GAM NG MACHI NE PLAYER ACCOUNT | DENTI FI CATI ON SYSTEM FI ELD OF THE | NVENTI ON
The present invention relates to a gam ng machi ne player 5 account
identification systemand particularly to a non-contact account
identification system BACKGROUND OF THE | NVENTI ON Gam ng machi nes are
rel atively- inexpensive, conpact in size, operable by players individually

anytine to enjoy a wi dgANIING BIX CHIOEEBLAY ERIA C@OTERA of nuch | abor

or participation of other people, hence are very popul ar nowadays. When

a player wants to play gamsmgq?ﬁ@gmﬂi ?YST | ayer has to perform

first account verification. conventi onal account verification
process i s done i ly. Once accepted, the player can
open the accou E%@@@ﬁgmﬁb Uﬁm’ ng machine. Wile such an

approach can get security desjred,.it consunes a | ot of manpower in
managenent. |In the%HFgQthqmlﬁbmaf? tesol ﬁ/a%@mt“égp‘iné‘f?‘tlﬁﬁ RIS at the
sane tinme, they have to wait for a long tinme in, queue. This would reduce
machi ne uti Bi zg@&acenntdeleatifiestepn wistemand patticatyryote & noaneori®atot |i ke
to ask operation staffs to start the machines each tinme they play, this

al so can | ower adeeiuntrdieintii¢atmonfsystayi.ng on the gani ng machi nes.

BACKGROUND OF THE INVENTION

Gaming machines are relatively inexpensive, compact in

size, operable by players individually anytime to enjoy a wide

10 variety of games without the need of much labor or

participation of other people, hence are very popular
nowadays.

When a player wants to play games on a gaming machine,

the player has to perform first account verification. The

15 conventional account verification process is done by dedicated

people manually. Once accepted, the player can open the

account and play games on the gaming machine. While such

an approach can get security desired, it consumes a lot of

manpower in management. In the event that many players

20 want to play the games at the same time, they have to wait for

a long time in queue. This would reduce machine utilization.

Some players also have privacy concern and do not like to ask

operation staffs to start the machines each time they play, this

also can lower their motivation of playing on the gaming

25 machines.



In short, the registration approach of the conventional gam ng nach
creates a | ot of concerns, such as longer waiting time that could tu
pl ayer's playing desire, player's privacy concern caused by nanual

regi stration and verification of account and result in | ower notivat
pl aying the ganmes. Al this could reduce gam ng machi ne utilization
busi ness revenue. BUMEKG, QheT Hiegli MYENOhOMpprbachkf afethdeconiveatiormallj ect of
the present invention to 10 provide a gam ng nmachi ne player account

identification

accounts by the
for the pl ayer s,

pl ayer account
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el ves to save tinme and manpower, and al so provide p
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non- cont act 2accHtnlcd e?
hereinafter) chip or a bar code unit. The account accessing el enent

accessing ele
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unit. In the event that the RF chip and RF accessing el enent are
enpl oyed, the RRibmapionomtdimisineps ageenwecount data, and the
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SUMMARY OF THE INVENTION

Therefore the primary object of the present invention is to
provide a gaming machine player account identification
system to allow players to register and verify their accounts
by themselves to save time and manpower, and also provide
privacy for the players.

To achieve the foregoing object the gaming machine
player account identification system according to the
invention includes a non-contact account carrier and a gaming
machine. The gaming machine includes a register processing
unit, a display interface and an account accessing element
corresponding to the mnon-contact account carrier. The
non-contact account carrier can be a radio frequency (RF in
short hereinafter) chip or a bar code unit. The account
accessing element is a RF accessing element or image
capturing element and a bar code identification unit.

In the event that the RF chip and RF accessing element are

employed, the RF chip contains a player account data, and the
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RF accessing el enent has an induction zone to receive the RF chip so that
the RF accessing el enent can get the player account data in a non-contact
manner; and through the register processing unit the correctness of the
pl ayer account data can be checked, and the display interface can display
t he player account data. In the event that the bar code unit, inmage

capturing el eneRF ao¢ckddangaddendritehis hincatditiomiZoray to espkdyedhetRE bar
code unit contains an account Quick Response (QR in short 10 hereinafter)

