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1. 

KOSKFOR GAMING 

BACKGROUND 

This application relates to network-type amusement 
devices including means for processing electronic data (e.g., 
including computer/video game, etc.) 

SUMMARY 

In general, in a first aspect, the invention features a kiosk 
for gaming by patrons. The kiosk has a housing designed hold 
a processor, identification Scanner, and biological sensor, and 
to permit installation at a site for interaction with human 
patrons. The identification scanner mounted in the kiosk 
housing is designed to accept an identification document and 
to scan identification information from the identification 
document into digital form for transmission over a network. A 
biological sensor mounted in the kioskhousing is oriented to 
obtain biological data describing a human patron at the kiosk 
into digital form for transmission over a communication net 
work. An input-output device(s) mounted in the kiosk hous 
ing is designed to accept registration/login information and 
gaming commands from a human patron and to present infor 
mation to the human patron for interactive gaming. One or 
more microprocessors mounted in the kioskhousing are pro 
grammed to: present instructions to the human patron through 
the input-output device(s), including an instruction to the 
patron to insert an identification document into the identifi 
cation scanner, obtain a digital form of the patron's identifi 
cation from the identification scanner, obtain biological data 
describing a biological feature of the patron from the biologi 
cal sensor; verify the identity of the patron and acceptability 
of the patron for gaming based at least in part on the digital 
form of the patron's identification and the biological data; and 
on Verification, to offer gaming activities to the Verified 
patron. 

In general, in a second aspect, the invention features a kiosk 
for gaming by patrons. A kiosk housing holds a processor, 
input/output devices, currency acceptor and dispenser, to pro 
tect them against intrusion, and to permit installation at a site 
for interaction with human patrons. Input-output device(s) 
accept registration/login information and gaming commands 
from a human patron and to present information to the human 
patron for interactive gaming. A currency acceptor and dis 
penser mounted in the kiosk housing accepts currency and 
dispense currency for gaming. One or more microprocessors 
are programmed to: present instructions to the human patron 
through the input-output device(s), including an instruction to 
the patron to register and Verify the patron’s identity; accept 
currency at the currency acceptor for deposit into a wagering 
account held in an off-site computer; on Verification and 
acceptance of currency, offer gaming activities to the Verified 
patron out of the wagering account; and pay out gaming 
winnings from the wagering account at the currency dis 
penser. 

Embodiments of the invention may include one or more of 
the following features. The biological sensor may be a camera 
and the biological data may be a digital image of a face of the 
patron captured by the camera. The biological sensor may be 
a signature pad and the biological data may be a digital 
representation of the patron's signature. The patron identity 
may be verified based at least in part on face recognition and 
comparison of the digital image against a reference photo 
graph. The identity of the patron may be verified based at least 
in part on a verification received from an off-site verification 
office in response to the digital image of the patron’s face and 
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2 
at least part of the digital identification data. The identity of 
the patron may be verified based at least in part on transmit 
ting the biological data to an off-site verification office. The 
identity of the patron may be verified based at least in part on 
processing by a microprocessor in the kiosk. The identity of 
the patron may be verified based at least in part on analysis of 
the biological data against a reference in a microprocessor 
mounted in the kiosk. The identification scanner may be 
designed to accept and scan a government-issued drivers 
license or identification card. The identity of the patron may 
be verified based at least in part on information regarding a 
financial account of the patron. 
The above advantages and features are of representative 

embodiments only, and are presented only to assist in under 
standing the invention. It should be understood that they are 
not to be considered limitations on the invention as defined by 
the claims. Additional features and advantages of embodi 
ments of the invention will become apparent in the following 
description, from the drawings, and from the claims. 

DESCRIPTION OF THE DRAWINGS 

FIG. 1 is a perspective drawing of a gaming kiosk. 
FIGS. 2-6 are screen shots. 

DESCRIPTION 

I. Structure 
Referring to FIG.1, kiosk 100 for gaming applications may 

have components that permit verification and registration of a 
patron, adding money into an electronic wallet, paying out 
winnings, and entering commands to play various games. 
Kiosk 100 may have one or more microprocessors 110, ID 
card acceptor 302, keypad 310, one or more display screens 
312, one or more cameras 410, one or more network connec 
tors 420, credit/ATM card acceptor 522, currency and/or coin 
validator/acceptor 520, currency and/or coin dispenser 702, 
printer 712, and nonvolatile storage. 

