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(57) ABSTRACT 

Techniques are disclosed for facilitating game state tracking 
of gaming activity conducted at a gaming system including a 
?rst live casino gaming table. In at least one embodiment, the 
system may be operable to: control a Wager-based game 
played at the ?rst gaming table; enable a ?rst active game 
session to be conducted at the ?rst gaming table; automati 
cally detect a ?rst table game state change event for triggering 
a change of state of the ?rst active game session; and auto 
matically update the state of the ?rst game session using at 
least a portion of information relating to the ?rst table game 
state change event. According to speci?c embodiments, the 
?rst table game state change event may include (or may 
correspond to) at least of the following events: an event relat 
ing to a ?rst player’s physical gestures or movements; an 
event relating to a ?rst casino employee’s physical gestures or 
movements; an event relating to the ?rst player’s verbal 
instructions; an event relating to a casino employee’s verbal 
instructions; and/or an event relating to Wagering activity 
Which occurs outside of o?icially designated Wagering Zones 
at the gaming table. In at least one embodiment, the ?rst table 
game state change event may be analyzed and/ or interpreted 
With respect to selected criteria, and the state of the ?rst game 
session may be automatically advanced (and/or updated) in 
response to the analysis and/or interpretation of the ?rst table 
game state change event. 
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AUTOMATED TECHNIQUES FOR TABLE 
GAME STATE TRACKING 

RELATED APPLICATION DATA 

[0001] The present application claims priority under 35 
U.S.C. § 119 to US. Provisional Application Ser. No. 60/986, 
507 (Attorney Docket No. IGTlP430CP/P-l256CPROV), 
naming Burrill et al. as inventors, entitled “AUTOMATED 
TECHNIQUES FOR TABLE GAME STATE TRACKING,” 
?led on Nov. 8, 2007, the entirety of Which is incorporated 
herein by reference in its entirety for all purposes. 
[0002] This application is a continuation-in-part, pursuant 
to the provisions of35 U.S.C. 120, ofprior US. patent appli 
cation Ser. No. ll/870,233 (Attorney Docket No. 
IGTlP430A/P-l256A) entitled “AUTOMATED DATA 
COLLECTION SYSTEM FOR CASINO TABLE GAME 
ENVIRONMENTS” by MOSER et al., ?led on Oct. 10,2007, 
Which claims bene?t 35 U.S.C. § 119 to US. Provisional 
Application Ser. No. 60/858,046 (Attorney Docket No. 
IGTlP430P/P-l256PROV), naming Moser, et al. as inven 
tors, and ?led Nov. 10, 2006. Each of these applications is 
incorporated herein by reference in its entirety for all pur 
poses. 
[0003] This application is a continuation-in-part, pursuant 
to the provisions of35 U.S.C. 120, ofprior US. patent appli 
cation Ser. No. II/ 515,184, (Attorney Docket No. 
IGTlP266A/P-l085A), by Nguyen et al., entitled “INTEL 
LIGENT CASINO GAMING TABLE AND SYSTEMS 
THEREOF”, ?led on Sep. 1, 2006, the entirety of Which is 
incorporated herein by reference for all purposes. 
[0004] This application is a continuation-in-part, pursuant 
to the provisions of35 U.S.C. 120, ofprior US. patent appli 
cation Ser. No. II/ 825,481, (Attorney Docket No. 
IGTlP090Xl/P-795CIP1), by Mattice, et al., entitled “GES 
TURE CONTROLLED CASINO GAMING SYSTEM,” 
?led Jul. 6, 2007, the entirety of Which is incorporated herein 
by reference for all purposes. 

