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(54) Ticketless system and method of managing casino patron money balances

(57) A ticketless system (10) and method of manag-
ing casino patron money balances which eliminates pa-
per media handling and reconciliation. The system (10)
includes a self-service computer (16) for receiving a first
amount of money from a casino patron during a first trans-
action. The self-service computer (16) stores the first
amount and a phone number of a mobile communication
device (18) of the patron in a record (32) associated with

the patron. The record (32) is accessible to a gaming
machine (14) in response to a first message from the
mobile communication device (18) of the patron. The self-
service computer (16) retrieves a second amount of mon-
ey from the record (32) during a second transaction rep-
resenting money transferred from the gaming machine
(14) in response to a second message from the mobile
communication device (18) of the patron, and transfers
the second amount of money to the patron.
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Description

[0001] In casinos, patrons may use cash in the form
of currency or coins to play games. Patrons may also
use paper tickets to carry their money balances from one
game to the next. Patrons obtain tickets from assisted-
service counters or by depositing cash into self-service
computer systems called Ticket-In-Ticket-Out (TITO)
machines. When they are finished, patrons may redeem
their ticket values to obtain cash from TITO machines.
In the end, a large number of tickets are dispensed.
[0002] The drawbacks of using paper tickets are that
patrons may very easily lose them, they can become de-
stroyed or damaged, casinos incur cost from replenishing
tickets, and casinos incur cost for maintaining ticket print-
ers.
[0003] Therefore, it would be desirable to provide a
ticketless system and method of managing casino patron
money balances which minimizes use of paper tickets.
[0004] A ticketless system and method of managing
casino patron money balances is provided.
[0005] According to a first aspect of the invention there
is provided a ticketless system for managing casino pa-
tron money balances comprising: a self-service compu-
ter for receiving a first amount of money from a casino
patron during a first transaction, wherein the self-service
computer is for storing the first amount and a phone
number of a mobile communication device of the patron
in a record associated with the patron, wherein the record
is accessible to a gaming machine in response to a first
message from the mobile communication device of the
patron, for retrieving a second amount of money from the
record during a second transaction, wherein the second
amount of money represents money transferred from the
gaming machine in response to a second message from
the mobile communication device of the patron, and for
transferring the second amount of money to the patron.
[0006] The self-service computer optionally receives
the first amount of money from a patron bank account.
[0007] The self-service computer optionally transfers
the second amount of money to a patron bank account.
[0008] The self-service computer optionally comprises
a money transfer peripheral, which may comprise a cur-
rency acceptor/dispenser, such as a coin acceptor/dis-
penser.
[0009] The money transfer peripheral may comprise a
card reader.
[0010] The self-service computer optionally stores the
record, for example, on a server computer.
[0011] The message optionally comprises a text mes-
sage.
[0012] According to a second aspect of the invention
there is provided a ticketless system for managing casino
patron money balances comprising: a self-service com-
puter for receiving an amount of money from a casino
patron during a transaction; a server computer for storing
a record associated with the patron containing the
amount and a reference phone number of a mobile com-

