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(57) ABSTRACT 

Method and apparatus employed by an amusement gaming 
system for setting up a game for one or a plurality of players 
including controlling a numbers of factors such as regulating 
rate of play, betting limits, providing advertising matter, 
creating a tournament, to name just a feW. The system 
typically includes a plurality of player stations each having 
a display and user interface controls communicating With a 
central controller for storing and accumulating data such as 
the aforementioned factors as Well as player pro?les and 
players history of prior individual and tournament play. 
Table and/ or community displays are provided for entertain 
ment and ease of vieWing by both players and spectators. 
Players’ displays are limited to displaying only items spe 
ci?c to the player at that player station. Formulas are stored 
by the controller for determining player aWards. The regu 
lation of play is automatic With the option of adjusting 
factors affecting play under control of a system manager. 
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AMUSEMENT GAMING SYSTEM 

CROSS REFERENCE TO RELATED 

APPLICATION(S) 
[0001] This application is a claims the bene?t of US. 
provisional application No. 60/793,851 ?led on Apr. 21, 
2006, Which is incorporated by reference as if fully set forth. 

FIELD OF INVENTION 

[0002] The present invention relates to electronic gaming 
methods and systems and more particularly relates to 
method and apparatus for controlling, modifying and pre 
senting multiple games, players and tournaments automati 
cally or under control of operator and/or player inputs or a 
combination thereof. 

BACKGROUND 

[0003] Computer-based electronic games have existed for 
many years and have typically appeared as single user 
terminals With the computer acting as the “house.” More 
recently, electronic gaming tables have also been developed, 
including electronic poker tables in Which a computer is 
used to manage a game betWeen the participants at the table. 
Internet gambling systems have also been developed in 
Which users from anyWhere in the World can join in a virtual 
poker table and participate in a game for points or money, as 
dictated by appropriate local, state and international laWs 
and regulations. 

[0004] As interest in electronic forms of card games has 
groWn, a need for a amusement gaming system that alloWs 
players to play various games (Which may or may not 
involve cards) and interact Without the need for cards, chips, 
or other gaming implements, Wherein players operate the 
gaming table much like standard arcade games, has devel 
oped. 

[0005] BRIEF DESCRIPTION OF THE DRAWING(S) 

[0006] The foregoing summary, as Well as the folloWing 
detailed description of preferred embodiments of the inven 
tion, Will be better understood When read in conjunction With 
the appended draWings. For the purpose of illustrating the 
invention, there is shoWn in the draWings embodiments 
Which are presently preferred. It should be understood, 
hoWever, that the invention is not limited to the precise 
arrangements and instrumentalities shoWn. 

[0007] In the DraWings: 

[0008] FIG. 1 is diagram of an amusement gaming system 
in accordance With one embodiment of the present inven 
tion; 
[0009] FIG. 2 is a use case diagram of the amusement 
gaming system of FIG. 1; 

[0010] FIG. 3 is a class diagram for player, game, rules, 
and tournament classes for the amusement gaming system of 
FIG. 1; 

[0011] FIG. 4 is a class and subclass diagram for deter 
mining the rate of play for the amusement gaming system of 
FIG. 1; 

[0012] FIG. 5 is an activity diagram for the set rate use 
case for the amusement gaming system of FIG. 1; 
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[0013] FIG. 6 is an activity diagram for the debit aWard 
points use case for the amusement gaming system of FIG. 1; 

[0014] FIG. 7 is an activity diagram for a select sponsor 
use case for the amusement gaming system of FIG. 1; 

[0015] FIG. 8 is an activity diagram for an establish 
inter-establishment tournament use case for the amusement 

gaming system of FIG. 1; 

[0016] FIG. 9 is an example of a Graphical User Interface 
(GUI) shoWing a title/opening screen for use With the 
amusement gaming system of FIG. 1; 

[0017] FIG. 10 is an example of a GUI shoWing a keypad 
interface screen for use With the amusement gaming system 
of FIG. 1; 

[0018] FIG. 11 is an example of a GUI shoWing a user 
interface/game screen for use With the amusement gaming 
system of FIG. 1; 

[0019] FIG. 12 is an example of a GUI shoWing an 
alternative embodiment of a keypad interface screen for use 
With the amusement gaming system of FIG. 1; 

[0020] FIG. 13 is an example of a GUI shoWing a last hand 
revieW screen for use With the amusement gaming system of 
FIG. 1; 

[0021] FIG. 14 is an example of a GUI shoWing a player 
option menu screen implemented in the amusement gaming 
system of FIG. 1; 

[0022] FIG. 15 is an example of a GUI shoWing an 
operator’s options menu screen for use With the amusement 
gaming system of FIG. 1; and 

[0023] FIG. 16 is an example of an electronic card table 
for use With the amusement gaming system of FIG. 1. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0024] Certain terminology is used herein for convenience 
only and is not to be taken as a limitation on the multiple 
embodiments of the present invention. In the draWings, the 
same reference letters are employed for designating the 
same elements throughout the several ?gures. 

