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(57) ABSTRACT 

A host console and method for use With an electronic card 
table is disclosed. The electronic card table has plurality of 
electronic player interaction areas located around a periph 
ery of the table and a game computer. The game computer 
administers the electronic card table and is coupled to the 
plurality of electronic player interaction areas. The host 
console is connected to the game computer. The host console 
includes a host display, a host interface, and a host control 
ler. The host controller is coupled to the host display and the 
host interface and alloWs the host to replay a previous hand 
of an electronic card game. 
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SYSTEM AND METHOD FOR PROVIDING A 
HOST CONSOLE FOR REPLAYING A PREVIOUS 

HAND OF AN ELECTRONIC CARD GAME 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

[0001] The present application claims priority to US. 
Provisional Patent Application 60/683,810, ?led May 23, 
2005, and US. Provisional Patent Application (Ser. No. Not 
Available; Atty. Docket No. 60,667-091), both of Which are 
hereby incorporated by reference in their entirety. 

FIELD OF THE INVENTION 

[0002] The present invention relates generally to a system 
and method for providing host consoles features in a host 
console for use With an electronic card game. 

BACKGROUND OF THE INVENTION 

[0003] Gaming is an increasingly popular form of enter 
tainment. Games, particularly, games of chance and skill 
Where one or more players play and place Wagers on a 
desired and/ or predicted outcome can be played in a variety 
of Ways and in a variety of places, including at a casino or 
other venue or on the Internet. Of the various forms of games 
that are available for play, many utiliZe playing cards. Of 
these, poker is arguably the most popular. 

[0004] Traditionally, poker is played at a table With several 
players Wagering paper or coin money on a series of playing 
cards dealt from a deck of ?fty-two cards. This deck is 
comprised of four suits at thirteen cards per suit. This form 
of poker requires a human dealer to coordinate the game, 
including dealing, Wagering, folding, and the like. In 
“social” card games, especially poker, the players take turns 
acting as the dealer, but in licensed commercial gaming 
establishments, such as casinos, the dealer is typically a 
non-playing employee. Unfortunately, traditional poker is 
potentially prone to human dealer error. Moreover, human 
dealers in casino type establishments must be trained and 
paid a salary suf?cient to retain them. 

[0005] One alternative form of gaming, With particular 
reference to poker, has ?ourished on the internet. Internet 
gaming has become quite successful in that it provides many 
choices for the players. In particular, internet gaming is fast 
and convenient, With registration, betting and payouts avail 
able from almost any computer With internet access and With 
payments typically arranged via a credit card. Yet further, 
poker or other card games may also be provided by stand 
alone machines similar to slot machines. 

[0006] One major draWback of internet and stand-alone 
type games is the lack of the human element. Many people 
prefer to play poker against other players face-to-face, 
because of the drama associated With “live” gaming. 
Undoubtedly, an elevated level of competition exists When 
people compete directly against one another and face-to 
face. In gaming establishments, experienced players are 
trying to hone strategy and read other players’ intentions 
through their movements and style of play to be more 
competitive. 
[0007] The prior art includes electronic card tables or 
games Which utiliZe virtual card and/or chips. As With card 
games With a normal deck of cards, disagreements as to the 
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an action taken by one or more of the players and/or the dealt 
cards may arise. In a normal card game, the memories of the 
participants (players and dealer) must be relied on. Altema 
tively, if a video of the game has been captured, the video 
must be revieWed. This obviously sloWs or stops the game 
While the video is revieWed. With prior electronic card 
games, an quick, easy method of revieWing each action 
taken during a hand of the game is not provided. 

[0008] The present invention is aimed at one or more of 
the problems set forth above. 

SUMMARY OF THE INVENTION 

[0009] In a ?rst aspect of the present invention, a host 
console for use With an electronic card table is provided. The 
electronic card table has a playing surface, a plurality of 
electronic player interaction areas located around a periph 
ery of the table, and a game computer, Each electronic player 
interaction area provides a player interface for interaction 
With one of the players. The game computer administers one 
or more hands of an electronic card game on the table and 
is coupled to the plurality of electronic player interaction 
areas. The host console includes a host display for display 
ing information to a host, a host user interface for receiving 
host input, and a host controller coupled to the host display 
and the host user interface for replaying a previous hand of 
the electronic card game in response to host input. 

