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(54) Open-loop cashless gaming system and method using smart data mediums

(57) An open-loop cashless gaming system and
method employ a portable smart data medium and a
gaming machine. The smart data medium is inherently
more secure and less susceptible to fraud than other
mediums of exchange. The smart data medium is em-
bedded with a microcontroller having a memory storing
first monetary data. The gaming machine includes a vis-
ual display, a credit meter, and a receptacle for receiving
the smart data medium. To start playing a game of
chance on the visual display, a player inserts the smart
data medium into the receptacle. The first monetary da-
ta is transferred to the gaming machine and, if the mon-
etary data is a currency amount, converted to a first
number of credits that are added to the credit meter.
With credits on the credit meter, the player can place
wagers and play one or more cycles of the game of
chance. Unless the player exhausts all of his or her cred-
its, a second number of credits remain on the credit me-
ter after the game of chance has been played. In re-
sponse to the player activating a "collect" switch on the
gaming machine, the second number of credits are con-
verted to a currency amount (if the monetary data is a
currency amount) and transferred to the memory of the
smart data medium. The cashless gaming system and
method are open-loop in that the credit-in and credit-out
transactions are performed by the gaming machine
without communicating with any remote computer
linked to the machine.
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