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(57) ABSTRACT 

A system and method for intelligent management of an 
interactive gaming system and casino games played by both 
local and remote players is described. The present invention 
tracks the play of local and remote players and dealers, 
provides a real-time inventory of Wagers and players stakes, 
and provides casino management and regulators visibility of 
real-time play throughout the casino. The present invention 
also enables casinos to identify and reWard loyal players 
regardless of Whether the player is on-site or remote or 
playing a table game or a slot machine. 
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INTELLIGENT CASINO MANAGEMENT SYSTEM 
AND METHOD FOR MANAGING REAL-TIME 

NETWORKED INTERACTIVE GAMING SYSTEMS 

RELATED APPLICATIONS 

[0002] This application relates to US. patent application 
Ser. No. 09/782,833 ?led Feb. 14, 2001 and US. Provisional 
Patent Application serial No. 60/283,807 ?led Apr. 13, 2001 
(both of Which are assigned to VT TECH Corp., the assignee 
of the present invention) the disclosures of Which are 
incorporated herein for all purposes. 

BACKGROUND OF THE INVENTION 

[0003] 1 . Field of the Invention 

[0004] The present invention relates to a system and 
method for intelligent management of remote and local 
gaming played at a casino and more speci?cally a method 
and system for managing the play of both remote and local 
players participating in a casino game. 

[0005] 2 .Background 

[0006] Casino games, often referred to as games of 
chance, are a popular form of adult entertainment. While 
such games have been played for centuries, playing casino 
games over the Internet is a relatively recent phenomenon. 
Indeed a recent report indicates that more than 1,200 “on 
line” casinos attract a large number of players Who are 
unable to travel to a physical casino to play their desired 
casino game on-site. These Internet casinos comprise one or 
more computers that execute computer softWare replicating 
a casino game for remote players. For example, the com 
puter softWare could replicate the game of roulette, baccarat, 
craps, blackjack or pai goW (an Asian poker game) depend 
ing on What each player desires to play. Thus, When the 
player requests to play, the player is playing one-on-one 
against a computer program. 

[0007] While softWare generated casino games may 
closely replicate the odds of Winning, many players Would 
prefer to play at an actual casino. For this reason, an 
interactive gaming system (IGS) Was described in US. Pat. 
No. 5,762,552, assigned to VT TECH Corp., the assignee of 
the present invention. This IGS permits remote players to 
participate in live action games of chance. By Way of 
example, a remote player selects a game server, Which may 
be a table game located on the ?oor of a casino. A game 
server in the IGS environment may either be a card table 
With a live dealer or banker, a craps table or a roulette table 
that permits players to place a Wager on either the table or 
a virtual bet board. Alternatively, the game server may be a 
computer program that generates a sequence of plays of the 
selected game of a chance With the results conveyed to a 
plurality of players, many of Whom may be playing at a 
position remote from the casino. The IGS transmits a 
broadcast quality signal to the remote player to monitor play 
at the selected table. The IGS is particularly Well suited to 
games of chance such as baccarat, roulette and craps Where 
a virtually unlimited number of players may place electronic 
bets on a virtual bet board With the outcome determined by 
the cards opened on the baccarat table, the play of the 
roulette Wheel or the roll of the die on the crap table. 
Advantageously, the baccarat table, the roulette Wheel and 
the craps table are all located on the casino ?oor, so the 
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remote player is provided With the same game just as if they 
Were at the gaming table in the casino. The IGS is also Well 
suited for other games of chance, such as a slot machine or 
for other card games such as blackjack or poker, by Way of 
example. 
[0008] For casino card games, such as black jack, Pai goW 
poker, poker, craps and others, it is necessary to detect 
certain intermediate results. HoWever, When cards are dealt 
face doWn, it is difficult to determine the value of the cards 
for remote players. Accordingly, a system for detecting the 
value of a gaming object (for example, the value of a card, 
the value of a die) Was described in a related US. patent 
application Ser. No. 09/782,833 ?led Feb. 14, 2001 the 
disclosure of Which is incorporated herein for all purposes. 
This application is also assigned to VT TECH Corp., the 
assignee of the present invention. 

[0009] The automatic detection of both intermediate and 
?nal outcome of the game eliminates the need for a casino 
employee to vieW the result and manually enter the value 
into the IGS for distribution to remote players. Automatic 
detection also enables a large number of remote players to 
participate in a casino game conducted at a casino With live 
players. HoWever, What is needed is an improved system and 
method to monitor the play of the large numbers of remote 
and local players Without disrupting the game’s results or 
rate of play. 

[0010] In addition to automatic detection of game results, 
casinos must also be able to monitor play of both local and 
remote players. As used herein, local players are players 
Who are physically present at a game server While remote 
players are players Who participate from a location remote 
from the game server. What is needed is a system and 
method that enables automatic detection of gaming objects 
(chips, cards, dices, roulette balls, by Way of example), the 
value of Wagers placed by both local and remote players and 
that associates Wagering information With speci?c players, 
dealers and other casino employees. 

[0011] As Will be appreciated by one familiar With the 
operation of a casino, casino management is interested in 
identifying players Who generate the most pro?t for the 
casino. To obtain this information, casinos typically employ 
a pit boss to monitor the siZe of the bet that each player is 
making. HoWever, it is not possible for the pit boss to 
accurately determine the siZe of the bets and the duration of 
play for each and every player. Accordingly, What is further 
needed is an intelligent automated management system that 
automatically tracks the play of both local and remote 
players. Further the intelligent management system needs to 
maximiZe utiliZation of casino resources, minimiZe manage 
ment time and cost, improve reliability and quality of 
service, make available valuable data for improving gaming 
and gaming business strategy and customer service. What is 
also needed is a system and method for gaming service and 
management that is scalable and secure that provides the 
casino management With a real-time data indicative of the 
operation of the casino. 

SUMMARY OF THE INVENTION 

[0012] The present invention relates to a system and 
method for intelligent management of an interactive gaming 
system and casino games played by local and remote play 
ers. The present invention tracks the play of players, both 
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local and remote, and dealers, provides a real-time inventory 
of casino chips and players stakes, and provides casino 
management and regulators visibility of real-time play 
throughout the casino. The present invention enables casinos 
to identify and reWard loyal players regardless of Whether 
the player is on-site or remote. 