BACKGROUND 

[0005] Various aspects of the present disclosure generally 
relate to player tracking and player rating services imple 
mented in table game environments. 
[0006] In general, casino operators have an interest in col 
lecting the information relating to theirpatrons (e.g., players). 
Conventionally, such information may include player track 
ing data relating to individual player activities and/ or other 
characteristics. As an incentive to get players to elect to have 
their game play activities tracked, casino operators typically 
offer players membership in player tracking programs Which 
provide various reWards to the players. 
[0007] Typically, player tracking programs provide 
reWards to players Which are commensurate With each play 
er’s level of patronage (e.g., to the player’s playing frequency 
and/ or total amount of game plays at a given casino). Player 
tracking reWards may include free meals, free lodging and/or 
free entertainment. These reWards may help to sustain a game 
player’s interest in additional game play during a visit to a 
gaming establishment and may entice a player to visit a gam 
ing establishment to partake in various gaming activities. 
[0008] In general, player tracking programs may be applied 
to any game of chance offered at a gaming establishment. In 
particular, player tracking programs are very popular With 
players of mechanical slot gaming machines and video slot 
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gaming machines. In a gaming machine, a player tracking 
program is implemented using a player tracking unit installed 
in the gaming machine and in communication With a remote 
player tracking server. 

SUMMARY 

[0009] Various embodiments described herein are directed 
to methods, systems and/ or computer program products for 
facilitating game state tracking of gaming activity conducted 
at a gaming system including a ?rst live casino gaming table. 
In at least one embodiment, the system may be operable to: 
control a Wager-based game played at the ?rst gaming table; 
enable a ?rst active game session to be conducted at the ?rst 
gaming table; automatically detect a ?rst table game state 
change event for triggering a change of state of the ?rst active 
game session; and automatically update the state of the ?rst 
game session using at least a portion of information relating to 
the ?rst table game state change event. According to speci?c 
embodiments, the ?rst table game state change event may 
include (or may correspond to) at least of the folloWing 
events: an event relating to a ?rst player’s physical gestures or 
movements; an event relating to a ?rst casino employee’s 
physical gestures or movements; an event relating to the ?rst 
player’s verbal instructions; an event relating to a casino 
employee’s verbal instructions; and/or an event relating to 
Wagering activity Which occurs outside of of?cially desig 
nated Wagering Zones at the gaming table. In at least one 
embodiment, the ?rst table game state change event may be 
analyZed and/or interpreted With respect to selected criteria, 
and the state of the ?rst game session may be automatically 
advanced (and/ or updated) in response to the analysis and/or 
interpretation of the ?rst table game state change event. 
[0010] In at least one embodiment, the gaming system may 
include a gesture input interface device operable to detect 
gestures associated With one or more persons; and a gesture 
interpretation component operable to process selected ges 
tures detected by the gesture input interface device, and oper 
able to generate gesture interpretation information relating to 
interpretation of detected events and/or gestures. Addition 
ally, in at least one embodiment, the gaming system may be 
operable to automatically detect a ?rst gesture by a ?rst per 
son at the ?rst gaming table, Wherein the ?rst gesture includes 
(or corresponds to) at least one of the folloWing gestures: a 
gesture involving a player’s physical movements, a gesture 
involving a player’s verbal instructions, a gesture involving a 
casino employee’s physical movements, a gesture involving a 
casino employee’s verbal instructions, and/or a gesture 
involving a Wagering activity conducted by a player Which 
occurs outside of of?cially designated Wagering Zones at the 
gaming table. In one embodiment, a detected gesture may be 
automatically interpreted and used to generate gesture inter 
pretation information relating to an interpretation of the ges 
ture. Additionally, a state of the ?rst game session may be 
automatically advanced (and/or updated) using at least a por 
tion of the gesture interpretation information. 
[0011] Additional objects, features and advantages of the 
various aspects of the present invention Will become apparent 
from the folloWing description of its preferred embodiments, 
Which description should be taken in conjunction With the 
accompanying draWings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0012] FIG. 1 shoWs an example of a gaming table system 
100 in accordance With a speci?c embodiment. 
[0013] FIG. 2 shoWs an example of a gaming table system 
200 in accordance With a different embodiment. 