munication device of the patron; and a gaming machine
for receiving the amount from the record in response to
a text message from the mobile communication device
of the patron and for displaying the amount; wherein the
server computer receives the text message from the mo-
bile communication device, obtains a unique identifier
associated with the gaming machine from the message,
compares the phone number associated with the mes-
sage to the reference phone number in the record, and
transfers the amount to the gaming machine based upon
the identifier and at least a match between the phone
number associated with the text message and the refer-
ence phone number.
[0013] The server computer may store a reference per-
sonal identification number of the patron in the record,
send a server text message to the mobile communication
device of the patron requesting a response text message
containing an entered personal identification number,
and determine that the reference personal identification
number and the entered personal identification number
match before transferring the amount to the gaming ma-
chine.
[0014] According to a third aspect there is provided a
ticketless system for managing casino patron money bal-
ances comprising: a self-service computer for receiving
an amount of money from a casino patron during a trans-
action; a server computer for storing a record associated
with the patron containing the amount and a reference
phone number of a mobile communication device of the
patron, and for sending a message to the mobile com-
munication device containing a barcode representing the
amount of money; and a gaming machine including a
barcode reader for reading the barcode as the barcode
is displayed by the mobile communication device, for
storing the amount, and for displaying the amount.
[0015] The server computer is optionally also for re-
ceiving another message from the mobile communica-
tion device containing an identifier associated with the
gaming machine following play, for determining the
record (that is, ascertaining which record is the correct
record) by comparing a phone number associated with
the other message to the reference phone number, for
obtaining a remaining amount of money from the gaming
machine, and for sending another barcode representing
the remaining amount of money to the mobile communi-
cation device; and wherein the self-service computer fur-
ther includes another barcode reader for reading the oth-
er barcode as the other barcode is displayed by the mo-
bile communication device, and wherein the self-service
computer is also for storing the remaining amount, for
displaying the remaining amount, and for transferring the
remaining amount of money to the patron.
[0016] According to a fourth aspect of the invention
there is provided a ticketless method of managing casino
patron money balances comprising: creating a record as-
sociated with a patron by a self-service computer; receiv-
ing a first amount of money from the patron by the self-
service computer; storing the first amount in the record
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with a reference phone number of a mobile communica-
tion device of the patron by a server computer coupled
to the self-service computer; receiving a message from
the mobile communication device containing a unique
identifier associated with a gaming machine by the server
computer; determining the record by comparing a phone
number associated with the message to the reference
phone number by the server computer; and sending a
second amount to the gaming machine associated with
the unique identifier in the message to facilitate use of
the gaming machine by the patron.
[0017] The first amount optionally equals the second
amount.
[0018] The message optionally contains the second
amount.
[0019] The method may further comprise: sending an-
other message to the mobile communication device re-
questing a personal identification number before per-
forming the step of sending the amount.
[0020] The one and the other messages may comprise
text messages.
[0021] The method may further comprise: sending a
message to the server computer containing an identifier
associated with the gaming machine by the mobile com-
munication device; determining the record by comparing
a phone number associated with the message to the ref-
erence phone number by the server computer; obtaining
a remaining amount of money from the gaming machine
following play by the server computer; and storing the
remaining amount in the record.
[0022] The method may further comprise: transferring
the remaining amount of money to the patron by the self-
service computer.
[0023] According to a fifth aspect of the invention there
is provided a ticketless method of managing casino pa-
tron money balances comprising: creating a record on a
server computer containing a reference phone number
of a mobile communication device of a patron by a self-
service computer; receiving an amount of money from
the patron by the self-service computer; sending a bar-
code representing the amount to the mobile communi-
cation device by the server computer; displaying the bar-
code by the mobile communication device; and scanning
the barcode by a barcode reader of a gaming machine
to begin use of the gaming machine by the patron.
[0024] The method may further comprise: sending a
message to the server computer containing an identifier
associated with the gaming machine by the mobile com-
munication device following play; determining the record
by comparing a phone number associated with the mes-
sage to the reference phone number by the server com-
puter; obtaining a remaining amount of money from the
gaming machine by the server computer; and sending
another barcode representing the remaining amount to
the mobile communication device by the server compu-
ter.
[0025] The method may further comprise: displaying
the other barcode by the mobile communication device;