Kiosk 100 may have one or more connectors 420 to various 
networks. For security reasons, in most cases these connec 
tors 420 should have static IP addresses. In some cases kiosk 
100 may have dual connectors 420, one connector 420 to the 
public internet, and a second connector 420 to a financial 
transaction network, such as the ATM network, the FIX, 
FAST, or SWIFT networks, etc. 

Kiosk 100 may have multiple microprocessors 110. For 
example, one microprocessor may perform all management 
and interconnection of the various devices, while games and 
other user-level software may execute on a second processor. 
This provides some isolation against intrusion. 

Screen 312 may be a touch-sensitive display. 
Kiosk 100 may have additional input/output devices for 

gaming, such as joysticks, touchpads, trackballs, pushbut 
tons, a slot machine arm, loudspeakers, etc. 

Currency acceptors/dispensers/cassettes 520, 702 suitable 
for use are available from Fujitsu. 

Kiosk 100 may have an uninterruptible power supply. 
A light atop kiosk 100 may be used to illuminate the patron 

for photography, and/or may alert staff when there is a large 
payout at kiosk 100. 
II. Patron Verification, Registration, and Login 

Referring to FIG. 2, kiosk 100 may invite patrons to play by 
displaying a screen that asks patrons to insert a casino patron 
card, a driver's license, or other government issued ID into ID 
acceptor 302. 

Referring to FIG. 3, when the patron inserts an ID into ID 
acceptor 302, microprocessor may instructID acceptor 302 to 
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scan the ID card, and populate a registration information 
template 304 for display to the patron on screen 312. The 
patron may fill in whatever fields are not ascertainable from 
the ID card that was inserted, using keypad 310 or softkeys 
displayed on screen 312. 5 

Referring to FIG.4, kiosk 100 may then display an invita 
tion to the patron to stand in front of camera 410 so that a 
photograph of the patron’s actual face can be captured by 
camera 410. Kiosk 100 may display the current picture from 
camera 410 and ask the patron to pose, and give a countdown 10 
until the picture will be taken. Once the picture is taken by 
camera 410, the image may be stored in digital form. 

In some cases, kiosk 100 may request a credit card at 
credit/ATM card acceptor 522 to gather additional informa 
tion for verification. Credit card acceptor 522 may be pro- 15 
grammed to gathera digital image of a signature from the card 
to use in Verification. 

In some cases, kiosk 100 may request entry of a bank 
transfer number and account number, a wagering account 
number, or a Paypal account number and password, to gather 20 
verification information. 

In some cases, kiosk 100 may have a signature pad to 
gather a signature from the patron. In some cases, kiosk 100 
may have a thumb scan or device to gather fingerprint data 
from the patron. In some cases, kiosk 100 may have an iris 25 
scan sensor to gather an iris Scan from the patron. 

In some cases, the gaming system may send an email to an 
email address 330 or an SMS text to a phone number desig 
nated by the patron to obtain further verification. 

Kiosk 100 may ascertain a tax status for the patron—the 30 
patron's tax domicile, whether the patron has existing tax 
withholding paperwork registered with an entity that operates 
the gaming activities at kiosk 100, etc. Kiosk 100 may gather 
any information remaining needed to generate any W2G, 
1099, 1042-S, or similar tax reporting to the federal govern- 35 
ment, state government, or other tax jurisdiction. 

After all patron identification/verification information is 
received, kiosk 100 may verify the identity of the patron, and 
his/her Suitability/acceptability for gaming activity. 

In Some cases, Verification may involve a remote computer 40 
and/or remote human. Patron ID information, digital image 
from camera 410, a digital image of the signature, and/or 
other verification information may be forwarded over one of 
network links 420 to a supervisory office. Verification may be 
performed by computer. In other cases, a human at the Super- 45 
visory office may review the information, photographs, and/ 
or signature. The human at the Supervisory office may com 
pare the live photograph from camera 410 against the photo 
scanned from the ID card photographs to verify the patron's 
identity. The human may verify that the patron is eligible for 50 
use of the gaming system, and that the patron has a valid 
account on the gaming System. 

In some cases, kiosk 100 may use verification software 
hosted on local microprocessor 110 to analyze and verify 
identity and suitability of the patron. For example, facial 55 
recognition software, signature verification Software, and/or 
other identity verification techniques may be used. 

