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CLAIMS
What is claimed is:
1. A computer-based method of gaming, the method comprising:

receiving, by a transaction facilitator, from a gaming computing systgm affiliated with a

gaming environment, a player identifier, wherein the player identifiey/is associated with a
gaming account having an account balance, and wherein the transactign facilitator comprises a

processor and a memory unit;

based at least partially on the player identifier, identifying, by the transaction facilitator
computing system, a stored value account, wherein the storgd value account is associated with a
stored value payment vehicle issued to the player, and wherein an account balance of the stored

value account is maintained by an issuer processor comiputing system; and

communicating, by the transaction facilitator, with the issuer processor computing system
and the gaming computing system to decregge the account balance of the stored value account

and increase the account balance of the ga

2. The computer-based method g€cording to claim 1, further comprising:

receiving, by the transagtion facilitator, a request from the gaming computing system to

transfer a first amount of funds from the stored value account to the gaming account;

initiating, by the/transaction facilitator a transaction with the issuer processor computing

system to decrease th€ account balance of the stored value account; and
respondifig to the gaming computing system with an approval of the request.

3. The’ computer-based method according to any of the preceding claims, wherein the

gaming/account is a first gaming account, the method further comprising;:

subsequent to increasing the balance of the first gaming account, receiving by the
transaction facilitator, a request from the casino computing system to transfer an amount of funds

from the first gaming account to a second gaming account.
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communicating, by the transaction facilitator, with the issuer processor computing syste
and the gaming computing system to increase the balance of the stored value account/and

decrease the balance of the first gaming account; and

communicating, by the transaction facilitator, with the issuer processor compdting system
and the gaming computing system to decrease the balance of the stored valde account and

increase the balance of the second gaming account.

4, The computer-based method according to any of the precedigg claims, wherein the

gaming account is a first gaming account, the method further comprisjig:

communicating, by the transaction facilitator, with the isgder processor computing system
and the gaming computing system to decrease the balancg’ of the first gaming account and

increase the balance of a second gaming account.

5. The computer-based method according to claivnh 4, the method further comprising:

subsequent to increasing of the balancg of second gaming account, receiving by the
transaction facilitator, a request from the casjio computing system to transfer an amount of funds

from the second gaming account to a third/gaming account;

communicating, by the transg€tion facilitator, with the issuer processor computing system
and the gaming computing systemd to increase a balance of the first gaming account and decrease

the balance of the second gamjng account; and

communicating, by the transaction facilitator, with the issuer processor computing system

and the gaming compufing system to increase a balance of the third gaming account and decrease

the balance of the first gaming account.

6. The cémputer-based method according to any of the preceding claims, wherein the

gaming acgount is any of a wagering account and a casino level player account.

The computer-based method according to any of the preceding claims, wherein
dedreasing the value of the stored value account and increasing the value of the wagering account

occurs in substantially real-time.
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8. The computer-based method according to any of the preceding claims, wherein the play
identifier of a player that is provided to a gaming device is a casino-issued unique identifiertied

to a loyalty program of the gaming environment.

9. The computer-based method according to any of the preceding claims, further

comprising:

subsequent to receiving the player identifier, sending, by the transagtion facilitator to the

casino computing system an indication of the account balance of the storgd value account.
10. A computer-based method of funding an account associated with a player, comprising:

receiving, by a transaction facilitator computing systgtn, a load request from a casino
computing system that is associated with a casino, whereirythe load request comprises a request
to load player funds to a stored value account associatgd with a stored value payment vehicle,

wherein the stored value account has a first available Balance amount;

receiving, by the transaction facilitator computing system, player funds information from
the casino computing system, wherein the funds information comprises at least a total value of

the player funds; and

communicating, by the transg€tion facilitator computing system, with an issuer processor
computing system to increase a palance amount of the stored value account based on the total

value of the player funds, wherein the balance amount is available for access by the stored value

payment vehicle in substanfally real-time.

compriging:

subsequent to receiving the load request from the casino computing system,
communicating, by the transaction facilitator computing system, with the issuer processor

computing system to request the an available balance amount;
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determining, by the transaction facilitator computing system, a maximum load amou

based on the available balance amount and a predetermined maximum available balance; an

when the total value of player funds is greater than the maximum load/amount,
communicating, by the transaction facilitator computing system, with the issyér processor
computing system to increase the balance amount of the stored value accoupt based on the

maximum load amount.