scanning the other barcode by another barcode reader
of the self-service computer; and transferring the remain-
ing amount to the patron by the self-service computer.
[0026] These and other aspects of the invention will
become apparent from the following specific description,
given by way of example, with reference to the accom-
panying drawings.
[0027] Fig. 1 illustrates a block diagram of an example
casino system.
[0028] Figs. 2A and 2B illustrate an example method
of managing patron money balances.
[0029] Fig. 3 illustrates an example method of opera-
tion of a self-service computer.
[0030] Referring now to Fig. 1, an example casino sys-
tem 10 includes server computer 12, gaming machine
14, and self-service computer 16. Server computer 12,
gaming machine 14, and self-service computer 16 may
be coupled via a network.
[0031] Server computer 12 executes account manage-
ment software 30, which establishes and manages pa-
tron accounts 32. Patron accounts 32 store patron infor-
mation, including patron identification information, patron
login information, patron contact information (e.g., phone
number), and current balance information representing
money value.
[0032] The functions of server computer 12 may be
performed by one or more computers and combinations
of computers. For example, the functions of server com-
puter 12 and self-service computer 16 may be combined
into a single computer.
[0033] An example mobile communication device may
include a cellular telephone, personal digital assistant,
or other portable communication device.
[0034] An example message may include a text mes-
sage sent via standard Short Message Service or Silent
Messaging Service (SMS) techniques and equipment.
An example communication system 20 is a cellular com-
munication network that supports SMS messages be-
tween mobile communication device 18 and server com-
puter 12.
[0035] Server computer 12 is equipped with or inter-
faces to corresponding communication circuitry to enable
server computer 12 to receive messages from mobile
communication device via communication system 20.
[0036] Gaming machine 14 includes processor 40,
which executes gaming software 48. Gaming software
48 controls operation of gaming machine 14, including
managing exchanges of money value between server
computer 12 and gaming machine 14, and between mo-
bile communication device 18 and gaming machine 14.
[0037] Gaming machine 14 additionally includes mem-
ory, program and data storage, a display, and a user
input device. The display and user input device may be
combined as a touch screen 42. An example gaming ma-
chine 14 may include a computerized slot machine.
[0038] Gaming machine 14 additionally includes com-
ponents and peripherals necessary to accomplish its pur-
pose. For example, gaming machine 14 may additionally
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include, but not be limited to, one or more money transfer
peripherals 44. Example money transfer peripherals 44
include a card reader for reading debit and credit cards,
a currency and/or coin accepter, a currency and/or coin
dispenser. The card reader may also function to read
patron loyalty cards.
[0039] In support of one example embodiment, gaming
machine 14 may include a barcode reader 46 for reading
barcodes displayed by mobile communication device 18.
[0040] A patron establishes an account 32 using self-
service computer 16. The patron may alternatively es-
tablish account 32 through an assisted-service location
in the casino or via a casino website. The patron inputs
credit or debit card information or deposits cash in the
form of currency and/or coins to establish an initial bal-
ance in account 32 representing money value. The pa-
tron may use the money value to purchase casino offered
products and services, including gambling services from
gaming machine 14.
[0041] Before leaving the casino, the patron may cash
out at self-service computer 16 or an assisted-service
location. The patron receives cash money in the form or
currency and/or coins. The patron may alternatively
transfer money value to a bank account via electronic
funds transfer.
[0042] Self-service computer 16 includes processor
50, which executes money management software 60.
Money management software 60 performs money trans-
actions on behalf of casino patrons, including cash trans-
fer transactions prior to playing games and cash redemp-
tion transactions when patrons are finished playing
games.
[0043] For example, a casino patron may increase the
money balance of account 32 by depositing tangible cash
money in exchange for an increase in the money balance
or by transferring money value from a bank account of
the casino patron in exchange for the increase in the
money balance. Conversely, the casino patron may de-
crease the money balance from account 32 by withdraw-
ing tangible cash money in exchange for a decrease in
the money balance or by transferring money value to a
bank account of the casino patron in exchange for the
decrease in the money balance.
[0044] Additional services provided by money man-
agement software 30 may include electronic money
transfers to and from patron bank accounts, cash with-
drawal, cash deposit, and other banking transactions.
[0045] Processor 50 may execute additional software
directed to the location and purpose of self-service com-
puter 16. For example, processor 50 may execute soft-
ware for delivering promotions or coupons, for making
purchases of goods and services, for reserving a room,
or for making travel arrangements and printing boarding
passes.
[0046] Processor 50 may execute an operating system
such as a Microsoft (trade mark) operating system, which
can display screen information within one or more win-
dows.