[0010] In a second aspect of the present invention, a 
method for providing information to a host related to an 
electronic card table is provided. The electronic card table 
includes a plurality of electronic player interaction areas and 
a game computer. Each electronic player interaction area 
provides a player interface for interaction With a player. The 
game computer provides an electronic card game to the 
players. The method includes the steps of providing a host 
console coupled to the electronic poker table, receiving 
information from the host via a user interface of the host 
console, and replaying a previous hand of the electronic card 
game in response to user input. 

[0011] In a third aspect of the present invention, a system 
for providing an electronic card game to a plurality of 
players is provided. The system includes an electronic card 
table having a table top With a playing surface, a plurality of 
electronic player interaction areas located around a periph 
ery of the table top and a game computer. Each electronic 
player interaction area provides a player interface for inter 
action With one of the players. The game computer is 
coupled to the plurality of electronic player interaction areas 
for administering a plurality of hands of an electronic card 
game. The system further includes a host console coupled to 
the game computer for replaying a previous hand of the 
electronic card game in response to host input. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0012] Other advantages of the present invention Will be 
readily appreciated as the same becomes better understood 
by reference to the folloWing detailed description When 
considered in connection With the accompanying draWings 
Wherein: 

[0013] FIG. 1 is a diagrammatic illustration of a gaming 
system embodying the present invention and in a casino 
environment; 
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[0014] FIG. 2 is a perspective vieW of an electronic poker 
table of the gaming system; 

[0015] FIG. 3 is a top vieW of the electronic poker table 
of FIG. 2; 

[0016] FIG. 4 is a front and back vieW of an electronic 
playing card; 
[0017] FIG. 5 is a plan vieW of a player interface of an 
electronic player interaction area of the system With hole 
cards of the electronic playing cards hidden; 

[0018] FIG. 6 is a plan vieW of the player interface of 
FIG. 5 With the hole cards revealed; 

[0019] FIG. 7 is a partial block diagram of the gaming 
system associated With one poker table; 

[0020] FIG. 8 is a partial block diagram of the gaming 
system associated With a plurality of poker tables; 

[0021] FIG. 9 is a perspective vieW of the electronic 
player interaction area in a module form With headphones; 

[0022] FIG. 10 is a perspective vieW of a modi?ed elec 
tronic player interaction area embodied in a hand-held 
module With headphones; 

[0023] FIG. 11 is a block diagram of softWare components 
of the gaming system; 

[0024] FIG. 12 is a simpli?ed block diagram of the 
gaming system; 

[0025] FIG. 13 is a block diagram of the gaming system 
With a host console; 

[0026] FIG. 14 is a How diagram of a method of operating 
the gaming system; 

[0027] FIG. 15 is a ?rst table tab image displayed on a 
video screen of the host console; 

[0028] FIG. 16 is a second table tab image displayed on 
the video screen of the host console; 

[0029] FIG. 17 is a third table tab image displayed on the 
video screen of the host console; 

[0030] FIG. 18 is a fourth table tab image displayed on the 
video screen of the host console; 

[0031] FIG. 19 is a ?fth table tab image displayed on the 
video screen of the host console; 

[0032] FIG. 20 is a hand dialog displayed on the video 
screen of the host console; 

[0033] FIG. 21 is a minutes dialog displayed on the video 
screen of the host console; 

[0034] FIG. 22 is a sixth table tab image displayed on the 
video screen of the host console; 

[0035] FIG. 23 is a seventh table tab image displayed on 
the video screen of the host console; 

[0036] FIG. 24 is an eighth table tab image displayed on 
the video screen of the host console; 

[0037] FIG. 25 is a ninth table tab image displayed on the 
video screen of the host console; 

[0038] FIG. 26 is a tenth table tab image displayed on the 
video screen of the host console; 
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[0039] FIG. 27 is an eleventh table tab image displayed on 
the video screen of the host console; 

[0040] FIG. 28 is a ?rst Wait list tab image displayed on 
the video screen of the host console; 

[0041] FIG. 29 is a tWelfth table tab image displayed on 
the video screen of the host console; 

[0042] FIG. 30 is an account number dialog displayed on 
the video screen of the host console; 

[0043] FIG. 31 is a time limit dialog displayed on the 
video screen of the host console; 

[0044] FIG. 32 is a tournament chop page image dis 
played on the video screen of the host console; and, 

[0045] FIG. 33 is a replay hand dialog, according to an 
embodiment of the present invention. 