13. The computer-based method according to any of the precedidg claims, wherein the
maximum load amount is the predetermined maximum available balance less the first available

balance amount.

14.  The computer-based method according to any of the preceding claims, wherein the player

funds comprise player-sourced funds tendered to the casing’

15. The computer-based method according to any/of the preceding claims, wherein the player

funds comprise a jackpot payout.

16.  The computer-based method according to claim 15, comprising:

receiving, by the transaction fagilitator computing system, jackpot information, wherein

the jackpot information comprises atAeast the jackpot identifier;

the stdred value account has a first available balance amount is associated with any of a stored

e payment vehicle and a player identifier; and
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communicating, by the casino computing system, with an issuer processor computi
system to increase the first available balance amount of the stored value account to a segond

available balance amount based on a total value of funds to be loaded.

18. A computer-based method according to claim 17, wherein the casino compujing device is

either of an attended computing device and an unattended computing device.

19. The computer-based method according to any of the preceding claips, wherein the fund
source information identifies any of a demand deposit account, a credit account, and a debit

account.

20. A computer-based method according to any of the precgding claims, wherein the casino

computing device is a redemption kiosk, and wherein player-gourced funds are any of cash and a

slot machine ticket.

21.  The computer-based method according t¢” any of the preceding claims, further

comprising:

communicating, by the casino computing system, with the issuer processor computing

system to request the first available balangé amount;

determining, by the casino computing system, a maximum load amount based on the first

available balance amount and a pyédetermined maximum available balance; and

when the total valug/of funds tendered to a casino is greater than the maximum load
amount, communicating, /by the casino computing system, with the issuer processor computing
system to increase first available balance amount of the stored value account to the second

available balance arhount based on the maximum load amount.

mputer-based method according to any of the preceding claims, further

receiving, by the casino computing system, a request from the player to transfer a balance

the stored value account to a gaming account.

23.  The computer-based method according to claim 22, wherein the gaming account is a

wagering account is affiliated with a casino, the method further comprising:
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causing, by the casino computing system, the balance to be transferred from the stor

value account to the wagering account via communications with the issuer processor computing

system.
24. A gaming system for a gaming environment, comprising:

a stored value payment vehicle issued to a player, wherein funds accesgible by the stored
value payment vehicle are maintained by an issuer processor computing system in a stored value

account and accessible through payment networks;
a gaming account maintained by the casino computing syste

a transaction facilitator comprising at least one procedsor and non-transitory computer
readable medium having instructions stored thereon whichAvhen executed by a processor cause

the processor to:

selectively increasing and decreasing balances of the stored value account and the

gaming account.

25.  The gaming system for the gaping environment according to claim 24, further

comprising:

a loyalty account assigned to the player, wherein the loyalty account is maintained by a
customer management system gésociated with the casino computing system, wherein the loyalty
account assigned to the player is associated to the stored value payment vehicle issued to the

player.

26.  The gaming gystem for the gaming environment according to any of the preceding claims,

wherein the gamifig account is any of a casino level player account, brick-and-mortar wagering

account, race-dnd-sports wagering account, and an internet gaming wagering account.

27.  The gaming system for the gaming environment according to any of the preceding claims,

furthef comprising:

a gaming device comprising means for identifying the loyalty account assigned to the

player, wherein the gaming account is associated with the gaming device, and wherein the
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transaction facilitator further comprises instructions which when executed by a processor cau

the processor to:
receive a player identifier of a player that is received at a gaming device;

based at least partially on the player identifier, identify the stored ¥alue payment
vehicle that is linked to the loyalty account.

28. A computer-based method of player tracking, comprising;:

associating, by a computing system and in computer memory,//a stored value account of a

player with a player identifier the player;

receiving, by the computing system, transaction-relgted information associated with the

use of the stored value account; and

providing, by the computing system, to the cg§ino computing system a player intelligence
report, wherein the player intelligence report corhprises the player identifier and a transaction

report based at least partially on the transactioptrelated information.

29. The computer-based method acgording to claim 28, wherein the player identifier is a

gaming loyalty account of the player.