[0013] In one preferred embodiment, the intelligent casino 
management system of the present invention comprises a 
plurality of smart tables, a plurality of table controllers that 
interface the smart tables to a local (Wireless or Wireline) 
netWork, and a gaming netWork manager for data collection. 
The smart tables comprise a plurality of tables each con?g 
ured for play of one of a variety of casino games and adapted 
for both local and remote play of both live or virtual casino 
games. Typically, each smart table includes the familiar bet 
board for one of a variety of different casino games and at 
least one detector for detecting the value of each gaming 
object on the table. Gaming objects on a smart table may 
include: the game generation object for generating game 
result, e.g. playing cards, roulette ball, or dice; (ii) the chips 
in the dealer’s tray, (iii) the chips for each player’s bet and 
accumulated chips maintained by each player. Each gaming 
object provides a unique value that, upon detection, is 
communicated to the table controller. One preferred non 
contact method of gaming object detection is disclosed in a 
related US. patent application Ser. No. 09/782,833 (?led 
Feb. 14, 2001), and assigned to VT TECH Corp., the 
assignee of the present invention, the disclosure of Which is 
incorporated herein for all purposes. 

[0014] Gaming objects Will vary depending on the 
selected casino game. For eXample, if the casino game is a 
casino card game, the gaming objects comprise a deck of 
cards having 54 unique values. If the casino game requires 
dice, as in the craps game, the gaming object comprises the 
dice. Each die has siX unique values corresponding to the siX 
sides of die. If the casino game is roulette, the gaming 
generation object is the steel, ceramic or plastic ball Whose 
position on the roulette Wheel Will determine one of the 38 
(or 37) values. Each gaming object is adapted to generate at 
least one unique signal that is detected by a detector (e.g. 
non-contact reader) that relays the signal to the smart table 
controller. 

[0015] The table controller is responsible for transmitting 
detected values to 1) the netWork manager over the casino 
local netWork, 2) a game result display, 3) a local table 
monitor display and/or 4) a pit monitor display con?gured to 
monitor a group of smart tables. The local table monitor 
alloWs the dealer to verify the correct amount of chip 
collection and payout for each player for each game. The pit 
monitor enables the pit boss to automatically monitor all 
gaming activities in the pit, including instantaneous tracking 
and rating of all players, correct play of the game by the 
dealers and the instantaneous amounts and the statistics of 
Wins and losses at each table in a pit. 

[0016] The present invention detects the value of gaming 
objects at each table or game server during play of each 
game. The present invention also tracks the manner and rate 
of play for each player, tracks the ef?ciency of each dealer, 
veri?es the correct calculation of payouts, maintains chip 
inventory, and enables a higher degree of real-time opera 
tional management (by Way of eXample, cash management 
and resource management) throughout the casino. The track 
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ing and management system advantageously enables inter 
active gaming for an unlimited number of players Without 
degrading the rate of play or increasing errors by casino 
employees. Advantageously, With the present invention, it is 
possible to implement the use of casino-based proXies for 
remote players in the manner described in pending US. 
Provisional Application Serial No. 60/283,807 ?led Apr. 13, 
2001 noW pending U.S. non-provisional application Serial 
No. 10/121,621 ?led Apr. 11, 2002. Further, With the present 
invention, the casino operator may load balance, that is 
distribute remote players among the available tables and also 
to distribute the average amount Wagered so that neW 
players are assigned to tables having a loW average Wager 
for each of the previous n games. 

[0017] The system and method of the present invention 
integrates the management of internal functions relating to 
operation of a casino encompassing both real-time interac 
tive gaming and traditional gaming business. 

[0018] Advantageously, the present invention enables the 
ef?cient, reliable and secure management of a casino’s 
operation thereby saving costs and increasing revenue. Fur 
ther, the present invention alloWs reduction in overhead and 
maXimiZes the utiliZation of the gaming resources resulting 
in improved customer service. Further still, the present 
invention eXpands potential marketing strategies based on 
the higher degree of visibility afforded by the information 
generated by play by local and remote players. The casino 
management system and method of the present invention is 
more clearly described in the folloWing detailed description 
of a preferred embodiment. 

DESCRIPTION OF THE DRAWINGS 

[0019] FIG. 1 shoWs a block diagram of one embodiment 
of an exemplary prior art computer-based netWorked system 
for practicing the invention. 

[0020] FIG. 2 illustrates a top vieW of a gaming table in 
accordance With the present invention. 

[0021] FIG. 3 illustrates a user console associated With the 
gaming table of FIG. 2. 

[0022] FIG. 4 illustrates one embodiment of a table con 
troller associated With the smart gaming table of FIG. 2 and 
coupled to a plurality of non-contact readers 

[0023] FIG. 5 illustrates a method for monitoring the play 
of a player of a casino game. 

[0024] FIG. 6 illustrates one embodiment of an intelligent 
casino management netWork system architecture. 

[0025] FIG. 7 illustrates one embodiment of shared 
memory con?guration. 

[0026] FIG. 8 illustrates a three-level casino management 
netWork system architecture in accordance With the present 
invention. 

[0027] FIGS. 9A and 9B illustrates one embodiment of a 
database and netWork map, respectively, associated With the 
casino netWork environment for monitoring play of a plu 
rality of casino games by a plurality of players. 

[0028] FIG. 10 illustrates an operational ?oW diagram for 
play of a casino game in the casino netWork environment of 
the present invention. 
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[0029] FIG. 11 illustrates an operational ?oW diagram for 
the table controller. 

[0030] FIG. 12 illustrates an operational ?oW diagram for 
operation of the pit manager and ?oor manager. 

DETAILED DESCRIPTION OF A PREFERRED 
EMBODIMENT 

[0031] The present invention relates to a system for 
enabling remote play of a live action casino game. More 
particularly, the present invention relates to an improved 
gaming table that incorporates a plurality of gaming objects 
in a manner that enables an unlimited number of players to 
participate in a live action casino game. In the folloWing 
description of the preferred embodiment, reference is made 
to the accompanying draWings that form a part hereof, and 
in Which is shoWn by Way of illustration speci?c embodi 
ments in Which the invention may be practiced. It is to be 
understood that other embodiments may be utiliZed and that 
changes may be made Without departing from the scope of 
the present invention. 

[0032] Reference Will noW be made in detail to the pre 
ferred embodiments of the invention, examples of Which are 
illustrated in the accompanying draWings. Wherever pos 
sible, the same reference numbers Will be used throughout in 
the draWings to refer to the same or like components. 