US 2009/0131151A1 

[0014] FIG. 3 shows an example of a speci?c embodiment 
of an intelligent gaming table system 300. 
[0015] FIG. 4 is a simpli?ed block diagram ofan exemplary 
intelligent gaming table system 400 in accordance With a 
speci?c embodiment. 
[0016] FIG. 5A shoWs a How diagram of a Gaming table 
Player Tracking Session Management Procedure in accor 
dance With a speci?c embodiment. 
[0017] FIG. 5B shoWs a How diagram of a Gaming Table 
Player Rating Session Management Procedure in accordance 
With a speci?c embodiment. 
[0018] FIG. 6 illustrates a block diagram of the components 
of a smart card 650 that may be used in the present invention. 
[0019] FIG. 7 shoWs a simpli?ed block diagram of various 
components Which may be used for implementing a personal 
player device (PPD) in accordance With the speci?c embodi 
ment. 

[0020] FIG. 8 is a simpli?ed block diagram of an intelligent 
gaming table system 800 in accordance With a speci?c 
embodiment. 
[0021] FIG. 9 shoWs a block diagram illustrating compo 
nents of a gaming system 900 Which may be used for imple 
menting various aspects of example embodiments. 
[0022] FIG. 10 shoWs a How diagram of a Table Game State 
Tracking Procedure 1000 in accordance With a speci?c 
embodiment. 
[0023] FIG. 11 shoWs an example interaction diagram illus 
trating various interactions Which may occur betWeen a gam 
ing system (e. g., gaming machine, game table, etc.) and a 
player’s PPD in accordance With a speci?c embodiment. 
[0024] FIG. 12A shoWs a poker table that includes Wireless 
readers in accordance With one embodiment of various 
aspects described or referenced herein. 
[0025] FIGS. 12B and 12C illustrate a portable RFID token 
in accordance With one embodiment of various aspects 
described or referenced herein. 
[0026] FIG. 13 shoWs an exemplary arrangement of RFID 
reading devices at one casino gaming table embodiment. 
[0027] FIG. 14 shoWs an alternate embodiment of a gaming 
table system 1400 Which may be used for implementing vari 
ous aspects described herein. 

DETAILED DESCRIPTION OF THE EXAMPLE 
EMBODIMENTS 

[0028] One or more different inventions may be described 
in the present application. Further, for one or more of the 
invention(s) described herein, numerous embodiments may 
be described in this patent application, and are presented for 
illustrative purposes only. The described embodiments are 
not intended to be limiting in any sense. One or more of the 
invention(s) may be Widely applicable to numerous embodi 
ments, as is readily apparent from the disclosure. These 
embodiments are described in su?icient detail to enable those 
skilled in the art to practice one or more of the invention(s), 
and it is to be understood that other embodiments may be 
utiliZed and that structural, logical, softWare, electrical and 
other changes may be made Without departing from the scope 
of the one or more of the invention(s). Accordingly, those 
skilled in the art Will recogniZe that the one or more of the 
invention(s) may be practiced With various modi?cations and 
alterations. Particular features of one or more of the invention 
(s) may be described With reference to one or more particular 
embodiments or ?gures that form a part of the present disclo 
sure, and in Which are shoWn, by Way of illustration, speci?c 
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embodiments of one or more of the invention(s). It should be 
understood, hoWever, that such features are not limited to 
usage in the one or more particular embodiments or ?gures 
With reference to Which they are described. The present dis 
closure is neither a literal description of all embodiments of 
one or more of the invention(s) nor a listing of features of one 
or more of the invention(s) that must be present in all embodi 
ments. 

[0029] Headings of sections provided in this patent appli 
cation and the title of this patent application are for conve 
nience only, and are not to be taken as limiting the disclosure 
in any Way. 
[0030] Devices that are in communication With each other 
need not be in continuous communication With each other, 
unless expressly speci?ed otherwise. In addition, devices that 
are in communication With each other may communicate 
directly or indirectly through one or more intermediaries. 