30. The computer-based method according to any of the preceding claims, wherein the
transaction-related informatigr comprises a merchant identifier, a purchase date, and a purchase

amount.

31.  The computer/based method according to any of the preceding claims, wherein the stored

value account is agSociated with a stored value payment vehicle issued to the player.

32.  The gomputer-based method according to any of the preceding claims, further

assigning, by the computing system and based on the transaction-related information, a

lgyalty value to the use of the stored value account; and

providing, by the computing system to the casino computing system, the loyalty value.
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33.  The computer-based method according to claim 32, wherein the loyalty value is a poi

value, and wherein the point value is based on the transaction-related information.

34,  The computer-based method according to claim 33, wherein the point value agdigned to
uses of the stored value account at any of a first plurality of merchants is higher than the point

value assigned to uses of the stored value account at any of a second plurality of rderchant.
35. A computer-based method, comprising:

associating, by a computing system and in computer memory, g/stored value account of a

player with a gaming loyalty account of the player;

receiving, by the computing system, a transaction ingéntive associated with the stored

value account of the player and the gaming loyalty account gt the player; and

when the stored value account is used in the ppocessing of a transaction, determining, by

the computing system, if the transaction incentive igapplicable to the transaction.

36.  The computer-based method according’to claim 35, wherein the transaction inventive is

applicable, causing, by the computing gystem, the transaction to be processed using the

transaction incentive.

37.  The computer-based methdd according to any of the preceding claims, wherein the

transaction incentive is a merchant-specific coupon.

38.  The computer-basgd method according to any of the preceding claims, wherein the

transaction incentive is feceived from a casino computing system.
39.  The compyter-based method according to claim 38, further comprising:

ihg, by the computing system to the casino computing system, the application of the

transactiop’ incentive.
A player tracking system, comprising:

a stored value payment vehicle issued to a player, wherein funds accessible by the stored

value payment vehicle are maintained by an issuer of the stored value payment vehicle in a stored
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value account, wherein the stored value payment account is linked to a loyalty profile of t

player maintained by a computing system;

a transaction facilitator comprising at least one processor and non-transitory £Lomputer
readable medium having instructions stored thereon which when executed by a pro€essor cause

the processor to:

receive transaction information, wherein the transaction ipformation identifies

purchase transactions using the funds that are accessible by the stored valde payment vehicle; and

provide, to the computing system that maintains the/Aoyalty profile of the player,
purchase-related data, wherein the purchase-related data is based on the transaction information

and identifies the loyalty profile linked to the player.

41.  The player tracking system according to claim A0, wherein the transaction information

comprises a merchant identifier, a purchase date, and 4 purchase amount.

42.  The player tracking system according tg’any of the preceding claims, wherein the non-
transitory computer readable medium of the player tracking engine further has instructions stored

thereon which when executed by a procesgor cause the processor to:

receive, from the ¢Omputing system, a transaction incentive, wherein the

transaction incentive is baged on at least one transaction parameter;

subsequent td receiving the transaction information, determine whether the

transaction incentie is applicable based on the transaction information.

43.  The player tpacking system according to claim 42, wherein the transaction incentive is a
coupon.
44,  The splayer tracking system according to any of the preceding claims, wherein the

transactigh incentive is at least one gaming credit that is redeemable at a casino associated with

the cgdino computing system.

A player tracking system, comprising:
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a transaction facilitator comprising at least one processor and non-transitory comput
readable medium having instructions stored thereon which when executed by a processor cduse

the processor to:

receive transaction-related information associated with purchase trarsaction, the
purchase transaction initiated by a stored value payment vehicle issued to a playey, wherein funds
accessible by the stored value payment vehicle are maintained in a stored valyé account, wherein
the stored value payment account is linked to a loyalty profile of the player that is managed by a

casino computing system; and

communicate with the casino computing system tg/ update the loyalty profile of

the player based on the transaction-related information.

46.  The player tracking system according to claim 43/ wherein the non-transitory computer
readable medium of the transaction processing enginé further has instructions stored thereon

which when executed by a processor cause the procgbsor to:

receive an incentive from the casino computing system, wherein the incentive comprises

a transaction parameter;

apply the incentive to the purchdse transaction when the transaction parameter is satisfied.