code. The accouHinRCHSt | thel Q{Feﬂcéésﬁﬂgo‘éilé‘ﬂle%tpb@ﬁe?gggiﬂgé’e 1@@6& The

i mge capturing efenment has an image captlring zone to ar code

unit so that t i e i € t : in a
non- cont act . mani Uedaay & TS TEC pfAh AT add AR thefeaighd, |
interpret the account. CQ to get 1he pl [ account data, ;and through
the register prifEEESH l}]rﬂlf%bﬁe“g%fe?éketsﬁegg)fﬁ? Ralﬁgeﬁlaﬁf&u@cg?)&FaHata can
be checked, and the disp]Jay interface can di splay the.player account data.
Thus, the iﬁveﬁ?‘? e&lqeét/sg@‘hleﬁ'ﬁ qeplaye Hl%?%&&@& %2% oitBe rRYYSA and
verification, and greatly reduces the workl oad of operation people. In
addition, the i&ﬁ@ﬂnto@a@erforms regi stration through a non-contact
approach, operation is sinpler and danage is less likely to happen, hence
can meet use requilente evesklthatethé cbabycote plmy,ernma@sThepfuringoi ng,
as well as additional objects, features and advantages of the invention

wi Il be nore reddinontapndrient cbderidehei ficdtioninngt det arhpliogedg thetban,
whi ch proceeds with reference to the enbodi nents and acconpanyi ng draw ngs.

e e Tk S4Bt o st Ry Besmyger (gt gottie
10  hereinafter) code. The account QR code is formed by encoding
a player account data. The image capturing element has an
image capturing zone to receive the bar code unit so that the
image capturing element can get the account QR code in a
non-contact manner. Moreover, the bar code identification unit
15 can interpret the account QR code to get the player account
data, and through the register processing unit the correctness
of the player account data can be checked, and the display
interface can display the player account data.
Thus, the invention allows the players to do account
20 registration and verification, and greatly reduces the workload
of operation people. In addition, the invention performs
registration through a non-contact approach, operation is
simpler and damage is less likely to happen, hence can meet

use requirement of self-service by the players.

25 The foregoing, as well as additional objects, features and



FIG 1 is a schematic view of the systemarchitecture of a first enbodi nent
of the invention. FIG 2 is a schematic view of an induction coil in
the first 10 enbodi nent of the invention. FIG 3 is a process flowhart of
the first enmbodi ment of invention. FIG 4 is a schematic view of the system
architecture of a second enbodi ment of the invention. 15 FIG 5 is a
schematic vi ew sfvantagedhelfdthiafigrneation wikddbet ndeeodaddlyt capheresgcond
enbodi ment of the invention. FIG 6 is a schematic view of a physical card

seco 9, Lo, | ASAESCAA Pyl T i PRI ed b,

process flowchart o 'the secon ment t he 201 nvent1 on.

DESCRI PTI ON OF E J\{lﬁ%} a I : d 2 for
a first emnbodi n%%é;ﬁzﬁe i n\e/e%@fg(?ln. e%%ﬁn?r‘%ﬁﬁ@%@@%@ unt
| dentification The embodiments serve merely for illustrative purpose and are

5 not the limitations of the invention.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a schematic view of the system architecture of a first
embodiment of the invention.
FIG. 2 is a schematic view of an induction coil in the first
10 embodiment of the invention.
FIG. 3 is a process flowchart of the first embodiment of the
invention.
FIG. 4 is a schematic view of the system architecture of a
second embodiment of the invention.
15 FIG. 5 is a schematic view of a handheld information product
according to the second embodiment of the invention.
FIG. 6 is a schematic view of a physical card according to the
second embodiment of the invention.
FIG. 7 is a process flowchart of the second embodiment of the
20 invention.

DETAILED DESCRIPTION OF THE PREFERRED

EMBODIMENTS

Please refer to FIGS. 1 and 2 for a first embodiment of the
invention. The gaming machine player account identification

25 system of the invention comprises a RF chip 10 and a gaming



25 system of the invention conprises a Ri: chip 10 and a gam ng nachine
20. The RE chip 10 can be an induction coil 50 and contains a player
account data. The gam ng nachine 20 includes a regi ster processing unit 21,
a RF accessing elenment 22 and a display interface 23. The RE accessing

el ement 22 has an induction zone 221 to receive the RE chip 10 so that the

RF accessing el@aehin@2(alhgeRE bRip!ldy eanabe amtindateonncaihg- gadt act
manner, and the register processing unit 21 checks the correctness of the