[0031] A description of an embodiment With several com 
ponents in communication With each other does not imply 
that all such components are required. To the contrary, a 
variety of optional components are described to illustrate the 
Wide variety of possible embodiments of one or more of the 

invention(s). 
[0032] Further, although process steps, method steps, algo 
rithms or the like may be described in a sequential order, such 
processes, methods and algorithms may be con?gured to 
Work in alternate orders. In other Words, any sequence or 
order of steps that may be described in this patent application 
does not, in and of itself, indicate a requirement that the steps 
be performed in that order. The steps of described processes 
may be performed in any order practical. Further, some steps 
may be performed simultaneously despite being described or 
implied as occurring non-simultaneously (e.g., because one 
step is described after the other step). Moreover, the illustra 
tion of a process by its depiction in a draWing does not imply 
that the illustrated process is exclusive of other variations and 
modi?cations thereto, does not imply that the illustrated pro 
cess or any of its steps are necessary to one or more of the 

invention(s), and does not imply that the illustrated process is 
preferred. 
[0033] When a single device or article is described, it Will 
be readily apparent that more than one device/ article (Whether 
or not they cooperate) may be used in place of a single 
device/article. Similarly, Where more than one device or 
article is described (Whether or not they cooperate), it Will be 
readily apparent that a single device/article may be used in 
place of the more than one device or article. 

[0034] The functionality and/ or the features of a device 
may be alternatively embodied by one or more other devices 
that are not explicitly described as having such functionality/ 
features. Thus, other embodiments of one or more of the 
invention(s) need not include the device itself. 
[0035] FIG. 1 shoWs an example of a speci?c embodiment 
of an intelligent gaming table Which may be used for imple 
menting various aspects in accordance With one or more 
embodiments. As illustrated in the example of FIG. 1, a 
casino gaming table environment 10 is illustrated Which 
includes intelligent gaming table 1, casino attendant (e. g., 
dealer) station 13, and player stations (e.g., 15, 17). In at least 
one embodiment, the intelligent gaming table 1 may include 
a plurality of electronic displays (e.g., Within player station 
regions 11a-e and/ or dealer region 11]’). In one embodiment, 
the plurality of electronic displays may be implemented as 
separate physical displays Which have been mounted on top 
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or into (or onto) the body of a conventional-type casino gam 
ing table. In an alternate embodiment, the entire top surface 
(or selected portions thereof) of the intelligent gaming table 
may be implemented as a continuous display, and regions 
11a-f may be implemented as speci?c display regions Within 
the continuous display. Other embodiments of the intelligent 
gaming table in accordance With one or more embodiments 
may resemble conventional-type casino gaming tables (e.g., 
felt-top type gaming tables) Which do not include any elec 
tronic displays. 
[0036] According to speci?c embodiments, the intelligent 
gaming table 1 can be of a variety of common constructions. 
For example, table 1 may include a table support trestle hav 
ing legs Which contact an underlying ?oor to support the 
intelligent gaming table thereon. The intelligent gaming table 
may have a table top and perimeter pad Which extends fully 
about a semicircular portion of the table periphery. The 
straight, back portion of the periphery is used by the dealer 13 
and can be partly or Wholly padded as may vary With the 
particular table chosen. In the example of FIG. 1, the semi 
circular or “D-shape” gaming table surface top shape is par 
ticularly Well-suited for use With various types of Wager 
based table games such as, for example, blackjack, baccarat, 
etc. However, other embodiments of intelligent gaming table 
systems contemplated herein may include various different 
types of shape con?gurations (e.g., circular, oval, square, 
rectangular, C-shaped, etc.), Which may be preferable and/or 
suitable for different types of casino table games (e.g., such 
as, for example, roulette, craps, etc.) 
[0037] In one embodiment, a playing surface is provided 
upon the upWardly facing surface of table top upon Which 
participants of the table game play. For example, in one 
embodiment, a plurality of players (e.g., players at stations 
15, 17) sit or stand along the semicircular portion and play a 
desired card game, such as the popular casino card game of 
blackjack. According to other embodiments, other table 
games are alternatively possible such as, for example, craps, 
poker, baccarat, roulette, pai goW, sic bo, fantan, etc. 
[0038] In at least one embodiment, table 1 can support a 
system, or form a part of a system for playing Wager-based 
table games Which is constructed in accordance With one or 
more embodiments. 

