the personalized
Web page may include a greeting including the player's name, a “Happy
Birthday” message, or a congratulatory message related to a recent jackpot
won by the player. In another embodiment, the Web page generated by the
Web server device may be selected from among available Web pages or Web
content in order to deliver content that is likely to be desirable for the player
based on the player information. For example, if the player is in a certain age
demographic, particular advertisements may be selected for display on the Web
page.

At act 1108, the Web page is provided from the Web server
device 102 to the gaming device 106, and at act 1110, the Web page is
displayed to the player at the gaming device 106. Much of the above
description pertaining to acts 1002 and 1004 may be applied equally to acts
1108 and 1110 as well.

Description of an Exemplary Method for Enabling Interaction with Web Pages

Figure 12 illustrates a flow diagram for a method 1200 of enabling
interaction with Web pages in a gaming property, according to one
embodiment. This method 1200 will be discussed in the context of the gaming
property 100 of Figure 1. However, it may be understood that the acts
disclosed herein may be executed in a variety of different gaming properties
and may involve different gaming devices and server devices, in accordance

with the described method.
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The method begins at 1202, when a Web page is provided from a
Web server device 102 to a gaming device 106. At act 1204, the Web server
device 102 receives information indicative of a player’s interaction with the Web
page. At act 1206, a request is sent from the Web server device to a gaming
property server device 104 based at least in part on the interaction. At act
1208, a reply is received from the other gaming property server device 104 at
the Web server device 102. At act 1210, Web content is provided from the
Web server device 102 to the gaming device 106 based at least in part on the
reply. Much of the above description pertaining to acts 1002, 1006, 1008, 1010
and 1012 may be applied equally to acts 1202, 1204, 1206, 1208 and 1210,
respectively. However, in one embodiment, it may be understood that all of the
acts of the method 1200 may be accomplished by the Web server device 102.

The foregoing detailed description has set forth various
embodiments of the devices and/or processes via the use of block diagrams,
schematics, and examples. Insofar as such block diagrams, schematics, and
examples contain one or more functions and/or operations, it will be understood
by those skilled in the art that each function and/or operation within such block
diagrams, flowcharts, or examples can be implemented, individually and/or
collectively, by a wide range of hardware, software, firmware, or virtually any
combination thereof. In one embodiment, the present subject matter may be
implemented via Application Specific Integrated Circuits (ASICs). However,
those skilled in the art will recognize that the embodiments disclosed herein, in
whole or in part, can be equivalently implemented in standard integrated
circuits, as one or more programs executed by one or more processors, as one
or more programs executed by one or more controllers (e.g., microcontrollers),
as firmware, or as virtually any combination thereof, and that designing the
circuitry and/or writing the code for the software and or firmware would be well
within the skill of one of ordinary skill in the art in light of this disclosure.

When logic is implemented as software and stored in memory,
one skilled in the art will appreciate that logic or information can be stored on

any computer readable medium for use by or in connection with any processor-
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related system or method. In the context of this document, a memory is a
computer-readable medium that is an electronic, magnetic, optical, or other
physical device or means that contains or stores a computer and/or processor
program. Logic and/or the information can be embodied in any computer-
readable medium for use by or in connection with an instruction execution
system, apparatus, or device, such as a computer-based system, processor-
containing system, or other system that can fetch the instructions from the
instruction execution system, apparatus, or device and execute the instructions
associated with logic and/or information.

In the context of this specification, a “computer-readable medium”
can be any means that can store the program associated with logic and/or
information for use by or in connection with the instruction execution system,
apparatus, and/or device. The computer-readable medium can be, for
example, but is not limited to, an electronic, magnetic, optical, electromagnetic,
infrared, or semiconductor system, apparatus or device. More specific
examples (a nonexhaustive list) of the computer readable medium would
include the following: a portable computer diskette (magnetic, compact flash
card, secure digital, or the like), a random access memory (RAM), a read-only
memory (ROM), an erasable programmable read-only memory (EPROM,
EEPROM, or Flash memory), and a portable compact disc read-only memory
(CDROM). Note that the computer-readable medium could even be paper or
another suitable medium upon which the program associated with logic and/or
information is printed or hole punched, as the program can be electronically
captured, via for instance optical scanning of the paper or other medium, then
compiled, interpreted or otherwise processed in a suitable manner if necessary,
and then stored in memory.