[0047] Self-service computer 16 additionally includes
memory, program and data storage, a display, and a user
input device. The display and user input device may be
combined as a touch screen 52. An example embodiment
of self-service computer 16 may include a kiosk.
[0048] Self-service computer 16 additionally includes
components and peripherals necessary to accomplish
the purpose for the environment in which it is located.
For example, self-service computer 16 may additionally
include, but not be limited to, one or more money transfer
peripherals 54 and a receipt printer 56 and/or other print-
er. Example money transfer peripherals include a card
reader for reading debit and credit cards, a currency
and/or coin accepter, and a currency and/or coin dispens-
er. The card reader may also function to read patron loy-
alty cards.
[0049] Self-service computer 16 may include a bar-
code reader 58 for reading barcodes displayed by mobile
communication device 18.
[0050] Self-service computer 16 may be equipped with
security features to ensure that money balances in patron
accounts 32 are secure. For example, a patron may be
required to pre-register with a personal identification
number (PIN) or biometric signature stored by server
computer 12. Self-service computer 16 compares en-
tered PINs or biometric signatures with stored reference
PINs or biometric signatures.
[0051] In one example embodiment, a patron begins
and ends play at each gaming machine 14 by sending a
message, such as a text message, to server computer
12 from mobile communication device 18 through com-
munication system 20.
[0052] An example message contains an identifier as-
sociated with a gaming machine 14. Account manage-
ment software 30 compares the phone number associ-
ated with the message to patron records 32 to identify
the patron account 32 of the caller using a caller identi-
fication system. Account management software 30 ob-
tains the gaming machine identifier from the message
and uses it to contact the associated gaming machine
14. Account management software 30 adds a patron bal-
ance representing money value to begin play or removes
a patron balance representing money value to end play.
[0053] As an alternative or modification to the embod-
iment, account management software 30 may send a
barcode representing current money value and a read-
able indicator of the money value to mobile communica-
tion device 18 following a deposit of money at self-service
computer 16 or the assisted-service location. The patron
scans the barcode at gaming machine 14 to begin play.
[0054] At the end of play, the patron sends a message
to service computer 12 containing an identifier associat-
ed with gaming machine 14. Account management soft-
ware 30 compares the phone number associated with
the message to identify the patron account 32, and uses
the gaming machine identifier to contact the associated
gaming machine 14 to remove a patron balance repre-
senting money value. Account management software 30

5 6 



EP 2 336 989 A1

5

5

10

15

20

25

30

35

40

45

50

55

then sends a message containing another barcode rep-
resenting the patron balance to mobile communication
device 18.
[0055] To checkout, the patron may scan the barcode
at self-service computer 16. The patron receives cash
money in the form or currency and/or coins.
[0056] Referring now to Figs. 2A and 2B, an example
method of operation of is illustrated beginning with
START 70.
[0057] In step 72, mobile communication device 18 dis-
plays an interface for entering a message. In this exam-
ple, messages are text messages sent and received us-
ing standard SMS techniques and equipped systems and
devices.
[0058] In step 74, mobile communication device 18
records a game identifier associated with a patron’s
choice of gaming machine 14.
[0059] In step 76, mobile communication device 18
sends the message to server computer 12.
[0060] In step 78, account management software 30
receives the message.
[0061] In step 80, account management software 30
identifies the phone number associated with mobile com-
munication device 18.
[0062] In step 82, account management software 30
determines patron account 32 associated with the phone
number.
[0063] In step 84, account management software 30
uses the gaming machine identifier to contact associated
gaming machine 14 and add a patron balance represent-
ing all money value in patron account 32 to the memory
of gaming machine 14.
[0064] In step 86, account management software 30
updates the balance in patron account 32.
[0065] Gaming machine 14 displays the available
money value as feedback to the patron evidencing the
correct exchange of money value from patron account
32 to gaming machine 14. Gaming machine 14 is now
ready for play.
[0066] Following play, a patron may or may not have
a remaining money value in gaming machine 14 at step
88. The patron may send a subsequent text message
requesting that remaining money value be returned to
patron account 32. The patron may also continue playing
by inserting cash money into the gaming machine 14. If
the patron has no money value remaining in gaming ma-
chine 14, the patron may simply leave the casino. Oper-
ation ends at step 106. Assuming that the patron has a
remaining money value in gaming machine 14, operation
continues to step 90.
[0067] In step 90, mobile communication device 18 dis-
plays an interface for entering a message. This interface
may be similar to the interface in step 72.
[0068] In step 92, mobile communication device 18
records a game identifier associated with a patron’s cur-
rent gaming machine 14.
[0069] In step 94, mobile communication device 18
sends the message to server computer 12.

