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A method comprises receiving a request for at least one 
personalized card from a player, identifying at least one of a 
rank, a color, and a suit for the at least one personalized card, 
identifying at least one of a Value change and a rule change 
associated With the at least one personalized card, providing 
an indication of at least one personalized card and at least one 
of a Value change and a rule change associated With the at least 
one personalized card, enabling at least one game play in 
accordance With the at least one of a Value change and a rule 
change, and applying the at least one of a Value change and a 
rule change associated With the at least one personalized card 
upon the occurrence of the at least one personalized card. 
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OFFER AT LEAST ONE PERSONALIZED 
CARD TO A PLAYER 

I 
RECEIVE A REQUEST FOR THE AT LEAST 

ONE PERSONALIZED CARD 

I 
PROVIDE AN INDICATION OF THE AT LEAST 

ONE PERSONALIZED CARD 

I 
DETERMINE THE APPEARANCE AND 

APPLICABILITY OF THE AT LEAST ONE 
PERSONALIZED CARD @ 

I 
APPLY A VALUE OR RULE CHANGE 

ASSOCIATED WITH THE A LEAST ONE 
PERSONALIZED CARD 240 
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SYSTEM AND METHOD FOR 
PERSONALIZING PLAYING CARDS AT A 

TABLE GAME 

FIELD OF THE INVENTION 

[0001] The present disclosure relates to personaliZing game 
play and more particularly to personaliZing playing cards at a 
table game. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0002] FIG. 1 is an illustration of an exemplary and non 
limiting embodiment of a system for practicing one or more 
embodiments described herein. 
[0003] FIG. 2 is an illustration of a method for practicing 
exemplary and non-limiting embodiments described herein. 
[0004] FIG. 3 is an illustration of an exemplary and non 
limiting embodiment of an output device described herein. 
[0005] FIGS. 4a-4c are illustrations of exemplary and non 
limiting embodiments of displays described herein. 
[0006] FIG. 5 is an illustration of an exemplary and non 
limiting embodiment of a database described herein. 
[0007] FIGS. 6a-6c are illustrations of exemplary and non 
limiting embodiments of markers described herein. 
[0008] FIG. 7 is an illustration of an exemplary and non 
limiting embodiment of a system for practicing one or more 
embodiments described herein. 

DETAILED DESCRIPTION 

[0009] As described beloW in accordance With various 
exemplary and non-limiting embodiments, cards are person 
aliZed for use in table games. 
[0010] In accordance With an exemplary and non-limiting 
embodiment, a method comprises receiving a request for at 
least one personaliZed card from a player, associating at least 
one value change With the at least one personaliZed card, 
providing an indication of the at least one value change, and 
enabling a game play in accordance With the value change. 
[0011] In accordance With another exemplary and non-lim 
iting embodiment, a computer readable medium stores 
instructions con?gured to direct a processor to perform a 
method comprising receiving a request for at least one per 
sonaliZed card from a player, associating at least one value 
change With the at least one personaliZed card, providing an 
indication of the at least one value change, and enabling a 
game play in accordance With the value change. 
[0012] In accordance With another exemplary and non-lim 
iting embodiment, an apparatus comprises a processor and a 
computer readable medium in communication With the pro 
cessor and storing instructions con?gured to direct the pro 
ces sor to perform a method comprising receiving a request for 
at least one personaliZed card from a player, associating at 
least one value change With the at least one personaliZed card, 
providing an indication of the at least one value change, and 
enabling a game play in accordance With the value change. 
[0013] In accordance With an exemplary and non-limiting 
embodiment, a method comprises receiving a request for at 
least one personaliZed card from a player, associating at least 
one rule change With the at least one personaliZed card in 
exchange for consideration, providing an indication of the at 
least one rule change, and enabling game play in accordance 
With the rule change. 
[0014] In accordance With another exemplary and non-lim 
iting embodiment, a computer readable medium stores 
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instructions con?gured to direct a processor to perform a 
method comprising receiving a request for at least one per 
sonaliZed card from a player, associating at least one rule 
change With the at least one personaliZed card in exchange for 
consideration, providing an indication of the at least one rule 
change, and enabling game play in accordance With the rule 
change. 
[0015] In accordance With another exemplary and non-lim 
iting embodiment, an apparatus comprises a processor and a 
computer readable medium in communication With the pro 
cessor and storing instructions con?gured to direct the pro 
cessor to perform a method comprising receiving a request for 
at least one personaliZed card from a player, associating at 
least one rule change With the at least one personalized card in 
exchange for consideration, providing an indication of the at 
least one rule change, and enabling game play in accordance 
With the rule change. 
[0016] In accordance With an exemplary and non-limiting 
embodiment, a method comprises receiving a request for at 
least one personaliZed card from a player, associating at least 
one of a value change and a rule change With the at least one 
personaliZed card, enabling at least one game play in accor 
dance With the at least one of a value change and a rule 
change, and determining Whether the at least one personal 
iZed card is applicable. 
[0017] In accordance With another exemplary and non-lim 
iting embodiment, a computer readable medium stores 
instructions con?gured to direct a processor to perform a 
method comprising receiving a request for at least one per 
sonaliZed card from a player, associating at least one of a 
value change and a rule change With the at least one person 
aliZed card, enabling at least one game play in accordance 
With the at least one of a value change and a rule change, and 
determining Whether the at least one personaliZed card is 
applicable. 
[0018] In accordance With another exemplary and non-lim 
iting embodiment, an apparatus comprises a processor and a 
computer readable medium in communication With the pro 
cessor and storing instructions con?gured to direct the pro 
cessor to perform a method comprising receiving a request for 
at least one personaliZed card from a player, associating at 
least one of a value change and a rule change With the at least 
one personaliZed card, enabling at least one game play in 
accordance With the at least one of a value change and a rule 
change, and determining Whether the at least one personal 
iZed card is applicable. 
[0019] In accordance With an exemplary and non-limiting 
embodiment, a method comprises receiving a request for at 
least one personaliZed card from a player, identifying at least 
one of a rank, a color, and a suit for the at least one person 
aliZed card, identifying at least one of a value change and a 
rule change associated With the at least one personaliZed card, 
providing an indication of at least one personaliZed card and 
at least one of a value change and a rule change associated 
With the at least one personaliZed card, enabling at least one 
game play in accordance With the at least one of a value 
change and a rule change, and applying the at least one of a 
value change and a rule change associated With the at least one 
personaliZed card upon the occurrence of the at least one 
personaliZed card. 
[0020] In accordance With another exemplary and non-lim 
iting embodiment, a computer readable medium stores 
instructions con?gured to direct a processor to perform a 
method comprising receiving a request for at least one per 
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sonalized card from a player, identifying at least one of a rank, 
a color, and a suit for the at least one personalized card, 
identifying at least one of a value change and a rule change 
associated With the at least one personalized card, providing 
an indication of at least one personalized card and at least one 
of a value change and a rule change associated With the at least 
one personalized card, enabling at least one game play in 
accordance With the at least one of a value change and a rule 
change, and applying the at least one of a value change and a 
rule change associated With the at least one personalized card 
upon the occurrence of the at least one personalized card. 