[0033] FIG. 1 illustrates the hardWare components of an 
exemplary computer-based netWorked system 110 for prac 
ticing the invention. In one embodiment, the present inven 
tion comprises a plurality of smart gaming tables 112 at a 
?rst casino 114. At each table 112, a sequence of plays of a 
particular casino game is conducted. Each table 112 is 
connected to a local area netWork 116. Aplurality of gaming 
machines 118 is also connected to netWork 116. By selecting 
one of said plurality of tables 112, a remote player (not 
shoWn) positioned at one of the gaming machines 118 can 
participate in the play of the casino game conducted at the 
selected table. Other players may play While physically 
present at the smart table. Such players are referred to herein 
as local players. Thus, at any smart table, there may be both 
remote local players playing the game of chance. In some 
embodiments, the number of players at each smart table 112 
may far exceed the number of seats or player positions 
around the table A netWork manager 120 is also connected 
to netWork 116. Network manager 120 acts as a portal to a 
public or private netWork 122, Which may be a telephone, 
satellite or Internet netWork or any other WorldWide com 
munication netWork. Additional casinos or gaming sites, 
such as casino 124, may be coupled to netWork 122 via 
netWork manager 126. Casino 124 is essentially a mirror 
image of casino 114 in that it comprises a plurality of 
gaming tables 128 and gaming machines 130 each of Which 
are coupled by a local area netWork 132 to netWork manager 
126. Gaming machines 130 are identical to gaming 
machines 118 except that they is located at a site remote 
from casino 114. Similarly, gaming tables 128 are identical 
to gaming tables 112 except that they too are located at a 
different site. Additional gaming machines 134 may couple 
into either casino 114 or 124 directly through the netWork 
122. Gaming machines 134 may be, by Way of example, Web 
enabled cell phones, home or portable computers or other 
such devices. Since such devices are typically mobile and 
outside the control of a casino, it is preferred that gaming 
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machines 134 include circuitry such as global positioning 
system (GPS). With GPS, the casino may interrogate gaming 
machines 134 to determine the location of the gaming 
machine so that the casinos may limit remote access to the 
casino to those jurisdictions Where such play is legal. 

[0034] Referring noW to FIG. 2, a top vieW of a smart 
gaming table 112 is illustrated The smart gaming table 
system 112 and gaming objects are described more fully 
described in a related US. patent application Ser. No. 
09/782,833 (?led Feb. 14, 2001), and assigned to VT TECH 
Corp., the assignee of the present invention, the disclosure 
of Which is incorporated herein for all purposes. 

[0035] Table 112 comprises a ?at playing surface covered 
With felt on Which is typically printed a bet board for a 
particular game. The printed felt could delineate Where the 
cards are dealt and Where the bets are positioned. Typically 
there are a total of six playing positions 202 if the table is 
used for blackjack or pai goW poker and a dealer position 
204. Other card games may have more or feWer playing 
positions or may omit the dealer’s position. Associated With 
each playing position 202 is a bet slot 206 Where a player 
may place a bet for the next to occur casino game. Also 
associated is a de?ned position 208 Where the cards are 
dealt. 

[0036] At each playing position 202, a reader 210 is 
coupled to table 112 closely proximate to at least one of the 
playing positions 202. In the illustrated embodiment, each 
playing position 202 is provided With a reader 210 although 
it has been eliminated from one position in FIG. 2 so as to 
more clearly illustrate additional features of each position 
202. One skilled in the art Will appreciate that each table may 
have any number of playing positions 202 and is not limited 
to merely the six positions 202 that are illustrated. 

[0037] Each reader 210 is con?gured to have a relatively 
short range as indicated by the dashed lines 212 surrounding 
each player position 202. Again, the range indicator has been 
omitted from tWo positions to more clearly illustrate the 
reader and other features at these positions. 

[0038] Table 112 also includes a reader 214 positioned 
proximate to the dealer position 204 and more particularly 
proximate to the de?ned position 216 Where the dealer’s 
cards are initially positioned. As With readers 210, readers 
214 are con?gured With a relatively short range, as indicated 
by dashed lines 218 so that there is no overlap in detection 
?eld With the other readers. It Will be further appreciated that 
a single reader 214 may be positioned proximate to a card 
shoe to detect the value of each card as it is dealt. This 
con?guration is particularly useful for card games such as 
baccarat because readers 210 need not necessarily be 
accessed. 

[0039] Each table 112 includes a reader netWork 220 that 
couples a table manager 222 to each of the readers. Spe 
ci?cally, each reader 210 and 214 is coupled to reader 
netWork 220 so that information from readers 210 and 214 
may be transferred to table manager 222. Table manager 222 
is responsible for coupling reader netWork 220 to a local area 
netWork (LAN) 224. Table manager 222 is the local manager 
responsible for linking and managing access to the netWork 
manager 120 (FIG. 1) via LAN 224. 

[0040] Table 112 further comprises in one embodiment a 
chip tray 230 proximate to the dealer’s position 204. The 
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chip tray 230 is coupled to reader network 220 such that the 
total number of chips in the tray may be counted and the 
value transmitted to a monitoring server coupled to LAN 
224. 

[0041] Gaming objects Will vary depending on the 
selected casino game. For example, if the casino game is a 
casino card game, the gaming object is a deck of cards 
having 54 unique values. If the casino game requires dice as 
in the craps game, the gaming object comprise the dice, each 
having siX unique values corresponding to the siX sides of 
die. If the casino game is roulette, the gaming generation 
object is the steel or plastic ball Whose position on the 
roulette Wheel Will determine one of the 38 (or 37) values. 
Each gaming object is adapted to generate at least one 
unique signal that may be detected by readers 210 or 214. 

[0042] It is to be understood that the smart table 112 may 
be useful to a local player (one Who is playing on-site) Who 
is not otherWise comfortable With playing a live action card 
game, roulette or craps. Accordingly, as shoWn in FIG. 3 and 
as an aid to such players Who are physically present at the 
gaming table 112, each playing position 202 includes not 
only a bet slot 206, de?ned position 208 for the cards and at 
least one reader having a reading range indicated by dashed 
lines 302 but also a user console 304. In this manner, even 
though physically present at the gaming table, the casino 
may treat the player as a “remote” player With the player’s 
hand and bets determined automatically by the casino. 
Advantageously, the smart playing position can display 
instructions to teach players hoW to play a casino game, 
increase the rate of play by suggesting possible strategies or 
implement casino management functions such as the display 
of casino advertising, discounts to shoWs or game statistics. 

[0043] User console 304 may be a LCD display having a 
touch sensitive screen for entry of information by the local 
player. Alternatively user console 304 may be an array of 
LEDs, a CRT or other display device together With an 
optional keyboard 306 When cards or other gaming objects 
are positioned in de?ned position 208 With a bet positioned 
in bet slot 206, the results, such as the value of the cards in 
position 208, may be obtained from table manager 222. 
Thus, a local player may obtain visual con?rmation of the 
value of their cards and their bet from the user console. The 
dealer may also receive determinations or instructions from 
the remote players on user console associated With the 
dealer’s position. The determination, collection and pay-off 
are automatic for remote players thereby relieving the casino 
employees from having to manually settle their Wagers. 