[0070] In step 96, account management software 30
receives the message.
[0071] In step 98, account management software 30
identifies the phone number associated with mobile com-
munication device 18.
[0072] In step 100, account management software 30
determines patron account 32 associated with the phone
number.
[0073] In step 102, account management software 30
uses the gaming machine identifier to contact associated
gaming machine 14 and remove the remaining money
value and transfer it to patron account 32. Gaming ma-
chine 14 displays a zero available money value as feed-
back to the patron evidencing the correct exchange of
money value to patron account 32. The patron may use
self-service computer 16 to access patron account 32 at
any time to verify an existing balance representing money
value.
[0074] At step 104, the patron may wish to leave, or
go to another gaming machine 14 to continue play by
returning to step 72.
[0075] The example method of Fig. 2 may include en-
hancements. For example, the method may include se-
curity features. In response to a message from mobile
communication device 18 requesting that money value
be transferred, account management software 30 may
send a message to the identified phone number request-
ing a PIN or other authorization type. The patron re-
sponds by typing the PIN in the interface displayed by
mobile communication device 18 and sends another
message to server computer 12 containing the PIN. Ac-
count management software 30 receives the message,
obtains the PIN, and compares the received PIN to a
reference PIN in patron account 32 to obtain a match
before authorizing any transfer of money value in step 84.
[0076] Account management software 30 may option-
ally be capable of identifying multiple types of information
in one or more messages, such as an amount of money
value including an amount less than an entire money
value in patron account 32 or gaming machine 14, a PIN
or other authentication information, a source identifier
associated with a source of money value including patron
account 32 or any of gaming machines 14, and a desti-
nation identifier associated with a destination for money
value including patron account 32 or any of gaming ma-
chines 14. With source and destination identifiers, ac-
count management software 30 may send money value
from one gaming machine 14 to another in one step, with-
out have to first transfer money value from a gaming ma-
chine 14 to patron account 32.
[0077] As another enhancement or patron option, ac-
count management software 30 may send a barcode rep-
resenting current money value and a readable indicator
of the money value to mobile communication device 18
following a deposit of money at self-service computer 16
or the assisted-service location. The patron scans the
barcode at gaming machine 14 to begin play.
[0078] At the end of play, the patron sends a message
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to service computer 12 containing an identifier associat-
ed with gaming machine 14. Account management soft-
ware 30 compares the phone number associated with
the message to identify the patron account 32, and uses
the gaming machine identifier to contact the associated
gaming machine 14 to remove a patron balance repre-
senting money value. Account management software 30
then sends a message containing another barcode rep-
resenting the patron balance to mobile communication
device 18.
[0079] Referring now to Fig. 3, an example method of
operation of self-service computer 16 is illustrated begin-
ning with START 110.
[0080] In step 112, money management software 60
waits for a user.
[0081] In step 114, money management software 60
displays a screen containing a number of transaction
choices, including choices directed to depositing tangible
cash money to increase the money value in patron ac-
count 32, and withdrawing tangible cash money to de-
crease the money value in patron account 32. Money
management software 30 may offer additional choices,
including electronic money transfers to and from patron
bank accounts, and other banking transactions.
[0082] In step 116, money management software 30
records user selection of one or more transactions, com-
pletes the transactions, and prints a receipt, if requested
by the user.
[0083] In step 118, money management software 30
records an indication that the user is finished and returns
to step 112 to wait for another user.
[0084] Although particular reference has been made
to certain embodiments, variations and modifications are
also envisioned within the scope of the following claims.