[0039] According to speci?c embodiments, the intelligent 
gaming table may include a plurality of electronic displays. In 
one embodiment, the plurality of electronic displays may be 
implemented as separate physical displays Which have been 
mounted into (or onto) the body of a conventional-type casino 
gaming table. In an alternate embodiment, the entire top 
surface (or selected portions thereof) of the intelligent gam 
ing table may be implemented as a continuous display. Other 
embodiments of the intelligent gaming table in accordance 
With one or more embodiments may resemble conventional 
type casino gaming tables Which do not include any electronic 
displays. 
[0040] According to a speci?c embodiment, one or more of 
the electronic displays may form part of a presentation system 
Which, for example, may be supported upon the upper or 
playing surface of the intelligent gaming table. This alloWs 
the system to be easily installed upon a variety of differing 
intelligent gaming tables Without extensive modi?cations 
being performed. Alternatively, the presentation system can 
otherWise be mounted upon the intelligent gaming table in a 
manner Which alloWs participants to vieW one or more of the 
displays Which form a part of the presentation system. 
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[0041] According to a speci?c embodiment, the presenta 
tion system may be adapted foruse by a dealer (e. g., at 13) and 
multiple players (eg at 15, 17, etc.) Who are in attendance 
and positioned about the intelligent gaming table. 
[0042] In at least one embodiment, the intelligent gaming 
table may optionally include a plurality of electronic displays 
(e.g., Within player regions 11a-e), herein termed player dis 
plays, Which are capable of displaying changeable display 
content including, for example, text and/or graphical images. 
In at least one embodiment, each player display may be 
operable to display graphical representation representing 
game play information, Wagering information, and/or bonus 
information associated With one or more players at the intel 
ligent gaming table. 
[0043] Additionally, in at least one embodiment, the intel 
ligent gaming table may include one or more common dis 
plays Which may present information for the exclusive use of 
a casino host/dealer and/or other information to be vieWed by 
the dealer, players, spectators, and/ or other persons. Various 
types of information Which may be displayed at the common 
display include, for example: dealer cards, ante information, 
common or shared player cards, individual player cards, 
Wager information, etc. 
[0044] In at least one embodiment, the player displays may 
be arranged adjacent to each player seating position. For 
example, region 110 of FIG. 1 may include at least one player 
display for use by a player at position 15. 
[0045] In at least one embodiment, the intelligent gaming 
table displays may include touchscreen functionality for 
facilitating user interaction. For example, the player displays 
may include a touchscreen and/ or other input mechanisms for 
alloWing the player to provide input relating to game play, 
preferences, Wagering, player tracking activity, etc. 
[0046] In at least one implementation, the intelligent gam 
ing table may include one or more sensors or other security 
mechanisms Which, for example, may be used for a variety of 
purposes such as, for example, controlling the display of a 
player’s cards; preventing accidental exposure of player 
cards; providing additional security features With respect to 
information displayed on the player’s display; etc. 
[0047] Although not shoWn in the example of FIG. 1, the 
intelligent gaming table 1 may also include, one or more of 
the folloWing (or combinations thereof): 

[0048] A Wager token tray Which alloWs the dealer to 
conveniently store betting chips used by the dealer in 
playing the game. 

[0049] A money drop slot may be further included to 
alloW the dealer to easily deposit paper money bills 
thereinto When players purchase betting chips; 

[0050] A table control console for use by the dealer and/ 
or other casino employees. In one implementation, the 
table control console may be used to facilitate and 
execute game play operations, table con?guration 
operations, player tracking operations, maintenance and 
inspection operations, etc. 

[0051] One or more common displays Which may be 
operable to present information for the exclusive use of 
the dealer and/ or other information to be vieWed by the 
dealer, players, spectators, and/or other persons. Various 
types of information Which may be displayed at the 
common display include, for example: dealer cards, ante 
information, common or shared player cards, individual 
player cards, Wager information, etc. 
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[0052] One or more speakers Which, for example, may be 
used to provide various types of audio information such 
as, for example: game related information (e.g., instruc 
tions to players and/or dealer, sound effects, etc.), casino 
related announcements, gaming table status informa 
tion, music, attracts, promotions, bonus information, 
communication information (e.g., for speakerphone or 
tWo-Way radio communications), etc. 