[0044] The present invention provides additional signi? 
cant bene?ts for operators of a casino. Speci?cally, the 
ability to automatically determine the value of a stack of 
chips, tokens or playing card enables the automatic counting 
of all bets played at a gaming table With instantaneous 
monitoring of the play at the gaming table via the IGS. The 
present invention also enables the broadcast of a casino 
game and the outcome for each player and the dealer via the 
IGS Without requiring the dealer to assume additional tasks 
during play. The present invention contributes to detecting 
counterfeit cards or chips and minimiZes mistakes in calcu 
lating the value of the outcome of a casino game or the 
proper payoff of a Wager. Because the gaming object 
includes a memory area in the embedded semiconductor 
circuit, it can be reprogrammed and encrypted by the casino 
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to thWart counterfeiters or cheats. Finally, use of the gaming 
objects enables an automated audit trail for both dealer and 
players at the gaming table so that game results, historical 
Wins and losses, and as a training system can be readily 
implemented by the present invention. 

[0045] Using user console 304, a player may automati 
cally log into a player’s position to begin play of a casino 
game. Speci?cally, the player may place a player’s identi 
?cation card over the reader to establish their identity and 
access their stake or credit line. The player uses keyboard 
306 to enter any private codes or passWords to verify their 
identity. Alternatively, the player places a credit card over 
the reader to establish a stake. Rather than using physical 
casino chips or tokens, the player may place bets by moving 
tokens displayed on user console 304 from a stakes region 
to a Wager region displayed on the user console 304. 

[0046] As shoWn in FIG. 4, table controller 222 comprises 
a reader driver interface 402 that manages the local reader 
netWork 220. Interface 402 is responsible for acquiring the 
value of each card (or RFID chip) positioned Within the 
detection range of each reader 210 and 214. Once acquired, 
CPU 404 eXecutes control instructions stored in memory 
406 to interpret the information. Memory 406 also serves as 
a local store for the information acquired by each reader 210 
and 214. Memory 406 may comprise a combination of both 
volatile (RAM) for data storage and non-volatile memory 
(ROM or Flash, a type of updateable read only memory) for 
program storage. A LAN driver interface 408 operates under 
control of CPU 404 and couples table manager 222 to LAN 
224. As Will be appreciated, since a plurality of tables 112 
are coupled by LAN 224 to netWork manager 120, each 
controller 222 is responsible for indicating to netWork 
manager 120 intermediate results and completion of each 
casino game. Table controller 222 further comprises a uni 
versal poWer supply 410 dedicated to the operation of 
netWork controller and reader netWork 220. 

[0047] Referring noW to FIG. 5, a method for monitoring 
the play of a player is illustrated. Initially, as indicated at 
step 502, each neW player begins play by opening their 
personal account and establishing a stake. In one preferred 
embodiment, players use a casino player identi?cation card 
to quickly identify themselves. Such identi?cation cards are 
Well knoWn in the art and are Widely used by casinos to 
collect information regarding their players. If the player 
Wishes to begin play Without using an identi?cation card, the 
player must either be on-site so that they can buy casino 
chips or tokens for use at the game server or use an approved 
credit card. Casino employees may identify themselves by 
logging onto the system using their employee identi?cation 
card as indicated at step 504. The table manager is respon 
sible for executing code to establish player accounts for 
local players. 

[0048] Once a local player has established a stake, the 
table manager conveys this information to the netWork 
manager as indicated at step 506. Remote players establish 
their account directly With the netWork manager using either 
a gaming machine 118, 130 or 134. Typically, the accounts 
for remote players are established using a credit card or a 
previously established casino account. The netWork man 
ager uses the information to establish and maintain a sepa 
rate real-time account for every player regarding his or her 
play. In an alternative embodiment, netWork manager and 
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the table controller pass the account information to a pro 
tected or secure server. This server maintains the player’s 
and employee accounts in real-time. Since the secure server 
is not directly accessible from outside the casino internal 
network, it is more dif?cult to gain access to the accounting 
information. For each player, the account includes identify 
ing information, such as the name, address, age of the player, 
player preferences for food, lodging and entertainment and 
other information the casino may deem of value for their 
marketing efforts. 

[0049] As indicated at step 508, a log ?le that lists the 
game server (or servers) played by the player, the amount of 
each Wager, the amount of the players’ stake and the average 
siZe of the Wager. The netWork manager, the secure server or 
other managers in the casino environment, may maintain 
this log ?le. Network manager also collects statistical infor 
mation regarding the location of the player, the Won/lost 
percentage and the duration of play for each player and on 
a cumulative basis. This information is updated While the 
player plays at the game server (or servers) by logging the 
information to the log ?le. As each player terminates play, 
the netWork manager closes the player’s account by credit 
ing Winnings, deducting losses and saving the log ?le as 
indicated at step 510. The statistical information may be 
updated at this time or at selected intervals throughout the 
day. When the player subsequently returns, the player’s 
account may be re-opened so that neW information may be 
added to the log ?le. 

[0050] With smart table 112, maintaining the history log 
associated With each player is greatly facilitated compared to 
manual entry casinos currently use for rating play by each 
player at a table game. The log ?les and the statistical 
information may be mined for information for calculating 
casino pro?t or loss information in real time. If the log ?le 
indicates that the anonymous player has Won a substantial 
amount of money, the netWork manager can initiate an alarm 
as indicated at step 512. This alarm alerts casino employees 
that the player should pay the appropriate Withholding 
amount for taX purposes or be monitored for improper 
playing techniques. At the end of each accounting period, 
the casino may provide an account statement to each regis 
tered player on a monthly, quarterly, semiannual or annual 
basis as indicated at step 514. The account statement may be 
useful for the player When calculating their personal income 
taX return. 

[0051] By accessing a selected player’s log ?le detailing 
the series of plays for the player, a casino pit boss and the 
marketing staff Will be able to determine in real time Whether 
the player is eligible for casino comps. Since the log ?le 
contains signi?cant information regarding each player, the 
casino may sort the information to determine their most 
loyal players for purpose of providing casino comps. By Way 
of eXample, casino comps may include discounts on food, 
entertainment, lodging, travel to the casino and the like. By 
associating each player’s log ?le With account information, 
the comps can be tailored to the speci?c needs or desires of 
the player. Further, the information may be used to auto 
matically rate the play of each player in terms of Wagered 
amounts, duration of play or individual strategies/habits for 
each player. 

[0052] The accumulated statistical information provides a 
comprehensive database that is useful in determining game 
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odds and strategy simulations. Further use of the accumu 
lated statistical information may also be useful in training 
casino employees in a manner Where performances of deal 
ers and players can be tracked in real-time. 