Referring to FIG. 5, once verification is complete and 
approved, the Supervisory office may either send a message to 
kiosk 100 for display to the patron, or may send an email to 60 
the patron’s email address, explaining either that the patron is 
verified, or that verification has failed, as the case may be. 
Once the patron is verified, the patron may establish a 

patron wagering account. Kiosk 100 may request any addi 
tional information not already received that is necessary to 65 
establish the account. In addition, this may be a convenient 
time to gather any information required for tax withholding 

4 
and reporting. The patron may fund the wagering account by 
inserting cash, check, a credit or ATM card, or a casino slot 
machine value ticket into appropriate acceptor devices of 
kiosk 100. For example, an “add deposit” button on the 
kiosks home page may lead to a series of screens where kiosk 
100 asks the patron how much money is to be deposited, and 
in what form, and then leads the patron to insert cash into bill 
acceptor 520, or a credit card or ATM card into credit card 
acceptor 522, or the like, to fund the patron's wagering 
acCOunt. 

Referring to FIG. 6, when the patron returns in the future, 
the patron may be able to use a shorter-form sign-in, by 
entering an account number and PIN, or a card and a PIN, or 
the like. This login may fail if the account is expired or locked 
out, if the PIN is incorrectly entered, if the backing bank 
account cannot be accessed, if the patron Verification from 
FIG. 5 is not yet complete or was refused, if the patron’s email 
address or telephone number cannot be verified, etc. 
III. Gaming Play 
The patron may then use screen 312 and keypad 310 to play 

various games offered on kiosk 100. The games may be 
hosted on microprocessor 110 on kiosk 100, or kiosk 100 may 
operate as a terminal/browser client for games hosted on a 
remote server. Gaming tasks may be divided among various 
computers in various ways, for example, betting lines may 
come from one remote computer, the betting book may be 
handled on another, and kiosk 100 may manage other parts of 
the gaming activity. 
As play progresses, the patron may request transfers of 

funds to or from an account maintained by the gaming estab 
lishment for gaming at kiosk 100 and the patron's bank, 
credit, or other accounts. 

Kiosk 100 may collect data at each taxable event (for 
example, a win of a bet, especially a win that takes the play 
er's winnings for a day above a threshold for W2G, 1099, or 
1042-S reporting). If tax withholding information was not 
gathered during the verification/registration phase, kiosk 100 
may ask the patron for that information at any time that the 
patron becomes Subject to withholding or reporting require 
mentS. 

At the end of play, the patron may request that that any 
portion of the balance remaining in the patrons wagering 
account be paid out to him or her. Payout may be paid through 
currency/coin dispenser 702, or may be refunded to one of the 
patron's bank accounts or credit card accounts. The request 
for payout may be offered from the kiosks home page, and 
kiosk 100 may then lead the patron through a series of screens 
that ask the patron what portion of the current balance of the 
wagering account is to be paid out, and in what form. Kiosk 
100 may send a receipt or report to the patrons email address. 
IV. Other Features 

Kiosk 100 may be programmed to function as an ordinary 
ATM, once a person inserts a traditional ATM card into card 
acceptor 522. Similar, kiosk may be programmed to accept 
large bills and provide Small bills, simply to make change for 
patrons. 

Printer 712 may be used to print various receipts of regis 
tration, deposit, or withdrawal. Printer 712 may also be used 
to print bar coded tickets with negotiable value. Receipts may 
be sent to the patron’s email account or by SMS to the 
patron's telephone. 

NonVolatile storage may be used to journal patron-visible 
transactions, machine errors, and patron-invisible machine 
state transitions. Events journaled may include various errors, 
deposits, payouts, and the like. The journal may be printed on 
printer 712, emailed to the managing operators office, or the 
like. 
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Microprocessor 110 of kiosk 100 may support a number of 
management/maintenance operations, such as inquiries of 
cash inventor, cash taken in or paid out, bill rejections, and the 
like. 
V. Computer Implementation 

Various processes described herein may be implemented 
by appropriately programmed general purpose computers, 
special purpose computers and computing devices. Typically 
a processor (e.g., one or more microprocessors 110, one or 
more microcontrollers, one or more digital signal processors) 
will receive instructions (e.g., from a memory or like device), 
and execute those instructions, thereby performing one or 
more processes defined by those instructions. Instructions 
may be embodied in one or more computer programs, or one 
or more Scripts. The processing may be performed on one or 
more microprocessors, central processing units (CPUs), com 
puting devices, microcontrollers, digital signal processors, or 
like devices or any combination thereof. Programs that imple 
ment the processing, and the data operated on, may be stored 
and transmitted using a variety of media. In some cases, 
hard-wired circuitry or custom hardware may be used in place 
of, or in combination with, some or all of the software instruc 
tions that can implement the processes. Algorithms other than 
those described may be used. 