[0053] One aspect of at least some embodiments disclosed 
herein relates to processing input relating to gaming table 
systems, particularly live casino gaming table systems such 
as those typically located on the ?oor of a casino establish 
ment (e.g., in Which live players are physically present at a 
physical gaming table, and engage in Wager-based gaming 
activities at the gaming table). For example, one embodiment 
relates to input systems and input processing techniques for 
serving multiple users (e.g., players, hosts, etc.) via a com 
mon input surface (input area) and/or one or more input 
device(s). 
[0054] In accordance With one embodiment, one or more 
input detection systems can be provided. For example, in at 
least one embodiment, an intelligent, live casino gaming table 
may include an input detection system having various types 
of features/functionalities such as, for example, one or more 
of the folloWing (or combinations thereof): a user-identi?er 
functionality for detecting or determining the identity of a 
particular user Who has provided input to a common area of 
the gaming table Which is accessible to multiple users; an 
input-locator functionality for concurrently detecting the 
respective locations of multiple different input events associ 
ated With input data provided from different users at the 
gaming table; etc. 
[0055] In one embodiment, the user-identi?er mechanism 
(s) may be operable to function in a multi-player environ 
ment, and may include, for example, functionality for: con 
currently detecting multiple different input data from 
different players at the gaming table; determining a unique 
identi?er for each active player at the gaming table; automati 
cally determining, for each input detected, the identity of the 
player (or other person) Who provided that input; and/ or auto 
matically associating each detected input With an identi?er 
representing the player (or other person) Who provided that 
input. 
[0056] In the speci?c example of FIG. 1, gaming table 1 is 
illustrated as a blackjack table embodiment. HoWever, 
according to different embodiments (not shoWn) gaming 
table 1 may be con?gured for a variety of different types of 
table games such as, for example, blackjack, poker, roulette, 
craps, baccarat, and/or other types of casino table games 
generally knoWn to one having ordinary skill in the art. 
[0057] In at least one embodiment, the gaming table system 
may include (or be communicatively coupled to) a system for 
tracking play of players at the table. Additionally, in at least 
one embodiment, the gaming table system may include one or 
more media readers. In one embodiment, the media reader(s) 
may be any type that is capable of reading or obtaining infor 
mation from cards, media or other devices issued by the 
casino. For example, according to speci?c embodiments a 
media reader may include for example, a magnetic reader for 
reading magnetic stripes on cards; an electronic card reader 
for reading electronic cards and/or for detecting Wireless 
signals (such as, for example RFID signals); a port for receiv 
ing electronic keys; or any combination thereof. In an alter 
nate embodiment (not shoWn), a separate media reader may 
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be provided at each of the different player positions/ stations 
at gaming table. Each media reader may be coupled to a 
central computer via a communication channel, such as, for 
example, cables, Wires, ?ber optics, Wireless signals, radio 
Waves, etc. The central computer may be operable to keep 
track of various information relating to the various players’ 
accounts. Such information may include, for example, player 
tracking information. 
[0058] FIG. 2 shoWs an example of a gaming table system 
200 in accordance With a different embodiment. As illustrated 
in the embodiment of FIG. 2, gaming table system 200 
includes a conventionally shaped gaming table 21 for play of 
one or more type of table games Which, for example, may 
include non-card based table games and/ or card-based table 
games. 
[0059] The gaming table 21 of this type is generally located 
in a casino or the like, and typically includes a dealer station 
22, and a plurality of player stations 23-27, surrounding the 
dealer station. At the player stations, the players sit or stand 
during game play, While at the dealer station, the card dealer 
almost alWays stands. The dealer also deals the cards and 
takes the player’s bets, on behalf of the casino, from the one 
more players Who are participating in the table game. 
[0060] As illustrated in the embodiment of FIG. 2, at least 
one interactive display terminal 30 is included at the gaming 
table 21. For example, in this particular example a respective 
display terminal 30-34 dedicated to each player station 23-27 
at gaming table 21. According to speci?c embodiments, each 
of these interactive display terminals 30-34 may be operable 
to display informational content relating to advertising, 
player tracking information, neWs, etc. Additionally, each of 
these interactive display terminals 30-34 may be operable to 
alloW players to access additional bonus games and/ or bonus 
aWards at each of their respective, dedicated player stations. 
[0061] In at least one embodiment, the display terminals are 
integrated With a backend player tracking system Which, for 
example, may be operable to manage and store various types 
of information including, for example, player tracking infor 
mation. 
[0062] According to speci?c embodiments, one or more of 
the interactive player display terminals 30-34 can be applied 
to deliver a variety of different types of information (e.g., 
advertising, neWs, player tracking information, bonus games, 
etc.) directly to the player at their respective player station 
23-27. In one embodiment, one or more of the interactive 
player display terminals 30-34 may be operable to function as 
a player tracking terminal. In one embodiment, a display 
terminal may be operable to facilitate player access to his or 
her accounts via entry of personal identi?cation numbers into 
a touch screen on the display. 