The teachings of U.S. Provisional Patent Application Serial No.
61/057,306, filed May 30, 2008 are incorporated by reference herein in its
entirety.

The various embodiments described above can be combined to

provide further embodiments. From the foregoing it will be appreciated that,
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although specific embodiments have been described herein for purposes of
illustration, various modifications may be made without deviating from the spirit
and scope of the teachings. Accordingly, the claims are not limited by the

disclosed embodiments.
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CLAIMS

Wel/l claim:

1. A computer-implemented method of enabling interaction
with Web pages in a gaming property, the method comprising:

authenticating a gaming device via at least one microprocessor;

providing a Web page from a Web server device to the gaming
device based at least in part on authenticating the gaming device for display to
a player at the gaming device;

receiving information indicative of a player's interaction with the
Web page at the Web server device;

sending a first transaction request from the Web server device to
a transaction server device based at least in part on the interaction;

sending a second transaction request from the transaction server
device to the gaming device based at least in part on the first transaction
request;

receiving a second transaction reply from the gaming device at
the transaction server device;

sending a first transaction reply from the transaction server device
to the Web server device; and

providing Web content from the Web server device to the gaming
device based at least in part on the first transaction reply to change a display of

the gaming device based at least in part on the Web content.

2. The method of claim 1 wherein authenticating the gaming
device includes sending an electronic certificate from the gaming device to the
Web server device, and validating the electronic certificate at the Web server

device by the processor.

3. The method of claim 1 wherein authenticating the gaming

device includes:
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determining information indicative of the gaming device at the
Web server device;

sending the information indicative of the gaming device to the
transaction server device; and

verifying the information indicative of the gaming device at the

transaction server device.

4. The method of claim 3 wherein determining the information
indicative of the gaming device comprises determining an IP address of the

gaming device.

5. The method of claim 1 wherein providing the Web page
from the Web server device to the gaming device includes providing a Web

page that includes a game configured to accept a wager.

6. The method of claim 5 wherein receiving the information
indicative of the player’s interaction with the Web page includes receiving a

wager request to make the wager on the game.

7. The method of claim 6 wherein sending the second
transaction request from the transaction server device to the gaming device
includes sending a credit transaction request to subtract an amount of the

wager from a credit meter of the gaming device.

8. The method of claim 7 wherein the second transaction

reply is indicative of successful subtraction of the amount of the wager.
9. The method of claim 6, further comprising:

changing the display of the gaming device based at least in part

on the Web content includes displaying the game in a state that enables play.
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10. The method of claim 1 wherein the Web content comprises

a second Web page.

11.  The method of claim 1 wherein the Web page includes a
Web-based application and the Web content is received by the Web-based

application.

12. The method of claim 1 wherein the Web server device and

the transaction server device are separate hardware devices.

13.  The method of claim 1 wherein communications between
the gaming device and the Web server device conform to HTTPS,
communications between the Web server device and the transaction server
device conform to S28 protocol, and communications between the transaction

server device and the gaming device conform to G2S protocol.

14. The method of claim 1, further comprising:

sending a request for information associated with the player from
the Web server device to a player tracker server device,

receiving the player information from the player tracker server
device at the Web server device;

generating a second Web page at the Web server device based
at least in part on the player information;

providing the second Web page from the Web server device to
the gaming device; and

displaying the second Web page to the player.

15.  The method of claim 1, further comprising:
providing a second Web page from the Web server device to the
gaming device;

displaying the second Web page to the player,
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receiving information indicative of a player's second interaction
with the second Web page at the Web server device;

sending a reservation request from the Web server device to a
reservations server device based at least in part on the second interaction;

sending a reservation reply from the reservations server device to
the Web server device;

providing second Web content from the Web server device to the
gaming device based at least in part on the reservation reply; and

changing the display based at least in part on the second Web

content.

16. The method of claim 15, wherein providing the second
Web page includes providing information indicative of at least one of a number
of dining choices or a number of hotel choices associated with the gaming

property.

17.  The method of claim 16, wherein receiving the information
indicative of the player’s second interaction includes receiving a request to

make a hotel reservation.

18. The method of claim 17, wherein the reservations server

device is configured to accept hotel reservations.

19. A computer-implemented method of enabling interaction
with Web pages in a gaming property, the method comprising:

authenticating a gaming device by a processor;

providing a Web page from a Web server device to the gaming
device based at least in part on authenticating the gaming device,

receiving information indicative of a player’s interaction with the

Web page at the Web server device;
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sending a transaction request from the Web server device to a
transaction server device based at least in part on the interaction;

receiving a transaction reply from the transaction server device at
the Web server device; and

providing Web content from the Web server device to the gaming

device based at least in part on the transaction reply.