[0025] The Words “right”, “left”, “loWer” and “upper” 
designate directions in the draWings to Which reference is 
made. The terminology includes the Words above speci? 
cally mentioned, derivatives thereof and Words of similar 
import. 
[0026] The folloWing description focuses on poker play 
ing games largely for amusement purposes; hoWever any of 
the principles described herein are not intended to be limited 
solely to amusement purposes and may be applied to gam 
bling systems generally, including those Where actual money 
is Wagered. Further, although the description generally 
describes multiple embodiments of the present invention as 
being used in conjunction With electronic poker tables, the 
embodiments described herein are also applicable to online 
gaming generally. Additionally, although examples are typi 
cally given in relation to the speci?c poker game of Texas 
Hold’em, the principles described herein may be applied to 
many types of poker including but not limited to, Omaha 
Style, Three Card Stud, Five Card DraW, and any other type 
of poker generally knoWn in the art. Further, the multiple 
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embodiments of the present method and system may be 
extended to other card games and other games generally. 

[0027] FIG. 1 depicts an amusement gaming system 10 
according to one embodiment of the present invention. 
Referring to FIG. 1, the amusement gaming system 10 is 
implemented at and betWeen multiple establishments 14, 16, 
18, including but not limited to restaurants, bars, social 
clubs, arcades, activity centers, casinos, residences, busi 
nesses and any other place people meet or gather. Although 
the amusement gaming system 10 in FIG. 1 is shoWn as 
being implemented in multiple establishments, in one 
embodiment, it is implemented Within or around a single 
establishment or multiple establishments. 

[0028] In FIG. 1 establishment 14 and establishment 18 
are shoWn located in the same political or legal jurisdiction, 
Whereas establishment 16 is located across a jurisdictional 
border 28. Because different jurisdictions may have different 
rules concerning gambling and the reWards that may be 
given to players, the amusement gaming system 10 includes 
a rules database for moderating the rules of the game in 
particular locations (that may be in different jurisdictions) 
and/or moderating the interaction betWeen different loca 
tions (the establishments 14, 16, 18). The rules database and 
the features related thereto are described beloW With refer 
ence to FIG. 3. For example, establishment 14 might be in 
a jurisdiction Where gambling is illegal and therefore the 
amusement gaming system 10 Would function as an amuse 
ment device, Whereas Establishment 16, located across 
jurisdictional border 28, may be in a jurisdiction Where 
gambling is legal. Thus, the amusement gaming system 10 
alloWs players at establishment 16 to gamble With money, 
Whereas players at establishment 14 Will only be alloWed to 
play for amusement. The amusement gaming system 10 
regulates the game played at both of these establishments 14 
and 16 and alloWs them to compete against each other in one 
larger tournament. 

[0029] Each establishment 14, 16, 18 has a table 12 or 
multiple tables 12 and a public display 21 associated With 
the establishment. The tables 12 and the public display 21 
Work in conjunction to display aspects of the game being 
played on the amusement gaming system 10. The public 
display 21 is oriented to display information and/or images 
related to the game to people in the vicinity of the table 12. 
In one embodiment the public display 21 is mounted on the 
Wall. Alternatively, the public display 21 hangs from the 
ceiling. Those skilled in the art Will appreciate that the public 
display 21 may be positioned in many possible Ways. Atable 
12 includes player locations 11 for players to sit at and play. 
Referring to FIG. 16, player locations 11 each have an 
individual display 15 that is built into the table. Alterna 
tively, the individual displays 15 may be removable, mov 
able, or independent of the table 12. Also, in the center of the 
table 12 is a community display 17 for displaying commu 
nity information, Which is information concerning aspects of 
the game that must be displayed to all players. For example, 
in the game of Texas Hold’em poker, community informa 
tion includes, but is not limited to, the ?op, the turn, the 
river, the amount of money in the pot. The tabletop 13 alloWs 
players to rest drinks or food at the table. In one embodi 
ment, the area of the tabletop 13 is larger than that shoWn in 
FIG. 16 so that players have additional room for food and 
beverages. 
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[0030] The individual displays 15 need not all be the same 
type and/or siZe. Preferably, the individual displays 15 are 
embedded Within the table 12, such that all or a signi?cant 
portion of the individual displays 15 are beloW the tabletop 
13 of the table 12. As shoWn in FIG. 16, the individual 
displays 15 are preferably angled, such that the upper 
surfaces thereof slope doWnWardly and outWardly toWard 
the outer edge of the table 12. Such a con?guration helps to 
ensure that only the player at that particular seat is able to 
vieW the content displayed on the corresponding individual 
display 15. In another embodiment, the upper surface of the 
individual displays 15 is even or ?ush With the tabletop 13 
of the table 12. In yet another embodiment, the upper surface 
of the individual displays 15 resides completely beloW the 
tabletop 13 of the table 12. A player uses the individual 
display 15 at his designated seat to vieW, folloW, participate 
and otherWise interact With game play at the table 12. 