[0053] In addition to tracking players While they are 
playing a casino game, the present system also provides 
information regarding the casino employee or employees 
conducting the casino game. For eXample, With smart table 
112 and the smart gaming objects, the log ?le can include a 
?eld to associate a casino employee conducting each casino 
game With each Wager. Thus, the casino can readily mine 
real-time information to verify that the game is being played 
properly, Wagers are settled correctly and that their 
employee is properly conducting the game. By Way of 
eXample, smart table 112 tracks the casino chips Wagered 
and the casino chips in the dealer’s tray to generate a 
real-time audit trail. Smart table 112 also tracks the cards to 
verify that no card has been removed from the table or that 
no additional cards have been injected surreptitiously into 
play. Further, each gaming object includes an encrypted 
security code so that the table controller is able to verify that 
a gaming object is genuine. Security information is prefer 
ably maintained at a computer that is separate from the table 
controller, such as by Way of eXample, the netWork manager. 

[0054] FIG. 6 illustrates one embodiment of an intelligent 
casino management netWork system. The casino manage 
ment netWork system is hierarchical in nature so that sepa 
rate computer systems are responsible for various tasks 
associated With conducting a game of chance With both local 
and remote players or With just remote players. This hier 
archical structure provides important safeguards that are 
necessary due to the public’s access to casino computer and 
the risk of hackers or cyber-criminals improperly manipu 
lating accounting information, Wager amounts or game 
results. 

[0055] In the embodiment illustrated in FIG. 6, netWork 
manager 602 provides a public portal through Which players 
are provided access to casino environment 600. More spe 
ci?cally, remote players access netWork manager 602 over a 
public or private communication netWork 604, Which may 
be the Internet, public telephone netWork, a local area 
netWork (LAN) or a Wide area netWork Players Who 
are remote from casino environment 600 access netWork 604 
using a telephone, such as a Web-enabled cell phone, com 
puter or some other computer-based communication device 

(not shoWn). 
[0056] NetWork manager 602 is responsible for maintain 
ing the exchange of information betWeen the remote players 
and the casino environment 600. Typically, the casino envi 
ronment Will comprise at least one game of chance played at 
a smart table. NetWork manager 602 is preferably a com 
puter server system con?gured to maintain communication 
threads With a plurality of remote players. Information 
transferred over netWork 604 by each remote player is 
received and interpreted by netWork manager 602 placing 
the information in shared memory 606. A casino backend 
manager 608 and a pit manager 610 access the information 
stored in shared memory 606. In this manner, information 
How from netWork manager 502 is restricted to transferring 
information betWeen remote players and shared memory 
606. This restriction isolates the casino environment 600 
from outside attacks. NetWork manager 602 does not have 
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any direct communication With either pit manager 610 or 
casino backend manager 608 to minimiZe the ability of 
hackers to in?ltrate the casino environment 600. 

[0057] When netWork manager 602 receives information 
from a remote player, it does not have access to information 
databases to verify the player’s identity or authorization to 
participate in a game of chance. Accordingly, netWork 
manager 602 Writes information received from the remote 
player to shared memory and requests casino backend 
manager 608 to authoriZe the player. Preferably, backend 
manager 608 periodically veri?es that each player currently 
playing is authoriZed to do so. If a previously unauthoriZed 
player is detected, appropriate security measures are insti 
tuted. By Way of eXample, the player’s authoriZation is 
suspended and the player’s accounts froZen pending reso 
lution of the security issue. 

[0058] If backend manager 608 veri?es the remote player, 
the pit manager 610 is noti?ed of a neW remote player. 
Simultaneously, backend manager 508 posts acceptance of 
the remote player to shared memory 606. Network manager 
502 acknowledges acceptance by reading shared memory 
504 and sets up a remote player’s account in either shared 
memory or in other memory associated With netWork man 
ager 602. During the course of play, backend manager 608 
maintains a detailed log of play by each authoriZed player 
until that player terminates play. Backend manager 608 may 
include a set of rules, embodied in a rules engine 614, to 
determine hoW to arbitrate play, suspend play or terminate 
play should there be a disruption of communications or if 
unauthoriZed activity is detected. Backend manager 608 is 
also responsible for notifying netWork manager 602 and pit 
manager 610 of the status for each remote player. By Way of 
eXample, a remote player’s status may be either authoriZed 
to play, currently playing one or more games of chance, 
inactive, terminated. 

[0059] Backend manager 608 maintains a separate list log 
?le 616 for each remote player together With the status of the 
player and each Wager placed at a game of chance. The 
advantage of list log ?le 616 is that it enables revenue 
sharing betWeen different casino properties. This is particu 
larly advantageous if a player begins play at a ?rst casino but 
then, by Way of the IGS of the present invention, selects a 
game at a different casino property. To encourage a large 
number of casino properties to link to the IGS and provide 
a vast array of available casino games, it is desirable to 
provide a means for casinos to share revenue. Thus, backend 
manager 608 may periodically transfer to a second casino 
account information regarding play of a remote player 
af?liated With the second casino. Based on this information, 
the tWo casinos may share both the pro?t and the loss 
associated With this remote player. 

[0060] To minimiZe disruption due to failure of the back 
end manager 608 or a component thereof, one or more 
computer systems, represented as backend manager 608A, 
are provided. Backend manager 608A operates in parallel 
With backup manager 608 so there is alWays on-line redun 
dancy. For higher levels of reliability (and to minimiZe the 
likelihood of improper manipulation of data in real-time), a 
third redundant backend manager (not illustrated) enables 
the collective backend managers to conduct periodic votes 
as to Whether the plurality of list logs is in agreement. If 
there is a disagreement betWeen the plurality of backend 
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managers: (1) the majority Will prevail; (2) the losing system 
Will be ?agged as operating in an error state; and (3) system 
administrators Will be noti?ed of the error. 

[0061] Pit manager 610 is a computer server system 
responsible for monitoring shared memory 604 to determine 
if one or more remote players have timely placed a Wager on 
a neXt to occur game of chance. Pit manager 610 may only 
accept Wagers from players authoriZed by backend manager 
608 to place such Wagers. Thus, When netWork manager 604 
places a bet in shared memory, a ?ag is set to notify pit 
manager 601 that a neW Wager has arrived. Pit manager 610 
is responsible for passing the Wager to the appropriate table 
controller (that is, table 6-1, table 6-2 or table 6-3) and 
resetting the Wager ?ag. During the transfer operation, pit 
manager 610 veri?es that the player is listed on log list 618 
and updates list log 618 to re?ect the neW Wager. Also 
associated With pit manager 610 is a rules engine 620 so that 
pit manager 610 can respond to a variety of situations 
regarding the rules of play at each game of chance. 