DETAILED DESCRIPTION OF INVENTION 

[0046] In the illustrated embodiment and as best shoWn in 
FIGS. 1-4, an electronic gaming system 10 and method of 
operation embodies the present invention. The system 10 
utiliZes electronic cards 76 or electronic chips and electronic 
playing cards 76 to provide an automated card game for play 
by one or more players. It should be noted that the descrip 
tion that folloWs is directed toWards a gaming system 10 
Which utiliZes electronic cards and chips (for Wagering). 
However, the system 10 may also provide a non-Wagering 
(Without electronic chips) automated card game. Preferably, 
a human dealer is not required, thus the system 10 handles 
all dealer functions. For the purposes of illustration, the 
system Will be described as applied to an electronic poker 
game knoWn as Texas Hold’em. HoWever, the present inven 
tion is not limited to any particular card game. 

I. The Game 

[0047] Referring to FIGS. 3-6, in Texas Hold’em, each 
player at an electronic gaming or poker table 18 is elec 
tronically dealt a number of cards, e.g., tWo cards, face 
doWn. These are knoWn as a player’s “hole” cards 28 and are 
generally placed directly in front of the respective players. 
A number of cards, e.g., three or ?ve, are dealt face-up and 
displayed in a common display area 26. These are knoWn as 
the common cards 30. A player’s hand, thus, consists of the 
player’s hole cards 28 and the common cards 30. At the end 
of play of a particular hand, Whichever player holds the 
highest poker hand is the Winner of that round or hand of 
poker. 

[0048] The electronic playing cards 76 may be used in any 
sort of electronic card game, and even in such games Where 
the player chooses When to reveal their hole cards 28 to 
themselves or to the other players. The electronic poker 
tables 18 are preferably capable of playing any variety of 
card games. Each card game, Whether poker or otherWise, 
Will generally have its oWn set of rules, including the 
number of cards, hoW the cards are dealt, the number of 
betting rounds, the structure of permissible Wagers, and the 
like. Thus, While the present invention may be described 
beloW in the context of an electronic poker game (and more 
speci?cally, With respect to a player’s hole cards 28 in a 
Hold’em style poker game), the present invention is not 
limited to such a card game. 
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[0049] Furthermore, the poker or card game can be a timed 
game, i.e., the player’s have a predetermined time period to 
complete each turn. For example, the player’s have a set 
period of one minute to complete each turn, or, the period of 
time may vary. For instance, the ?rst turn may have a period 
of completion of one minute, While the second turn may 
have a shorter or longer period of completion. During a 
given betting round, the players have a predetermined period 
of time to either fold, check, or make a Wager. If no action 
is taken during the predetermined time period, a default 
action is taken Where the player preferably must fold or 
check. Generally, the time period for response during a 
betting round Will decrease as the hand of the electronic 
poker game progresses. Parameters, such as the predeter 
mined time period for each betting round may be automati 
cally modi?ed by the system 10. 

[0050] More speci?c to the electronic playing cards 76, as 
best shoWn in FIG. 4, each card has visual image or 
graphical representation of a front side 76A and a back side 
76B. The back side 76B of each card 76 has an identical 
pattern or image such that the cards cannot be individually 
identi?ed With respect to any other card When vieWing the 
back side 76B. The electronic playing card 76 is typically 
one of a set or deck of standard playing cards. The deck may 
be a standard deck of ?fty-tWo cards, With each card having 
an individual designation. The designations have a ?rst 
component being assigned values of tWo through ACE, and 
the second component being four groupings or suits (hearts, 
diamonds, clubs, spades). The value and suit of each card is 
indicated on the front side 76A of each playing card 76. 

[0051] In a traditional card game With physical cards, the 
player’s hole cards are dealt “face-doWn” so that they are not 
revealed to any other player. The dealt player must then 
discretely vieW their oWn hole cards Without revealing them 
to other players. To do this, the player typically lifts the hole 
cards close to their bodies, fanning them out, and shielding 
them With their hands, so only the dealt player can see the 
front side of their cards. Alternatively, the dealt player may 
leave the cards face doWn on the table and lift one side or 
corner revealing at least a portion of the front side, While 
shielding the cards With their hands. Similarly, and With 
electronic hole cards 28 of cards 76 (as best shoWn in FIGS. 
5 and 6), lifting of the corners of the cards 28 can be 
computer simulated upon a triggering event initiated by the 
respective player. 