[0063] In some embodiments, the gaming table system 200 
may include one or more media reader(s) (e.g., 202a-e) 
capable of reading, receiving signals, and/ or obtaining infor 
mation from media (e.g., player tracking cards) and/or 
devices such as those issued by the casino. For example, as 
illustrated in FIG. 2, a separate media reader may be provided 
for each player station at gaming table 22. In at least one 
alternate embodiment, gaming table system 200 may include 
one or more media reader(s) (e. g., 202a-e), and may not 
include player display terminals 30-34. Thus, for example, in 
one such alternate embodiment, gaming table 21 may 
resemble a traditional live gaming table Which includes felt 
top and not display terminals. In such an embodiment, media 
reader(s) (e.g., 202a-e) may be placed or located in a non 
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visible location such as, for example, under the gaming table 
top, Within the body of the gaming table housing, etc. 

[0064] In a speci?c embodiment, a media reader at gaming 
table system 200 may be operable to automatically detect 
Wireless signals (e.g., 802.11 (WiFi), 802.15 (including Blue 
toothTM), 802.16 (WiMax), 802.22, Cellular standards such 
as CDMA, CDMA2000, WCDMA, Radio Frequency (e.g., 
RFID), Infrared, Near Field Magnetics, etc.) from one or 
more Wireless devices (such as, for example, an RFID-en 
abled player tracking card) Which, for example, are in the 
possession of players at the gaming table. Further, the media 
reader may be operable to utiliZe the detected RFID signals to 
determine the identity of individual players associated With 
each of the different player tracking cards. The media reader 
may also be operable to utiliZe the detected RFID signals to 
access additional information (e.g., player tracking informa 
tion) from remote servers (e.g., player tracking server). In at 
least one embodiment, the display terminals and/or media 
readers may be operated in association With player tracking 
netWorks such as those shoWn and disclosed in Us. Pat. Nos. 
5,665,961 and 6,319,125, each of Which is incorporated 
herein by reference in its entirety for all purposes. 
[0065] According to various embodiments, the gaming 
table system 200 may be used to alloW a player at an associ 
ated player station (e.g., rather than the dealer or pit boss) to 
log in and out at one of player stations 23-27. In a speci?c 
embodiment, the display terminal associated With a player’s 
station may be operable to function as the player’s oWn per 
sonal player tracking kiosk right at the gaming table. 
[0066] It Will be appreciated that conventional techniques 
for monitoring player tracking activity at table games typi 
cally involve a number of manually implemented processes. 
For example, using conventional player tracking mecha 
nisms, if a player Wishes to initiate a player tracking session 
at a given table game, the player (or dealer) is typically 
required to manually sWipe or insert the player’s player track 
ing card into an appropriate card reader that the gaming table. 
Additionally, When the player desires to end the player track 
ing session, another manual operation must typically be per 
formed by the player, dealer and/or other casino employee to 
signal to the player tracking system that the player tracking 
session has ended. Typically, once a player tracking session 
has been initiated for a player at a table game, the ?oor 
supervisor manually tracks the player’s Wagers and time 
played at the table game. Further, it Will be appreciated that, 
historically speaking, in order to close a rating for given 
player tracking session, the player’s Walk amount informa 
tion (e.g., the amount and/or value of chips that the player 
Walked aWay With) must typically be manually determined 
and entered by the ?oor supervisor. 
[0067] Accordingly, one aspect of the present invention is 
directed to different embodiments for automating the various 
manual processes involved in the rating of a player of a table 
game. Another aspect of the present invention is directed to 
different embodiments for automatically starting, suspend 
ing, resuming and/ or ending player tracking sessions at one or 
more table games. 