[0062] As With the backend manager 608, redundant pit 
managers, illustrated as pit manager 610A, are provided. Pit 
manger 610A is responsible for minimiZing disruption due 
to failure of the pit manager 610 or a component thereof. Pit 
manager 610A operates in parallel With pit manager 610 so 
there is alWays on-line redundancy. For higher levels of 
reliability and to minimiZe the likelihood of improper 
manipulation of data in real-time, a third redundant pit 
manager (not illustrated) enables the collective backend 
managers to conduct periodic votes as to Whether the 
plurality of list logs 618 are in agreement. If there is a 
disagreement betWeen the plurality of pit managers: (1) the 
majority Will prevail; (2) the losing system Will be ?agged 
as operating in an error state; and (3) system administrators 
Will be noti?ed of the error. 

[0063] Table controller 612 is responsible for monitoring 
each play of the game of chance at a table, illustrated as table 
6-1. Other table controllers 612A and 612B, associated With 
tables 6-2 and 6-3, respectively, are also coupled to pit 
manager 610, With each having a selected game of chance 
being played on the respective table. It Will be appreciated 
that there may be a miX of both local and remote players 
playing at any given table as Well as a plurality of proxy 
players. Accordingly, table controller 612 recogniZes if a 
player is local or remote and, if remote, Whether playing by 
Way of a proXy. The concept of proXy players is described in 
US. Patent Application Serial No. 60/283,807, ?led Apr. 13, 
2001 and assigned to the assignee of the present invention, 
the disclosure of Which is incorporated herein for all pur 
poses. 

[0064] Once the play of the game is complete, table 
controller 612 passes the result for each remote player to pit 
manager 610 together With an accounting for each Wager 
made by each remote player. If an intermediate result is 
required, table controller passes intermediate results to pit 
manager 610 and Waits for a selected period of time for 
instructions from the remote player. To track the plurality of 
Wagers, table controller 612 maintains a list log for each 
player, Whether local or remote, and their respective Wagers. 
Pit manager 610 transfers ?nal or intermediate results for 
each play of a game of chance received from each table 
controller 612 to shared memory 604 and noti?es netWork 
manager 602 that action is required. 
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[0065] One embodiment of shared memory 604 is shown 
in FIG. 7. Speci?cally, shared memory 604 comprises a list 
of players 702, a list of their current status 704, a list of 
Wagers associated With each player 706 and a list of pending 
action or actions 708. These lists may be maintained either 
as a ?at ?le or in a plurality of linked hierarchical ?les. 

[0066] One or more ?ags may be associated With each 
player and maintained in a ?ag list 710. Flag list 710 is 
maintained to indicate Which manager is responsible for 
acting on the information in shared memory 604. By Way of 
example, a ‘snap-shot’ in time of representative real-time 
information is illustrated. Speci?cally, the ?ag value “n” 
associated With the ?rst pending Wager for “player-52” 
indicates that the netWork manager 602 has a pending result 
from table 6-1 that needs to be transmitted to the identi?ed 
remote player. Once this result is forWarded to the remote 
player, the pit Will transfer Wagering information to shared 
memory 604 and set the ?ag to notify netWork manager 602 
that neW information has arrived. While netWork manager 
602 services this transaction, other managers process infor 
mation from shared memory. By Way of further illustration, 
other information in shared memory indicates that pit man 
ager 610 currently has a player response Waiting to be 
transferred to table controller 612B for table 6-2. Further, a 
Wager in the amount of $8 placed by “player-52” is ready to 
be placed at table 6-3. Pit manager 610 also monitors shared 
memory Waiting for a response from “player-645” and since 
the ?ag is still set to an “n”, it indicates that the netWork 
manager has not yet received the response from the player. 
Similarly, a player request has gone out to “player-10679” 
Who has not responded in a reasonable period of time. Thus, 
the netWork manager has requested backend manager 608 to 
intervene and resolve the request in accordance With the 
rules set associated With backend manager 608. 

[0067] Shared memory 606 also indicates that “player-75” 
is inactive and “player-129” is in the process of terminating 
play. The backend processor is responsible for updating the 
status of these players (either removing them from the list 
log or permitting them to remain on the list log). Speci? 
cally, When backend processor ?nishes the termination pro 
cess for “player-129” the list in shared memory 604 Will be 
updated to remove reference to this player. Concurrently 
thereWith list log 614 for this player Will be updated by 
moving the information in the log to long-term storage, 
Which by Way of eXample may be a disk drive or a storage 
area netWork (SAN) (not shoWn). Long-term storage permits 
the sequence of plays to be retained for analysis or for 
resolving disputes raised at a later period of time. Concur 
rent With the termination process for the player, backend 
manager 608 noti?es pit manager 610 that player-129 is no 
longer approved for play. Accordingly, pit manager 610 
moves the information associated With player-129 to long 
term storage, Which again may be a disk drive or a storage 
area netWork (SAN) (not shoWn). 

[0068] Depending on the rules set, backend manager 608 
may also initiate the termination process for “player-75” or, 
if the player places another Wager prior to completion of the 
termination process, the backend processor 608 Will permit 
pit manager 610 to accept the Wager. 

[0069] Referring noW to FIG. 8, another preferred 
embodiment of a casino netWork environment in accordance 
With the present invention is illustrated. In this embodiment, 
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a three-level netWork architecture utiliZes a scaled approach 
to achieve a casino netWork environment that can process 
communication With a large number of remote players While 
maintaining the security to ensure proper results are 
achieved for both the players and the casino. This embodi 
ment includes netWork manager 602 as the portal through 
Which remote players access the casino environment over 
netWork 604. HoWever, instead of reporting communica 
tions to a shared memory as illustrated in FIG. 6, netWork 
manager 602 acts an intermediary reporting each commu 
nication out to the ?rst level netWork 802 in the present 
embodiment. 

[0070] As illustrated, netWork manager includes a secure 
socket layer 804 to provide players a secure environment to 
transfer account and Wager information over netWork 604. 
The use of secure socket layer 804 is common in the art of 
netWork communications and Will not be further discussed 
herein. NetWork manager 602 may include data storage 
space for retaining a record of the communication traf?c 
With each remote player in a list log ?le (not shoWn). 

[0071] Although not illustrated, netWork manager 602 
may comprise a plurality of computer server systems con 
?gured to balance the number of players on each system. 
Further, netWork manager may include a plurality of redun 
dant computer servers con?gured to operate in tandem so as 
to provide a high degree of fault tolerance and reliability. 