[0031] The three types of displays, the public display 21, 
the community display 17, and the individual displays 15, 
each have Graphical User Interfaces (GUIs) associated 
thereWith. The setup of the GUIs for these screens is 
controlled by establishment oWners, at least so that adver 
tising opportunities are maximiZed. Alternatively, the 
amusement gaming system 10 alloWs users to customiZe 
their individual displays 15, but not the community display 
17, or the public display 21. Associated With each of the 
individual displays 15 at table 12 is an input device 19, such 
as a touch screen mechanism. In another embodiment the 
input device 19 is a keyboard, mouse or rollerball (not 
shoWn). Those skilled in the art Will recogniZe that there are 
many possible input devices that are suitable for use With the 
amusement gaming system 10. 

[0032] FIGS. 9-14 depict various GUIs With Which alloWs 
the user to interact With the amusement gaming system 10. 
The features of the GUIs associated With the individual 
displays 15 are described in greater detail beloW. Although 
the amusement gaming system 10 is described in terms of a 
tabletop 13 that contains multiple screens, a single continu 
ous display could be utiliZed as could a variety of other 
displays knoWn to those skilled in the art. That is, the 
tabletop 13, the community display 17, and the individual 
displays 15 could all be replaced by a continuous display 
that displays the appropriate aspects of the game to the 
corresponding players. One advantage that a single continu 
ous display offers is that the animation of the movement of 
chips and cards is continuous. As such, there are no breaks 
in the animated travel of a chip due to the end of one screen 
and the beginning of another. 

[0033] The public display 21 displays images of indi 
vidual players so that remote players may attempt to “read” 
their opponent’s expressions. Alternatively, the individual 
displays 15 or the community display displays images of 
individual players. In one embodiment, players control the 
player that is displayed on their individual display 15. For 
example, in the game of poker or other card games, it may 
be desirable to analyZe or observe a player’s facial expres 
sions, mannerisms, or other indirect indications to establish 
a guess as to What cards that players holds. Alternatively, the 
public display 21 is also used to display the current game to 
others individuals in the establishment. When displaying a 
game, the public display 21 offers a form of entertainment 
to establishments 14, 16, and 18. Alternatively, the public 
display 21 displays information concerning seats available 



US 2008/0026827 A1 

in particular games. Additionally, it may display directions 
to participants of a tournament concerning What seat at What 
table a particular participate should go to continue their 
participation in a tournament. 

[0034] As shoWn in FIG. 1, establishment 14 and estab 
lishment 18 contain more than one table 12. The tables 
Within each establishment 14, 18 are connected via an 
intranet 20 or other local network or electronic exchange 
mechanism. In order to facilitate multi-establishment gam 
ing, the establishments 14, 16, 18 are connected to the 
Internet 26 or other network or electronic exchange mecha 
nism. In establishments 14 and 18 the tables 12 are con 
nected via the intranet 20 to a server 22. The server 22 is 
connected to the Internet 26. In one embodiment it is not 
necessary to include the server 22 and the intranet 20; tables 
12 are independently connected to the Internet 26 and 
communicate With each other through that medium. 
Although tables 12 are shoWn as being hardWired to the 
intranet 20 and Internet 26, respectively, in one embodiment 
the tables 12 use a Wireless or Bluetooth connection to 
communicate With each other and/ or connect to the Internet 
26 or intranet 20. Those skilled in the are Will appreciate that 
the amusement gaming system 10 may use a multitude of 
other methods of communication among and betWeen tables 
12. 