[0052] The image displayed on the back side 76B of the 
playing cards may be a logo, a random image (chosen from 
a set of predetermined images), or may be advertising 
directed at the player. The image may include a video or a 
cycling through of a set of predetermined images. Alterna 
tively, the image may be selectable by either a player or an 
employee of a casino 12. 

II. The Casino 

[0053] Referring to FIG. 1, the gaming system 10 is 
preferably situated in a gaming environment, such as a 
casino 12. Typically, the casino 12 is divided into specialiZed 
or designated areas such as a poker room or poker area 14 
each containing a plurality of tables 18, or ?ve tables as 
illustrated. The poker area 14 is often cordoned off by, for 
example, a railing 16. While the casino 12 is one example of 
an environment for the gaming system 10, the present 
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invention is not limited to any such location or environment 
and may also include a generally virtual casino environment 
and the like. 

III. The Table 

[0054] Referring to FIGS. 2-3, each table 18 has a table 
top 20 supported by at least one base 42 at ?oor level, and 
a plurality of substantially vertical legs 44 projecting 
betWeen the base 42 and the table top 20. The table top 20 
includes a playing surface 22 and a plurality of electronic 
player interaction areas (EPIA) 24 for in-part the display of 
the respective hole cards 28. Each table 18 seats a plurality 
of players, and for example and as illustrated, is preferably 
capable of seating a maximum of ten players, hence, each 
table includes ten EPIA’s 24A-24J and ten chairs 40 (see 
FIG. 1). For the game of Texas Hold’em, the table top 20 
also preferably includes one central or common display area 
(CDA) 26 for the display of the common cards 30. 

[0055] Although the EPIA’s 24 and CDA 26 are generally 
computer generated visual displays, thus authentic playing 
cards are not utiliZed, the electronic poker tables of the 
gaming system 10 are aesthetically designed to convey and 
retain the overall sense and ambience of a standard poker 
room With non-electrical poker tables. The playing surface 
area not taken up by the EPIA’s 24 and the CDA 26 is 
preferably covered in a traditional material such as felt 
having any variety of colors. Moreover, logos, game infor 
mation, or other information may be printed on the material. 
Alternatively, the EPIA’s 24 and the CDA 26 is a single 
display that covers a substantial portion or all of the table top 
20. The EPIA’s 24 and the CDA 26 can be set apart from the 
rest of the table top 20 by virtual or computer generated 
borders. The areas of the display around the EPIA’s 24 and 
the CDA 26 are preferably used to simulate the playing 
surface 22 of a standard poker table by, for example, 
providing an electronic image of a felt material. Further 
more, logos, game information, other information, adver 
tisements, announcements, pictures, videos, or other infor 
mation may be displayed and rotated, cycled, or shoWn for 
a limited period of time on the table top 20. 

IV. Electronic Player interaction Areas 

[0056] Referring to FIGS. 3 and 5-6, each EPIA 24 has a 
player interface 54 used to convey game information 
directly to a player assigned to the respective EPIA 24, and 
to effectuate interaction or input from the player to the 
system 10. Each EPIA 24 can be part of one large display 
monitor, such as a LCD or plasma monitor, that includes the 
CDA 26, or the EPIA’s preferably have separate and distinct 
monitors and computers netWorked together as required to 
play the game. The player interfaces 54 can be implemented 
on the table top 20 or in a module 34 (see FIG. 9). 
Alternatively, the player interface 54 may be implemented 
on a hand-held device 58, such as a personal data assistant 

(see FIG. 10). 

[0057] With reference to FIGS. 2 and 5-6, the player 
interface 54 of the EPIA 24 is preferably a touch-screen 
display. Each display 54 is preferably housed in respective 
modules 34. In one embodiment, each module 34 incorpo 
rates a fully-functional computer (not shoWn) and is thus 
easily removable and replaced from the poker table 18. The 
computer includes a processor capable of running an oper 
ating system, such as WindoWs XP or WindoWs CE, both 






