Claims

1. A ticketless system (10) for managing casino patron
money balances comprising:

a self-service computer (16) for receiving a first
amount of money from a casino patron during a
first transaction, wherein the self-service com-
puter (16) is for storing the first amount and a
phone number of a mobile communication de-
vice (18) of the patron in a record (32) associated
with the patron, wherein the record (32) is ac-
cessible to a gaming machine (14) in response
to a first message from the mobile communica-
tion device (18) of the patron, for retrieving a
second amount of money from the record (32)
during a second transaction, wherein the sec-
ond amount of money represents money trans-
ferred from the gaming machine (14) in re-
sponse to a second message from the mobile
communication device (18) of the patron, and
for transferring the second amount of money to

the patron.

2. The system of claim 1, wherein the self-service com-
puter (16) receives the first amount of money from
a patron bank account.

3. The system of claim 1 or 2, wherein the self-service
computer (16) transfers the second amount of mon-
ey to a patron bank account.

4. The system of any preceding claim, wherein the self-
service computer (16) comprises a money transfer
peripheral (54).

5. The system of any preceding claim, wherein the sec-
ond message comprises a text message.

6. The system of claim 5, wherein the self-service com-
puter (16) receives the text message from the mobile
communication device (18), obtains a unique iden-
tifier associated with the gaming machine (14) from
the text message, compares the phone number as-
sociated with the text message to the phone number
in the record (32), and transfers the amount to the
gaming machine (14) based upon the identifier and
at least a match between the phone number asso-
ciated with the text message and the phone number
in the record (32).

7. The system of claim 6, wherein the self-service com-
puter (16) also stores a reference personal identifi-
cation number of the patron in the record (32), sends
a text message to the mobile communication device
(18) of the patron requesting a response text mes-
sage containing an entered personal identification
number, and determines that the reference personal
identification number and the entered personal iden-
tification number match before transferring the
amount to the gaming machine (14).

8. The system of any preceding claim, wherein the self-
service computer (16) further comprises a barcode
reader (58).

9. A ticketless method of managing casino patron mon-
ey balances comprising:

creating a record (32) associated with a patron
by a self-service computer (16);
receiving a first amount of money from the pa-
tron by the self-service computer (16);
storing the first amount in the record (32) with a
reference phone number of a mobile communi-
cation device (18) of the patron by a server com-
puter (12) coupled to the self-service computer
(16);
receiving a message from the mobile communi-
cation device (18) containing a unique identifier
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associated with a gaming machine (14) by the
server computer (12);
determining the record (32) by comparing a
phone number associated with the message to
the reference phone number by the server com-
puter (12); and
sending a second amount to the gaming ma-
chine (14) associated with the unique identifier
in the message to facilitate use of the gaming
machine (14) by the patron.

10. The method of claim 9, wherein the first amount
equals the second amount.

11. The method of claim 9 or 10, further comprising:

sending another message to the mobile com-
munication device requesting a personal identi-
fication number before performing the step of
sending the second amount.

12. The method of claim 11, wherein the messages com-
prise text messages.

13. The method of any of claims 10 to 12, further com-
prising:

sending a message to the server computer (12)
containing an identifier associated with the gam-
ing machine (14) by the mobile communication
device (18);
determining the record by comparing a phone
number associated with the message to the ref-
erence phone number by the server computer
(12);
obtaining a remaining amount of money from
the gaming machine (14) following play by the
server computer (12); and
storing the remaining amount in the record (32).

14. The method of claim 13, further comprising:

transferring the remaining amount of money to
the patron by the self-service computer (16).
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