pl ayer account dai@in@nd %szgf spteyuhit @afaac T3 %&ﬁ@hgy%hbﬁi@é aygr

account data. 10 The ganing Trachine 20 can generate a game score, and save
the piayer can 1Ria0F 2 iflsfr ProlGhiRE i PEEOT RFBCESTRIE cfenifite "Gare
15710 a player RclE dipdy NREHAESS TRERE otdsl 3 T8 20e” e
bl ayer account 1k A7 HUHEIRN: FONBaEA JOorSEIVFOHE 3 G PsdD, 80004 backup
copy for verification. The gane score_ in the data storage zone 31 can be
updat ed 20 i nt dhenBFpaegessing edamentadd caangethe playenaeoauntdadadnl i ne to
nmeet use requirenment The RE chip 10 further can save a gane credit which is
pur chased by the moayentant s@wecri rmndetlRE relgipter0provessiget timg 2he
pl ayer accouni data, the RE accessing el enent 22
checks the correctness of the player account data, and the
display interface 23 displays the player account data.
10 The gaming machine 20 can generate a game score, and
save the game score in the RF chip 10 via the RF accessing
element 22 so that the player can take the game sore away
when leaving to accumulate the game score as desired.
In addition, the gaming machine 20 also can be connected
15 to a player data server 30 which has a data storage zone 31 to
save the player account data and gamé score generated by the
gaming machine 20. The player account data saved in the data
storage zone 31 can serve as a backup copy for verification.
The game score in the data storage zone 31 can be updated
20 into the player account data, and directly accumulated online
to meet use requirement.
The RF chip 10 further can save a game credit which is
purchased by the player and saved in the RF chip 10. When

getting the player account data, the RF accessing element 22

25 also gets the game credit so that the player can play games on



25 also gets the gane credit so that the player can play ganmes on the

gam ng nmachine 20. In addition to saving the gane score, the RF chip 10

al so can save the remai nder of the ganme credit to be used next tine.

Pl ease refer to FIG 3 for the process flow of the first enbodinment. It

i ncludes steps S| through 54. First, step SI : place the RE chip 10 in the

i nduction zone thlgoaftifgl mdudtihe G.one addition theaRm@chessame stergnt 22
covers a specific area, and the RE chip 10 nust be noved nmanually to the

| nduct i on_zone GRIREOCHT) qwmsqpeﬁﬁtégg@mgg ThdePF Mecouhic bredat 2

i.e. the RF accessing el'ement 22 rea ayer account data saved in the

RE chip 10. St X e ctness of the account data, which can be
verifying a ch?&?ﬁ&%@d@g’é{;ﬁ%%cki ng the player account data in the data

cond; {1 on. In 15 t TACEVRETERde 3abbunt [endBRi REPSTFor BRc8 oY tiEgw d he
| nepect on Qof reBbOdiaRedt SFEbIERS 4RBS b L PA) e dotints B 16 e
conforned by the player. Please refer to FIGS. 4, 5 and 6 for a second
embodi ment 20 dplackefhienRdheham. 10 in the sndmstimaanet bl gdhenindaetipne
pl ayer account identification system conprises a bar code unit 40 and a
ganm ng machi ne Zthe T2l ben thedRlirdce4bimprelaimentaB? covers a specific
area, and the RF chip 10 must be moved manually to the
induction zone 221 to trigger operation. Step S2: read account
10 data, i.e. the RF accessing element 22 reads the player account
data saved in the RF chip 10. Step S3: check correctness of
the account data, which can be verifying a checking code or
checking the player account data in the data storage zone 31
via the player data server 30 linked in an online condition. In
15 the event that account checking error occurs, it could be
reading error, then repeat step S2 to read the account data
anew; if inspection correct, proceed step S4, and display the
account data to be conformed by the player.
Please refer to FIGS. 4, 5 and 6 for a second embodiment
20 of the invention. In this embodiment the gaming machine
player account identification system comprises a bar code unit
40 and a gaming machine 20. The bar code unit 40 contains an
account QR code formed by encoding a player account data.

The bar code unit 40 can be digital data and carried in a

25 handheld information product 60, such as a handset (as shown



account QR code forned by encoding a player account data. The bar code unit
40 can be digital data and carried in a handheld i nformation product 60,
such as a handset (as shown in the drawi ngs), PD.A tablet conputer or the
like, or printed onto a physical card 70. The gam ng machi ne 20

i ncludes a register processing unit 21, an inmage capturing el enent 23, a

bar code 5 ideng fﬂé’@rh%n%@?} PEA aRgb Rt & SRpaitet B ShiefikeZdr %‘{:ﬁltbanage

capturing elenment 24 has a mage capturing zone 241 to receive the bar

code unit 40 SOOITIWB ﬂﬂ}ﬁsii:gfaggrcf uring elenent 24 can get the QR code in
e ba