[0072] On the casino environment side, netWork manager 
602 communicates over netWork 802 through a secure 
socket layer and ?reWall 806 to maXimiZe secure commu 
nications With backend manager 608, ?oor managers 808 
and video manager 810. In the preferred embodiment, 
backend manager 608, ?oor managers 808 and video man 
ager 810 are each provided With a ?reWall and means for 
establishing a secure socket layer 812. Floor managers 808 
and video managers need not be physically present in a 
single casino. Rather, each ?oor manager 808 may consist of 
a plurality of games of chance at a particular casino With a 
plurality of casinos coupled together by the netWorks. 

[0073] When netWork manager 602 receives communica 
tion from a remote user, the information is transmitted to the 
backend manager 608 and ?oor managers 808. Backend 
manager 608 generates a log ?le maintained on a storage 
area netWork (SAN) 814 of every message sent by netWork 
manager 608 to one or both of the ?oor managers 808. 
Further, backend manager 608 also maintains a copy of 
every message sent by ?oor managers 808 to netWork 
manager 608. As in the embodiment of FIG. 6, backend 
manager 608 maintains a set of rules, stored on SAN 814 so 
that When either netWork manager or ?oor managers 808 
detect a problem, backend manager 608 may resolve the 
problem in real-time in accordance With the rules. 

[0074] Video manager 810 is a computer server system 
dedicated to managing the stream of video data captured by 
a plurality of video cameras (not shoWn) distributed 
throughout the casino environment. Typically, video data is 
saved to a tape backup system 816 associated With video 
manager 810. It Will be appreciated that the video data Will 
include the ambient noise of the casino environment 
although some video data may be associated With a speci?c 
microphone (not shoWn) positioned to capture audio asso 
ciated With a speci?c dealer or casino employee. Video 
manager 810 also transmits video data to ?oor managers 
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Where segments of video data are selectively stored on 
SAN s 818 and 820 and matched With Wagers placed by each 
remote player. 

[0075] Floor managers are responsible for conveying 
communications from netWork manager 602 to a selected 
game of chance associated With one of a plurality of pit 
managers 624A-624F. When a result is available from the 
selected game of chance, the respective pit manager trans 
fers the result to the respective ?oor manager Where it is 
associated With one or a plurality of the video data provided 
by video manager 810. The result and the video data are 
provided to netWork manager 602 for transmission to the 
remote players. In some embodiments, Where communica 
tions bandWidth limits the ability to transmit video data in 
real time Without buffering, the results may be transferred 
Without the video data. The video data may be transmitted at 
the maximum rate together With a displayable Warning that 
the video is not real-time and that the remote player should 
not depend on the video data to determine the rate of play at 
a selected game of chance. In one preferred embodiment, the 
video Warning is a video overlay displayed in combination 
With the video data at the remote player’s video display. 

[0076] Although not shoWn in FIG. 8, it is to be under 
stood that each pit manager communicates With a plurality 
of table controllers. The actual number of table controllers 
reporting to a particular pit manager depends on many 
engineering factors and Will vary from casino to casino. By 
Way of illustration, the number of tables that a pit manager 
can interface With depends on (but is not limited to) the 
number of players at each table, the rate of play, the number 
of unique Wagers that must be processed for each play, the 
communication bandWidth, the response rate of remote 
players and the processing capability of the table controller 
and the pit manager. 

[0077] Rules engines 826 comprise an executable module 
of computer code executed by ?oor manager 808 in response 
to speci?c operational circumstances. For example, When 
play at a table requires a response from a remote player that 
has not arrived at netWork manager 602 Within a predeter 
mined time period, ?oor manager 808 invokes the rules 
engine 826. Rules engine 826 accepts status input from the 
pit manager associated With the table, communication status 
from the netWork manager and the average response time for 
the remote player on a historical basis. Rules engine 826 
determines hoW to proceed, using the available status infor 
mation. For example, in some circumstances, the Wager may 
be WithdraWn and the remote player is ?agged as being 
inactive. In other circumstances, the rules engine may com 
plete play for the remote player using a set of “house rules” 
that dictate the response in the player’s absence. Each player 
may be associated With a personaliZed set of rules based on 
their individual preference. By Way of example, if the 
remote player is non-responsive in a game of black jack, the 
rules engine may be invoked to determine Whether to accept 
an additional card, double doWn, or stand With the current 
cards. The decision may be based on the player’s cards and 
the dealer’s up card. The rules engine may select a manner 
of completing play that is dependant on many factors, such 
as the siZe of the remote player’s stake, the siZe of the 
current Wager, the recent result history or other individual 
iZed criteria. 

[0078] One signi?cant advantage of enabling the rules 
engine is that a remote player may remotely place Wagers on 
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more than one game of chance Without having to remain 
accessible for providing intermediate instructions. Another 
signi?cant advantage arises from the ability of a remote 
player to quickly transfer instructions to a selected ?oor 
manager to place Wagers for a sequence of plays at one or 
more games of chance and then log off prior to the start of 
the individual games. At a subsequent time, the remote 
player may return and request the ?oor manager to display 
the results, including a video replay of one or more selected 
games. 

[0079] The embodiment FIG. 8 may further include a 
casino netWork control manager 828. NetWork control cen 
ter 828 is responsible for system administration functions 
associated With the netWorks 802 and 822 Within the casino 
environment. Speci?cally, each active table controller must 
register With its assigned pit manager prior to operation. 
Each pit manager then informs netWork control center 828, 
netWork manager 602, backend manger 608 and the respec 
tive ?oor manager. NetWork control center provides the 
capability to instruct netWork manager to assign neW players 
to a speci?c table or tables so as to spread the number of 
players over a larger number of tables. Further netWork 
manger continuously monitors netWork and system load 
factors to minimiZe loading on a particular ?oor manager or 
pit manager. Load balancing enables the casino to spread the 
risk associated With having a disproportionate number of 
players at a single table. NetWork control center may also 
monitor the total value of the Wagers (or average Wager 
value) to determine if the players at a particular table are 
betting at a rate that approaches the casino’s upper limit. 
Again, if the Wagered amount is too high at one table, 
netWork control center may instruct netWork manager and 
the ?oor managers to restrict entry of neW players to that 
particular table. 

[0080] Refer noW to FIG. 9A Where one embodiment of 
a database 900 associated With the casino environment of the 
present invention is illustrated. More particularly, the data 
base is preferably maintained With either the backend man 
ager or the netWork control center depending on the alloca 
tion of computer resources for the various tasks. In one 
embodiment, database 900 is maintained on SAN 814 and 
shared among netWork control center 828, ?oor managers 
808 and backend manager 608. In alternative embodiment, 
database 900 may be distributed among SANs 814, 818 and 
820 in a redundant manner so that loss of access to one SAN 

permits continued operation. 