47.  The player tracking system according to claim 46, wherein the incentive is a coupon.

48.  The player trackihg system according to any of the preceding claims, wherein the

transaction parameter dentifies one or more merchants.
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CLAIMS

What is claimed is:

1. A computer-based method of transferring funds between a stored value account and a

gaming account of gaming, the method comprising:

receiving, by a transaction facilitator, from a gaming computing system affiliated with a

gaming environment, a player identifier, wherein the player identifier is associated with a gaming

account having an account balance, and wherein the transaction facilitator comprises a processor

and a memory unit;

based at least partially on the player identifier, identifying, by the transaction facilitator

computing system, a stored value account, wherein the stored value account is associated with a

stored value payment vehicle issued to the player, and wherein an account balance of the stored

value account is maintained by an issuer processor computing system; and

communicating, by the transaction facilitator, with the issuer processor computing system

and the gaming computing system to decrease the account balance of the stored value account

and increase the account balance of the gaming account.

2. The computer-based method according to claim 1, further comprising:

receiving, by the transaction facilitator, a request from the gaming computing system to

transfer a first amount of funds from the stored value account to the gaming account;

initiating, by the transaction facilitator a transaction with the issuer processor computing

system to decrease the account balance of the stored value account; and

responding to the gaming computing system with an approval of the request.

3. The computer-based method according to any of the preceding claims, wherein the

gaming account is a first gaming account, the method further comprising:
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subsequent to increasing the balance of the first gaming account, receiving by the

transaction facilitator, a request from the casino computing system to transfer an amount of funds

from the first gaming account to a second gaming account.

communicating, by the transaction facilitator, with the issuer processor computing system

and the saming computing system to increase the balance of the stored value account and

decrease the balance of the first gaming account; and

communicating, by the transaction facilitator, with the issuer processor computing system

and the gaming computing system to decrease the balance of the stored value account and

increase the balance of the second gaming account.

4. The computer-based method according to any of the preceding claims, wherein the

gaming account is a first gaming account, the method further comprising:

communicating, by the transaction facilitator, with the issuer processor computing system

and the gaming computing system to decrease the balance of the first gaming account and

increase the balance of a second gaming account.

5. The computer-based method according to claim 4, the method further comprising:

subsequent to increasing of the balance of second gaming account, receiving by the

transaction facilitator, a request from the casino computing system to transfer an amount of funds

from the second gaming account to a third gaming account;

communicating, by the transaction facilitator, with the issuer processor computing system

and the gaming computing system to increase a balance of the first gaming account and decrease

the balance of the second gaming account; and

communicating, by the transaction facilitator, with the issuer processor computing system

and the gaming computing system to increase a balance of the third gaming account and decrease
the balance of the first gaming account.

6. The computer-based method according to any of the preceding claims, wherein the

gaming account is any of a wagering account and a casino level player account.
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7. The computer-based method according to any of the preceding claims, wherein

decreasing the value of the stored value account and increasing the value of the wagering account

occurs in substantially real-time.

8. The computer-based method according to any of the preceding claims, wherein the player

identifier of a player that is provided to a gaming device is a casino-issued unique identifier tied

to a loyalty program of the gaming environment.

9. The computer-based method according to any of the preceding claims, further

comprising:

subsequent to receiving the player identifier, sending, by the transaction facilitator to the

casino computing system an indication of the account balance of the stored value account.

10. A computer-based method of funding an account associated with a player, comprising:

receiving, by a transaction facilitator computing system, a load request from a casino

computing system that is associated with a casino, wherein the load request comprises a request

to load player funds to a stored value account associated with a stored value payment vehicle,

wherein the stored value account has a first available balance amount;

receiving, by the transaction facilitator computing system, player funds information from

the casino computing system, wherein the funds information comprises at least a total value of

the player funds; and

communicating, by the transaction facilitator computing system, with an issuer processor

computing system to increase a balance amount of the stored value account based on the total

value of the player funds, wherein the balance amount is available for access by the stored value

payment vehicle in substantially real-time.

11. The computer-based method according to claim 10, wherein the casino computing system

is associated with any of a casino cage, a casino table game, a gaming device, a kiosk, a casino

pit, a casino sports book, and an online casino.