In some cases, kiosk 100 may be a “thin client, with 
almost all processing performed at a central server. In other 
cases, kiosk 100 may be software-heavy, hosting most of the 
management operations, device operations, gaming play, etc. 
Kiosk 100 may have one or multiple microprocessors 110. A 
server computer or centralized authority may or may not be 
necessary or desirable. In various cases, the network may or 
may not include a central authority device. Various process 
ing functions may be performed on a central authority server, 
one of several distributed servers, or other distributed devices. 
Tasks and computation may be divided as convenient. 

Programs and data may be stored in various media appro 
priate to the purpose, or a combination of heterogeneous 
media that may be read and/or written by a computer, a 
processor or a like device. The media may include non-vola 
tile media, Volatile media, optical or magnetic media, 
dynamic random access memory (DRAM), static ram, a 
floppy disk, a flexible disk, hard disk, magnetic tape, any 
other magnetic medium, a CD-ROM, DVD, any other optical 
medium, punch cards, paper tape, any other physical medium 
with patterns of holes, electromagnetic domains or spots, a 
RAM, a PROM, an EPROM, a FLASH-EEPROM, any other 
memory chip or cartridge or other memory technologies. 
Transmission media include coaxial cables, copper wire and 
fiber optics, including the wires that comprise a system bus 
coupled to the processor. 

Databases may be implemented using database manage 
ment systems or adhoc memory organization schemes. Alter 
native database structures to those described may be readily 
employed. Databases may be stored locally or remotely from 
a device which accesses data in Such a database. 

Processing may be performed in a network environment 
including a computer that is in communication (e.g., via a 
communications network) with one or more devices. The 
computer may communicate with the devices directly or indi 
rectly, via any wired or wireless medium (e.g. the Internet, 
LAN, WAN or Ethernet, TokenRing, a telephone line, a cable 
line, a radio channel, an optical communications line, com 
mercial on-line service providers, bulletin board systems, a 
satellite communications link, a combination of any of the 
above). Each of the devices may themselves comprise com 
puters or other computing devices, such as those based on the 
Intel(R) Pentium(R) or Centrino TM processor, that are adapted to 
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6 
communicate with the computer. Any number and type of 
devices may be in communication with the computer. 

For the convenience of the reader, the above description 
has focused on a representative sample of all possible 
embodiments, a sample that teaches the principles of the 
invention and conveys the best mode contemplated for carry 
ing it out. Throughout this application and its associated file 
history, when the term “invention' is used, it refers to the 
entire collection of ideas and principles described; in contrast, 
the formal definition of the exclusive protected property right 
is set forth in the claims, which exclusively control. The 
description has not attempted to exhaustively enumerate all 
possible variations. Other undescribed variations or modifi 
cations may be possible. Where multiple alternative embodi 
ments are described, in many cases it will be possible to 
combine elements of different embodiments, or to combine 
elements of the embodiments described here with other modi 
fications or variations that are not expressly described. A list 
of items does not imply that any or all of the items are 
mutually exclusive, nor that any or all of the items are com 
prehensive of any category, unless expressly specified other 
wise. In many cases, one feature or group of features may be 
used separately from the entire apparatus or methods 
described. Many of those undescribed variations, modifica 
tions and variations are within the literal scope of the follow 
ing claims, and others are equivalent. 

The invention claimed is: 
1. A kiosk for gaming by patrons, comprising: 
a kiosk housing designed hold a processor, identification 

Scanner, biological sensor, input/output devices, cur 
rency acceptor and dispenser, to protect them against 
intrusion, and to permit installation at a site for interac 
tion with human patrons; 

an identification scanner mounted in the kiosk housing and 
designed to accept an identification document and to 
scan identification information from the identification 
document into digital form for transmission over a net 
work; 

a biological sensor mounted in the kiosk housing and ori 
ented to obtain biological data describing a human 
patron at the kiosk into digital form for transmission 
over a communication network; 

input-output device(s) mounted in the kiosk housing and 
designed to accept registration/login information and 
gaming commands from a human patron and to present 
information to the human patron for interactive gaming; 