[0035] By connecting multiple tables 12 via the intranet 20 
and/or the Internet 26, tournaments can be organized 
betWeen different tables Within the same establishment or in 
multiple establishments. Further, players are not limited to 
playing With those players at their table; a game may be 
formed to include players seated at many different tables. 
Since a game need not only include players seated at a 
particular table, When limited players are available at one 
establishment, players from another establishment may be 
netWorked in to form a game. For instance, if during a sloW 
period there are only ?ve players at establishment 14 and 
there are ?ve players at establishment 18, all the players may 
all participate in the same game, forming a ten-person table. 
The Internet 26 or other electronic exchange mechanism 
alloWs for large tournaments to be played, bringing players 
together from many different locals. As shoWn in FIG. 1, the 
amusement gaming system 10 alloWs for different establish 
ments 14, 16, 18 to compete against each other in an 
integrated tournament. 

[0036] The amusement gaming system 10 has at least four 
modes of operation in respect to the organization of games. 
An example of the ?rst mode of operation of the amusement 
gaming system 10 is a single game Where all players in the 
game are playing at the same table: single game, single table 
mode. Another mode of operation is a single game, multiple 
table mode. In this mode a single game is played, hoWever, 
not all players are at the same table; the games are either at 
different tables in the same establishment or at different 
tables in different establishments. Another mode of opera 
tion is a tournament, single establishment mode. In this 
mode of operation a tournament is organized in a single 
establishment. The tournament involves multiple tables and 
a certain number of players from each table advance depend 
ing on the setup of the tournament. Alternatively, the tour 
nament only involves one table in an establishment and 
players take turns using the table. An additional mode of 
operation is a tournament, multiple establishment mode. In 
this mode, players play and advance at the establishment at 
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Which they are located until there are no longer enough 
players remaining at that establishment to ?ll an entire table. 
Players from multiple establishments play in the same 
games until a Winner (or Winners) is (are) determined. 
Alternatively, it is not necessary for players to only play 
against players located at their establishment in the early 
rounds; games may be organized to include people from 
multiple establishments at every stage of the tournament. 

[0037] FIG. 2 illustrates a Uni?ed Modeling Language 
(“UML”) use-case diagram for the amusement gaming sys 
tem 10 and associated systems and actors in accordance With 
the present method and system. UML can be used to model 
and/or describe methods and systems and provide the basis 
for better understanding their functionality and internal 
operation as Well as describing interfaces With external 
components, systems and people using standardized nota 
tion. When used herein, UML diagrams including, but not 
limited to, use case diagrams, class diagrams and activity 
diagrams, are meant to serve as an aid in describing the 
present method and system, but do not constrain its imple 
mentation to any particular hardWare or softWare embodi 
ments. Unless otherWise noted, the notation used With 
respect to the UML diagrams contained herein is consistent 
With the UML 2.0 speci?cation or variants thereof and is 
understood by those skilled in the art. 

[0038] Referring noW to FIG. 2, the amusement gaming 
system 10 alloWs for the play of multiple players 40, 42, 44, 
46. Those skilled in the art Will understand that the number 
of players is only limited by the number of players available. 

[0039] The amusement gaming system 10 includes an 
activate game use case 48 that alloWs players 40, 42, 44, 46 
to activate a game on the amusement gaming system 10. The 
activate game use case 48 includes a select game type use 
case 50. The select game type use case 50 alloWs players 40, 
42, 44, 46 to select the particular type of game they Want to 
play. For example, players may choose to participate in a 
game organized under one of the multiple modes of opera 
tion of the amusement gaming system 10, or may choose a 
particular card game, including but not limited to, Texas 
Hold’em, Five Card Stud, Omaha Hold’ em, seven card stud, 
seven card high-loW stud, razz, etc. An example of a 
Graphical User Interface (GUI) employed by the select 
game use case 50 is a title/opening screen 500 depicted in 
FIG. 9. The activate game use case 48 may utilize a keypad 
interface screen 540 such as that shoWn in FIG. 10 to obtain 
the number of players desired in a player formed game, 
player names, and loyalty card numbers, discussed in greater 
detail beloW. 

[0040] Further, the select game type use case 50 includes 
a pay fee use case 52. Settings related to the pay fee use case 
are stored in a cost of pay class 174, shoWn in FIG. 4. The 
pay fee use case 52 collects money from players 40, 42, 44, 
46 and the amusement gaming system 10 issues the players 
40, 42, 44, 46 virtual chips (that have no cash value). 
Alternatively, if used for gambling, the amusement gaming 
system 10 issues virtual chips equal to the value of the 
money deposited into the amusement gaming system 10 or 
debited from the player’s account (minus any possible fees). 
Games are preferably paid for using a recharge or debit card 
speci?c to the amusement gaming system 10. The amuse 
ment gaming system 10 alloWs players to recharge the card 
With cash and also contains the player loyalty number. Those 




