12. The computer-based method according to any of the preceding claims, further

comprising:
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subsequent to receiving the load request from the casino computing system,

communicating, by the transaction facilitator computing system, with the issuer processor

computing system to request the an available balance amount;

determining, by the transaction facilitator computing system, a maximum load amount

based on the available balance amount and a predetermined maximum available balance; and

when the total value of player funds is greater than the maximum load amount,

communicating, by the transaction facilitator computing system, with the issuer processor

computing system to increase the balance amount of the stored value account based on the

maximum load amount.

13. The computer-based method according to any of the preceding claims, wherein the

maximum load amount is the predetermined maximum available balance less the first available

balance amount.

14. The computer-based method according to any of the preceding claims, wherein the player

funds comprise player-sourced funds tendered to the casino.

15. The computer-based method according to any of the preceding claims, wherein the player

funds comprise a jackpot payout.

16. The computer-based method according to claim 15, comprising:

receiving, by the transaction facilitator computing system, jackpot information, wherein

the jackpot information comprises at least the jackpot identifier;

subsequent to the authentication of the jackpot information, causing, by the transaction

facilitator computing system, an increase of the balance amount of the stored value account based

on the jackpot amount.

17. A computer-based method of funding an account associated with a stored value payment

vehicle, comprising:

receiving, by a casino computing system, a load request initiated by a player, wherein the

load request comprises a request to load player-sourced funds to a stored value account, wherein

the stored value account has a first available balance amount is associated with any of a stored

value payment vehicle and a player identifier; and
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communicating, by the casino computing system, with an issuer processor computing

system to increase the first available balance amount of the stored value account to a second

available balance amount based on a total value of funds to be loaded.

18. A computer-based method according to claim 17, wherein the casino computing system is

either of an attended computing device and an unattended computing device.

19. The computer-based method according to any of the preceding claims, wherein the load

request further comprise fund source information, wherein the fund source information identifies

any of a demand deposit account, a credit account, and a debit account.

20. A computer-based method according to any of the preceding claims, wherein the casino

computing device is a redemption kiosk, and wherein player-sourced funds are any of cash and a

slot machine ticket.

21. The computer-based method according to any of the preceding claims, further

comprising:

communicating, by the casino computing system, with the issuer processor computing

system to request the first available balance amount;

determining, by the casino computing system, a maximum load amount based on the first

available balance amount and a predetermined maximum available balance; and

when the total value of funds tendered to a casino is greater than the maximum load

amount, communicating, by the casino computing system, with the issuer processor computing

system to increase first available balance amount of the stored value account to the second

available balance amount based on the maximum load amount.

22. The computer-based method according to any of the preceding claims, further

comprising:

receiving, by the casino computing system, a request from the player to transfer a balance

from the stored value account to a gaming account.

23. The computer-based method according to claim 22, wherein the gaming account is a

wagering account is affiliated with a casino, the method further comprising:
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causing, by the casino computing system, the balance to be transferred from the stored

value account to the wagering account via communications with the issuer processor computing

system.

24. A gaming system for a gaming environment, comprising:

a stored value payment vehicle issued to a player, wherein funds accessible by the stored

value payment vehicle are maintained by an issuer processor computing system in a stored value

account and accessible through payment networks:

a gaming account maintained by the casino computing system; and

a transaction facilitator comprising at least one processor and non-transitory computer

readable medium having instructions stored thereon which when executed by a processor cause

the processor to:

selectively increasing and decreasing balances of the stored value account and the

gaming account.

25. The gaming system for the gaming environment according to claim 24, further

comprising:

a loyalty account assigned to the player, wherein the loyalty account is maintained by a

customer management system associated with the casino computing system, wherein the loyalty

account assigned to the player is associated to the stored value payment vehicle issued to the

player.

26. The gaming system for the gaming environment according to any of the preceding claims,

wherein the gaming account is any of a casino level player account, brick-and-mortar wagering
account, race-and-sports wagering account, and an internet gaming wagering account.

27. The gaming system for the gaming environment according to any of the preceding claims,

further comprising:

a gaming device comprising means for identifying the loyalty account assigned to the

player, wherein the gaming account is associated with the gaming device, and wherein the

transaction facilitator further comprises instructions which when executed by a processor cause

the processor to:
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receive a player identifier of a player that is received at a gaming device;

based at least partially on the player identifier, identify the stored value payment

vehicle that is linked to the loyalty account.




	Claims
	Claims amended