[0081] Database 900 comprises data 902 associated With 
each player, Whether remote or local, data 904 associated 
With each play of each game of chance at every active table, 
performance monitoring data 906, statistical data collection 
and analysis associated With games played over a period of 
time 908, data made available to national, state and internal 
regulators 910 and video library 912. 

[0082] Data 902 includes a Player ID to uniquely identify 
each player. Personalized data associated With each Player 
ID includes personal information such as name, address and 
age. Data 902 includes casino credit information Which may 
include player deposits or may be based on the casino’s 
historical association With the player or on the player’s 
credit information obtained from a third party ?nancial 
institution by Way of a credit card charge or bank draft. With 
this information, casino may selectively provide a player 
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With a credit line during the course of play. Data 902 also 
includes a rating factor assigned by the casino to identify its 
valuable repeat customers. 

[0083] For each player, personalization information is 
collected and retained as a part of data 902 so that the casino 
Will knoW the player’s preferences in terms of promotional 
interests or in the particular games of chance that he or she 
likes to play. Personalization information also includes a set 
of instructions that are invoked by the rules engine to 
generate gaming results should the player be unable to 
participate. Personalization information is collected either 
on-line using a pro?le form collected from each player or 
information derived by analyzing the player’s play over a 
period of time. 

[0084] Data 902 may also include a historical summary of 
each visit the player has made to the casino, either in person 
or by using the IGS such as described herein. Historical 
information includes data indicative of the player’s average 
rate of play for each game of chance and for each visit. 

[0085] Data 902 further includes a stake for each player. 
This amount Will increase or decrease as the player partici 
pates in one or more games of chance. When a Wager is 
placed, a portion of the stake must be allocated to cover the 
Wager in the event of a loss. A Wager list is maintained to 
trace each Wager place, the game ID and the result. Winning 
Wagers are credited to the stake and losing Wagers are 
deducted therefrom. It Will be apparent to one familiar With 
database management that data 902 Will include the above 
described information associated With literally millions of 
individual players. 

[0086] Data 904 includes a Game ID to uniquely identify 
each game played at a particular smart table 112. Data also 
includes a table ID that relates to a speci?c table controller. 
Data 904 further includes the pit ID and the ?oor manager 
ID associated With the table ID. This information is useful in 
managing loading information and for reconstructing 
Wagers placed for each play of a game. Data 904 further 
includes a casino ID because it is possible that a remote 
player could enter the casino environment at a ?rst casino 
and then transfer to a second casino to play at a different 
table. The casino ID is useful to determine revenue alloca 
tion When a remote player at one casino places a bet at 
another casino. 

[0087] Game Status data indicates the current status of the 
play of the game of chance at the related table controller. 
Network manager determines if Wagers may be placed on 
the neXt to occur game of chance using this data in real-time. 
For eXample, if the game status is currently “Waiting for 
Next Game” then Wagers may be accepted. If the game 
status is “Play In Progress” then neW Wagers Will be held for 
the neXt to occur game. 

[0088] In order to track the ef?ciency of casino staff 
associated With each play of the game of chance. Speci? 
cally, a dealer ID and a Pit ID are stored as a part of data 904 
together With Players IDs for both the physical and remote 
players. For each player, an available stake and Wager 
amount is also associated With each game ID. The stake 
amount must be veri?ed prior to each Wager being accepted 
because the player may be playing at more than one game of 
chance. 

[0089] Performance monitor data 906 comprises data use 
ful for managing casino operations. More speci?cally, data 
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906 includes casino staff member IDs, an average rate of 
play rating for the staff members conducting the game of 
chance, for example, the dealers, bankers, croupier, pit 
bosses, a summary of hoW Well the casino staff conducts the 
game and the number of players served at the table. A 
portion of the performance monitor data 906 includes infor 
mation that is useful for providing a high level of customer 
service, such as ef?ciently approving and providing casino 
comps, and for marketing neW games and services to the 
players. Finally, performance monitor data 906 also includes 
real-time accounting information that is useful for determin 
ing pro?t or loss for each table for each game or for a period 
of time. 

[0090] The data retained in database 900 represents com 
prehensive ?ne grain statistical data that enables the casino 
to drill doWn to obtain complete perspective of casino 
operations in real-time including the average response time 
of dealers and players. Alternatively, the collected informa 
tion enables a broader perspective for re?ning casino opera 
tions based on a complete set of data. The data in database 
900 is useful for verifying that both casino staff members 
and the players properly conduct the games of chance. 
NetWork control manager 828 can set alarm points indica 
tive of potential fraudulent conditions and link to corre 
sponding video clips so that casino security can match 
statistical data With the relevant video images. 

[0091] The data retained in database 900 provides gov 
ernmental regulators and internal casino security staff an 
improved perspective on the conduct of each game of 
chance, detection of illegal strategies and identi?cation of 
suspicious players. 
[0092] In FIG. 9B, a network map 912 is illustrated. The 
netWork map is useful for load balancing and game moni 
toring. The map provides an address for each table on the 
netWork as illustrated in column “Address Map”914. For 
eXample, there is a table referred to as T1 that is associated 
With pit manager P2 and ?oor manager F1. There are three 
additional tables T2, T3 and T4 that are also associated With 
pit manager P2. Further, as illustrated in map 912, there are 
three tables associated With pit manager P1 and ?oor man 
ager F2. Floor manager F2 may be at a second casino 
physical remote from the casino Where ?oor manager F1 is 
located. In addition, a plurality of additional tables, repre 
sented as Tn, is illustrated as being associated With pit 
manager Pm and ?oor manager FX. 

[0093] In column “Table Status”916, the status of each 
table is maintained. As illustrated, table T1P2F1 is an active 
table, Which means that it is currently conducting a casino 
game such as Blackjack. Other tables, such as T4P2F1, 
T2P1F2 and TnPmF2, are also active. The netWork map 912 
also denotes that some tables, such as T2P2F1, T3P2F1, 
T1P1F2 and TnPmFX, are inactive, Which means that these 
tables are not presently available for play. 

[0094] With respect to the active tables, the “Player Sta 
tus”918 column denotes the players currently playing at a 
table. By Way of illustration, at table T1 P2F1 there are 
currently ?ve players, p1-ID-L, p2-ID-R, p3-ID-R, p4-ID-R 
and pS-ID-L Where p1 denotes a player, the ID denotes a 
unique player identi?cation code, and the letter R or L 
denotes Whether the player is a remote or local player. For 
each player, a Wager is denoted in the “Wager”920 column. 
Further, each Wager is associated With a time stamp as 