20. The method of claim 19 wherein authenticating the gaming
device includes receiving an electronic certificate from the gaming device at the

Web server device, and validating the electronic certificate.

21.  The method of claim 19 wherein authenticating the gaming
device includes:

determining information indicative of the gaming device at the
Web server device;

sending the information indicative of the gaming device from the
Web server device to the transaction server device; and

receiving an authentication indication from the transaction server

device at the Web server device.

22. The method of claim 21, wherein determining the
information indicative of the gaming device comprises determining an IP

address of the gaming device.

23.  The method of claim 19 wherein providing the Web page

includes providing a game configured to accept a wager.
24.  The method of claim 23 wherein receiving the information

indicative of the player’s interaction with the Web page includes receiving a

wager request to make the wager on the game.
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25. The method of claim 19 wherein providing the Web content

comprises providing a second Web page.

26. The method of claim 19 wherein providing the Web page
includes providing a Web-based application, and providing the Web content

includes providing the Web content to the Web-based application.

27. The method of claim 19 wherein communications between
the gaming device and the Web server device conform to HTTPS and
communications between the Web server device and the transaction server

device conform to S2S protocol.

28.  The method of claim 19, further comprising:

sending a request for information associated with the player from
the Web server device to a player tracker server device,

receiving the player information from the player tracker server
device at the Web server device;

generating a second Web page at the Web server device based
at least in part on the player information; and

providing the second Web page from the Web server device to

the gaming device.

29.  The method of claim 19, further comprising:

providing a second Web page from the Web server device to the
gaming device;

receiving information indicative of a player’s second interaction
associated with the second Web page at the Web server device;

sending a reservation request from the Web server device to a
reservations server device based at least in part on the second interaction;

receiving a reservation reply from the reservations server device

at the Web server device; and
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providing second Web content from the Web server device to the

gaming device based at least in part on the reservation reply.

30. The method of claim 29 wherein providing the second Web
page includes providing information indicative of at least one of a number of
dining choices or a number of hotel choices associated with the gaming

property.

31. The method of claim 30 wherein receiving the information
indicative of the player's second interaction includes receiving a request to

make a hotel reservation.

32. A server computer for enabling interaction with Web pages
in a gaming property, comprising:
a processor that executes instructions; and
a computer-readable memory that stores instructions that cause
the processor to enable interaction with Web pages by:
providing a Web page to an authenticated gaming device;
receiving information indicative of a player’s interaction with
the Web page;
sending a transaction request to a transaction server
device based at least in part on the interaction;
receiving a transaction reply from the transaction server
device; and
providing Web content to the gaming device based at least

in part on the transaction reply.
33. The server computer of claim 32 wherein providing a Web

page from to an authenticated gaming device includes providing a Web page

that includes a game configured to accept a wager.
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34. The server computer of claim 32 wherein receiving the
information indicative of the player's interaction with the Web page includes

receiving a wager request to make the wager on the game.

35. A computer-readable medium that stores instructions that
cause a processor to enable interaction with Web pages in a gaming property,
by:

providing a Web page to an authenticated gaming device;

receiving information indicative of a player's interaction with the
Web page;

sending a transaction request to a transaction server device
based at least in part on the interaction;

receiving a transaction reply from the transaction server device;
and

providing Web content to the gaming device based at least in part

on the transaction reply.

36. A computer-implemented method of enabling interaction
with Web pages in a gaming property, the method comprising:

displaying a primary wagering game on a main display of a
gaming device;

providing a Web page from a Web server device to the gaming
device;

displaying the Web page on a secondary display of the gaming
device while the primary wagering game is displayed on the main display;

receiving information indicative of a player's interaction with the
Web page at the Web server device;

sending a request from the Web server device to a gaming
property server device based at least in part on the interaction;

sending a reply from the gaming property server device to the

Web server device;

55



WO 2009/155047 PCT/US2009/045466

providing Web content from the Web server device to the gaming
device based at least in part on the reply; and
changing the secondary display of the gaming device based at

least in part on the Web content.

37. The method of claim 36 wherein the main display
comprises a component of a main device of the gaming device, and the
secondary display comprises a component of a logically separate enhanced

computing device of the gaming device.
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