a currency acceptor and dispenser mounted in the kiosk 
housing and designed to accept currency and dispense 
currency for gaming: 

one or more microprocessors mounted in the kioskhousing 
and programmed to: 
present instructions to the human patron through the 

input-output device(s), including an instruction to the 
patron to insert a government-issued identification 
document into the identification scanner; 

obtain a digital form of the patrons identification from 
the patron’s government-issued identification docu 
ment using the identification scanner; 

obtain biological data describing a biological feature of 
the patron from the biological sensor, 

verify the identity of the patron and acceptability of the 
patron for gaming based at least in part on the digital 
form of the patron's identification and the biological 
data; 

accept currency at the currency acceptor for deposit into 
a wagering account; 
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on Verification and acceptance of currency, to offer gam 
ing activities to the verified patron out of the wagering 
account; and 

to pay out gaming winnings from the Wagering account 
at the currency dispenser. 

2. A kiosk for gaming by patrons, comprising: 
a kiosk housing designed hold a processor, identification 

Scanner, and biological sensor, and to permit installation 
at a site for interaction with human patrons; 

an identification Scanner mounted in the kiosk housing and 
designed to accept an identification document and to 
scan identification information from the identification 
document into digital form for transmission over a net 
work; 

a biological sensor mounted in the kiosk housing and ori 
ented to obtain biological data describing a human 
patron at the kiosk into digital form for transmission 
over a communication network; 

input-output device(s) mounted in the kiosk housing and 
designed to accept registration/login information and 
gaming commands from a human patron and to present 
information to the human patron for interactive gaming; 

one or more microprocessors mounted in the kioskhousing 
and programmed to: 
present instructions to the human patron through the 

input-output device(s), including an instruction to the 
patron to insert a government-issued identification 
document into the identification scanner; 

obtain a digital form of the patron’s identification from 
the patron’s government-issued identification docu 
ment using the identification scanner; 

obtain biological data describing a biological feature of 
the patron from the biological sensor, 

verify the identity of the patron and acceptability of the 
patron for gaming based at least in part on the digital 
form of the patron's identification and the biological 
data; and 

on verification, to offer gaming activities to the verified 
patron. 

3. The kiosk of claim 2: 
further comprising a currency acceptor and dispenser 
mounted in the kiosk housing and designed to accept 
currency and dispense currency for gaming; 

the one or more microprocessors being further pro 
grammed to: 
accept currency at the currency acceptor for deposit into 

a wagering account; 
to pay out gaming winnings at the currency dispenser. 

4. The kiosk of claim 2, wherein: 
the biological sensor is a camera and the biological data is 

a digital image of a face of the patron captured by the 
CaCa. 

5. The kiosk of claim 4, wherein: 
the one or more microprocessors are further programmed 

to verify the identity of the patronbased at least in part on 
face recognition and comparison of the digital image 
against a reference photograph. 

6. The kiosk of claim 4, wherein: 
the one or more microprocessors are further programmed 

to verify the identity of the patronbased at least in part on 
averification received from an off-site verification office 
in response to the digital image of the patron's face and 
at least part of the digital identification data. 

7. The kiosk of claim 2, wherein: 
the biological sensor is a signature pad and the biological 

data is a digital representation of the patron's signature. 
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8 
8. The kiosk of claim 2, wherein: 
the one or more microprocessors are further programmed 

to verify the identity of the patronbased at least in part on 
information regarding a financial account of the patron. 

9. The kiosk of claim 2, wherein: 
the one or more microprocessors are further programmed 

to verify the identity of the patronbased at least in part on 
analysis of the biological data against a reference in a 
microprocessor mounted in the kiosk. 

10. The kiosk of claim 2, wherein: 
the one or more microprocessors are further programmed 

to verify the identity of the patron based at least in part 
transmitting the biological data to an off-site verification 
office. 

11. The kiosk of claim 2, further comprising: 
a currency acceptor and dispenser. 
12. The kiosk of claim 2, further comprising: 
a credit card acceptor. 
13. The kiosk of claim 2, wherein: 
the government-issued identification document is a gov 

ernment-issued drivers license or identification card. 
14. The kiosk of claim 2, wherein: 
the one or more microprocessors are further programmed 

to conduct gaming activities against a patron wagering 
account held in a remote computer. 