[0068] For example, according to some conventional 
embodiments, the starting of a player tracking session for a 
particular player at a table game typically occurs immediately 
after the player’s player tracking card has been sWiped or 
inserted into the player tracking card reader that the table 
game. In other conventional embodiments a player may 
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present his player tracking card to the dealer or ?oor super 
visor in order to initiate a player tracking session at the table 
game. 
[0069] According to one conventional technique, the clos 
ing of an open or active player rating session for a player at a 
gaming table may occur as folloWs. The player (associated 
With the open player rating session) gets up and Walks aWay 
from the gaming table, taking his/her chips. When the ?oor 
supervisor identi?es that the player has Walked, the ?oor 
supervisor Will close the rating on that player, and estimate 
hoW many chips the player Walked With. Accordingly, it Will 
be appreciated that this process involves a manual and some 
What subjective mechanism, currently. 
[0070] HoWever, With the introduction of “smart” player 
tracking cards (such as, for example, RFID-enabled player 
tracking cards) and “smart” gaming table media readers such 
as those described herein, it is noW possible for gaming table 
systems to automatically detect the presence of player track 
ing cards and to automatically determine the identities of 
players at the table game Who are registered members of the 
casino’s player tracking system. Such automated detection of 
player tracking cards and/or player identities at gaming tables 
introduces additional issues such as, for example, When to 
start, suspend and/ or end a given player tracking session at the 
gaming table. 
[0071] Accordingly, one aspect of the present invention is 
directed to different embodiments for detecting and interpret 
ing various events in order, for example, to automate the 
starting, pausing, and/ or ending of player tracking sessions at 
table games. Another aspect is directed to different embodi 
ments for automatically tracking and/or determining a play 
er’s Wagers and/ or time played at a gaming table. 

[0072] According to a speci?c embodiment, a “smart” 
player tracking card (such as, for example, a card With RFID 
technology embedded therein) may be used in combination 
With a media reader at a table game to uniquely identify a 
table game player, and/or to record the time a player starts 
playing at any position on a table. In one embodiment, a 
player occupying a speci?c seat or player station position at a 
gaming table may be automatically and passively detected 
Without requiring action on the part of a player or dealer. For 
example, the player tracking card could be in the player’s 
Wallet When the player sits at a gaming table. Another 
embodiment may include a player temporarily placing his/her 
player card on a de?ned area of a table game. 

[0073] FIG. 8 is a simpli?ed block diagram of an intelligent 
gaming table system 800 in accordance With a speci?c 
embodiment. As illustrated in the embodiment of FIG. 8, 
intelligent gaming table system 800 includes (e.g., Within 
gaming table housing 810) a master table controller (MTC) 
801, and a plurality of player station systems (e.g., 812a-e) 
Which, for example, may be connected to the MTC 801 via at 
least one sWitch or hub 808. In at least one embodiment, 
master table controller 801 may include at least one processor 
or CPU 802, and memory 804. Additionally, as illustrated in 
the example of FIG. 8, intelligent gaming table system 800 
may also include one or more interfaces 806 for communi 
cating With other devices and/or systems in the casino net 
Work 820. 
[0074] In at least one embodiment, a separate player station 
system may be provided at each player station at the gaming 
table. According to speci?c embodiments, each player station 
system may include a variety of different electronic compo 
nents, devices, and/or systems for providing various types of 
















































