a non-contact manner. rcode’identification unit 25 can interpret the
sccount R 10 code o, 40 Be BT SBE RIS e e thESE, s
he. gari ng. mhcria 29! caRlgenBeet e ERaRSE clement 25, 4 bar Code
5 identification unit 25 and a display interface 23. The image
capturing element 24 has an image capturing zone 241 to
receive the bar code unit 40 so that the image capturing
element 24 can get the QR code in a non-contact manner. The
bar code identification unit 25 can interpret the account QR
10 code to get the player account data, and check the correctness
of the player account data through the register processing unit
21, and display the player account data on the display
interface 23.
In addition, the gaming machine 20 can generate a game
15 score, and produce a score QR code through a bar code
encoder 26. The score QR code can be carried by the player
for accumulation as desired. Moreover, the game machine 20
also can be connected to a player data server 30 which has a
data storage zone 31 to save the player account data and game
20 score generated by the gaming machine 20. Hence a backup
copy can be saved for verification against the player account
data and accumulation of the game score online.
Please refer to FIG. 7 for the process flow of the second

embodiment. It includes steps P1 through P4. First, step P1:

25 place the bar code unit 40 in the image capturing zone 241 to



15 score, and produce a score (R code through a bar code encoder 26. The
score QR code can be carried by the player for accumul ati on as desired.
Mor eover, the ganme machi ne 20 al so can be connected to a player data server
30 which has a data storage zone 31 to save the player account data and
gane 20 score generated by the gam ng, machi ne 20. Hence a backup copy can

be saved for veflidhcahé Qﬁlaag?baic%?)ftuﬁh% Blawieht r euntapsiaira €l areowmg! ation

of the game score online. ease refer to FIG 7 for the process flow

of e second quRodbRNr i HpSideleans 805 SFLp Wy o, oL Kepuitiep PI

pl ace the bar cdde unit 4 he 1 nmage captur o allowthe

i mage capturin enmgnt t Q. captuyre ft. Q t bar, code
un © a0 st ep PR EHRR of b hatiogedt inlib 3ot e B fbn @it ag L o
restore the player agcou data. .St P3: check th rrectnes f the
account data, §¥ FC t%gﬁ%é Gaesk yﬁf‘i’g GHECEHESR ;93 gﬁﬁe?%?“@ﬁe&%%g t he
pl ayer account data in the data_storage zone 31 via the player, data server

30 1inked i @ anwbith rear digii¥erafyingn theecheelaing wadeaceb e &Haeithg error
occurs, it could be reading error, then repeat step Pl anew by placing the
bar code unit 4flayertdeeolmti datgeir dhe ddtagstosage 2zpmne 3l viedheplayerr ect |
proceed step P4, and display the account data to be conforned by the

pl ayer. As dataoserdvesi D0, linloed iinvemtordimaldond tipinayler sh¢ @vimtatdrgunt
regi stration and verification by thensel ves, hence can 15 greatly reduce

the workl oad ofaquaimt théckeePkerorrbdcatsoitcesult deecdadihgyefrot, phemacy. |t
enpl oys registration in a non-contact fashion, operation I's sinpler and

?ggﬁigreein;n't ess Oﬂeia&%'tysttei:} ParpgRw WHpla8hgasl BhAYIEe weitf 46emyitne
10 image capturing zone 241; if checking correct, proceed step
P4, and display the account data to be conformed by the
player.
As a conclusion, the invention allows players to do
account registration and verification by themselves, hence can
15 greatly reduce the workload of operation people, and also can
protect player’s privacy. It employs registration in a
non-contact fashion, operation is simpler and damage is less
likely to happen, thus can meet players’ self-service

requirement.

20



What is Clainmed is: 1. A gam ng nmachi ne player account identifica on
system conprising: a radio frequency chip including a player account data;
5 and a gam ng machine including a register processing unit, a radio
frequency accessing elenment and a display interface; the radi o frequency
accessing elenent including an induction zone to receive the radio
frequency chi p ghdtRtCldithd@fy:0 10 frequency accessing el enment is allowed
to get the player account data in a non-contact fashion, the register