15. A method, comprising the steps of: 
at a kiosk for gaming by patrons, under control of one or 
more microprocessors mounted in the kiosk, presenting 
instructions to a human patron through input-output 
device(s), including an instruction to the patron to insert 
a government-issued identification document into an 
identification scanner, the kiosk having input-output 
device(s) mounted in the kiosk housing and designed to 
accept registration/login information and gaming com 
mands from a human patron and to present information 
to the human patron for interactive gaming: 

scanning into the kiosk a digital form of the patron’s iden 
tification from the patron’s government-issued identifi 
cation document using the identification Scanner 
mounted in the kiosk and designed to accept an identi 
fication document and to Scanidentification information 
from the identification document into digital form for 
transmission over a network; 

obtaining biological data describing a biological feature of 
the patron from the biological sensor mounted in the 
kiosk housing and oriented to obtain biological data 
describing a human patron at the kiosk into digital form 
for transmission over a communication network; 

verifying the identity of the patron and acceptability of the 
patron for gaming based at least in part on the digital 
form of the patron’s identification and the biological 
data; and 

on Verification, offering gaming activities to the verified 
patron at the kiosk. 

16. The method of claim 15, further comprising the step of: 
further comprising a currency acceptor and dispenser 

mounted in the kiosk housing and designed to accept 
currency and dispense currency for gaming; 

the one or more microprocessors being further pro 
grammed to: 
accept currency at the currency acceptor for deposit into 

a wagering account; 
to pay out gaming winnings at the currency dispenser. 

17. The method of claim 15, wherein: 
the biological sensor is a camera and the biological data is 

a digital image of a face of the patron captured by the 
CaCa. 
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18. The method of claim 17, further comprising the step of: 
verifying the identity of the patron based at least in part on 

face recognition and comparison of the digital image 
against a reference photograph. 

19. The method of claim 17, further comprising the step of: 
verifying the identity of the patron based at least in part on 

a verification received from an off-site verification office 
in response to the digital image of the patron's face and 
at least part of the digital identification data. 

20. The method of claim 15, wherein: 
the biological sensor is a signature pad and the biological 

data is a digital representation of the patron's signature. 
21. The method of claim 15, wherein: 
the one or more microprocessors are further programmed 

to verify the identity of the patron based at least in part 
transmitting the biological data to an off-site verification 
office. 

22. The method of claim 15, wherein: 
the government-issued identification document is a gov 

ernment-issued drivers license or identification card. 
23. The method of claim 15, wherein: 
the one or more microprocessors are further programmed 

to conduct gaming activities against a patron wagering 
account held in a remote computer. 

24. A kiosk for gaming by patrons, comprising: 
a kiosk housing designed hold a processor, identifications 

Scanner, input/output devices, currency acceptor and 
dispenser, to protect them against intrusion, and to per 
mit installation at a site for interaction with human 
patrons; 

an identification scanner mounted in the kiosk housing and 
designed to accept an identification document and to 
scan identification information from the identification 
document into digital form for transmission over a net 
work; 

input-output device(s) mounted in the kiosk housing and 
designed to accept registration/login information and 
gaming commands from a human patron and to present 
information to the human patron for interactive gaming: 
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a currency acceptor and dispenser mounted in the kiosk 

housing and designed to accept currency and dispense 
currency for gaming: 

one or more microprocessors programmed to: 
present instructions to the human patron through the 

input-output device(s), including an instruction to the 
patron to insert a government-issued identification 
document into the identification scanner; 

obtain a digital form of the patron's identification from 
the patron's government-issued identification docu 
ment using the identification scanner; 

verify the identity of the patron based at least in part on 
the digital form of the patron's identification: 

accept currency at the currency acceptor for deposit into 
a wagering account held in an off-site computer; 

on Verification and acceptance of currency, to offer gam 
ing activities to the verified patron out of the wagering 
account; and 

to pay out gaming winnings from the wagering account 
at the currency dispenser. 

25. The kiosk of claim 24, further comprising: 
a biological sensor mounted in the kiosk housing and ori 

ented to obtain biological data describing a human 
patron at the kiosk into digital form for transmission 
over a communication network; 

the one or more microprocessors being further pro 
grammed to: 

obtain biological data describing a biological feature of the 
patron from the biological sensor: 

verify the identity of the patron and acceptability of the 
patron for gaming based at least in part on the digital 
form of the patron’s identification and the biological 
data; and 

on Verification, to offer gaming activities to the verified 
patron. 

26. The kiosk of claim 24, further comprising: 
a credit card acceptor. 
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