[ it ' h ' t th
i Splay | ot orf ako i phoge A RIEr DAY BechlfcHipRInGa s afed, 1

machi ne pl ayer account. identification systemof claim1l, wherein the gam ng
machi ne gener at%gngr]gséﬂg'score which is saved in the radio frequency chip

via the radio frequency. agcessing elenent. . _The gam ng machi ne pl ayer
account identificafi @&&%gfeélﬁ%cg}tlcé}% NCLEREi § P eﬁaﬁ‘FﬁSu%cﬁ?&e i's
connected to a 20 player data server which includes a data storage zone to
save the pl éyeral’sd:count data and a gane score generated by the gaming

machi ne.
a gaming machine including a register processing unit, a

radio frequency accessing element and a display interface; the
radio frequency accessing element including an induction
zone to receive the radio frequency chip so that the radio
10 frequency accessing element is allowed to get the player
account data in a non-contact fashion, the register processing
unit checking the correctness of the player account data, the
display interface displaying the player account data.
2. The gaming machine player account identification system
15 of claim 1, wherein the gaming machine generates a game
score which is saved in the radio frequency chip via the radio
frequency accessing element.
3. The gaming machine player account identification system
of claim 1, wherein the gaming machine is connected to a
20 player data server which includes a data storage zone to save
the player account data and a game score generated by the
gaming machine.
4. The gaming machine player account identification system
of claim 1, wherein the radio frequency chip stores a game

25 credit, the radio frequency accessing element fetching the



4. The gai ning machi ne pl ayer account identification systemof claim]1,
wherein the radio frequency chip stores a gam 25 credit, the radio
frequency accessing elenent fetching the ganme credit while getting the
pl ayer account data. 5. The gam ng machi ne player account identification
system of claim4, wherein the gam ng nmachi ne generates a ganme score, the

radi o frequencygmge&%id@gV@{i@g%thiﬁ%vﬂﬁw%Edg@mtﬁ{@@éﬁa.and a remai nder of
cy chip.

the gane credit”in the radio freque 6. The gam ng nmachi ne pl ayer
account identif4cafi o St [ R j r k'feﬂﬁy chip
is an inducti on5 'cgﬁe. %Ia%(l%)g?EQAQ%%frinieﬁg%n%%%;g{r(}gbglpgy@réﬁggg%ﬁp h| ggn I'Tication
system conprisifg; . a bar caode, unit i.ncl udi ng. an count code forned
by encoding a p?g&i?lrﬁcéouw e&%‘tnaihgngammga%%?r}?‘rp% réeg‘rﬁrﬁgeﬁ %Igtfdpﬁg a
regi ster processin ugit, n 'ﬁmage capturi ngnel nment, a bhar code
i denti fication SHATE; tARI418| SEARFNLH ICSSENS (HEMGRIGRA LA (1P B BFenent
i ncluding an i mage capturing zone to receive the bar code unit so that the
i mage capt udi ngetediit ardapl gRerinslegetoft Hheagasnat copdidoda ithea nagiocont act
fashion, the bar code identification unit 20 interpreting the account R
code to get thefrptjagacyadupunt data, the register processing unit checking
the correctness of the player account data, the display interface
di splaying the ¢! @y gaetioiphimgdelime playér atouganidentifichtioa pyetean
account identification system25 of claim7, wherein the bar code unit is
digital data casf icgsirhNl, wherein the radio frequency chip is an induction
coil.
10 7. A gaming machine player account identification system,
comprising;:
a bar code unit including an account QR code formed by
encoding a player account data; and
a gaming machine including a register processing unit, an
15 image capturing element, a bar code identification unit, and a
‘display interface; the image capturing element including an
image capturing zone to receive the bar code unit so that the
image capturing unit is allowed to get the account QR code in
a non-contact fashion, the bar code identification unit
20 interpreting the account QR code to get the player account
data, the register processing unit checking the correctness of
the player account data, the display interface displaying the
player account data.

8. The gaming machine player account identification system

25 of claim 7, wherein the bar code unit is digital data carried in

10



a handhel d i nformation product. 9. The gai ni ng machi ne pl ayer account
identification systemof claim7, wherein the bar code unit is printed on a
physi cal card. 10. The gam ng nmachi ne player account identification sys of
claim7, wherein the gam ng machi ne generates a gane score and a score QR
code, wherein the score QR code is generated through an encodi ng process of

a bar code encoéjﬁhndh%\%\?l inferiAaflotdpfdlétne pl ayer account identification

system 10 of claim?7 erein the gamng machine is connected to a pl ayer
ot server MSTINICLANER AU 1800 SEREE RRIFIAELRLA Sy saiio
of claim 7, wherein the bar code unit is printed on a physical
card.
5 10. The gaming machine player account identification system
of claim 7, wherein the gaming machine generates a game
score and a score QR code, wherein the score QR code is
generated through an encoding process of a bar code encoder.
11. The gaming machine player account identification system
10 of claim 7, wherein the gaming machine is connected to a
player data server which includes a data storage zone to save

the player account data and a game score generated by the

gaming machine.
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