[0021] In accordance With another exemplary and non-lim 
iting embodiment, an apparatus comprises a processor and a 
computer readable medium in communication With the pro 
cessor and storing instructions con?gured to direct the pro 
ces sor to perform a method comprising receiving a request for 
at least one personalized card from a player, identifying at 
least one of a rank, a color, and a suit for the at least one 
personalized card, identifying at least one of a value change 
and a rule change associated With the at least one personalized 
card, providing an indication of at least one personalized card 
and at least one of a value change and a rule change associated 
With the at least one personalized card, enabling at least one 
game play in accordance With the at least one of a value 
change and a rule change, and applying the at least one of a 
value change and a rule change associated With the at least one 
personalized card upon the occurrence of the at least one 
personalized card. 
[0022] One of the most popular games in American and 
European casinos is Blackjack. The object of Blackjack is 
simple, speci?cally, each player tries to achieve a hand value 
as close to, Without exceeding, 21 and greater than the deal 
er’s hand value. In each round of a session, players place a 
Wager to initiate the hand Which is paid or forfeited based on 
Whether or not the player beats the dealer With bets being 
returned in the event of a tie. The dealer then deals each player 
and himself tWo initial cards to form a starting or initial hand 
and each player successively chooses Whether to “stand”, 
“double doWn”, “split” or “hit” as described in greater detail 
beloW. A standard ?fty-tWo card poker deck is used Wherein 
numbered cards are Worth their rank (e. g., 2:2, 3:3, 4:4, etc), 
face cards are Worth 10 and Aces are Worth 1 or 11. 

[0023] Exemplary and non-limiting embodiments of the 
invention offer players the chance to “personalize” speci?c 
cards in the deck in order to keep players interested and to add 
more excitement to the game. The option to personalize a card 
may also provide a player With a feeling of greater control of 
the game. For example, a player of a card game may designate 
a particular rule/value change, advantageous or disadvanta 
geous, to be associated With speci?c a card. As a result, 
players can therefore have “personalized” cards that may be 
Worth an alternate value (e.g., Kings can be Worth 1 or 11, the 
value of 3’s are changed to 10, etc.) or trigger a special rule 
change (e.g., the 70 makes the player automatically lose, the 
appearance of a suicide King increases Winning payouts to 
2:1). In order to alloW such options and still keep the game 
pro?table for the casino, a required fee, a reduced payout, a 
negative rule change, etc. may be activated. 
[0024] For example, a player sits doWn at a blackjack table 
that offers players the option to designate a personalized card. 
She thinks that the 3V is particularly lucky, and so she 
declares that any Winning hand in Which the 3 V is present Will 
be paid out at 2:1. HoWever, in order to offer this option, the 
casino requires that the player choose an “unlucky” card that 
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Will cause any hand containing that card to immediately end 
in a push. The player chooses the 9Q. Miniature replicas of 
these cards are placed near the player’s position in order to 
remind the dealer of these rule changes. 
[0025] Changing the value of a card or instituting bene?cial 
or male?c rule changes based on the appearance of particular 
cards may change the standard odds of blackjack. For 
instance, if a player chooses to change the value of all face 
cards in a speci?c suit to l or 11, he or she is effectively 
increasing the chances of receiving a natural blackjack. Some 
casinos may choose to offer this bene?t in order to increase 
play. HoWever in some instances, casinos may make changes 
to counter this advantage so that the game remains pro?table. 
In other embodiments, these changes may be added to a 
session based blackjack game such as Guaranteed PlayTM 
Blackjack. By adding personalized value/rule changes peri 
odically over the course of a Blackjack session, the casino can 
sWing the odds in favor of the player, perhaps at the end of a 
session, making him or her more likely to end the session With 
a positive perception of the game. 
[0026] Smart and dumb tables may offer a plurality of 
methods for a player to designate and indicate a personalized 
card such as via a table display, a player display, a specialized 
felt, using a marker, etc. In some embodiments, a smart table 
apparatus may automatically counter a player’s improved 
odds from such alterations by implementing negative rule 
changes, requiring fees, taxing Winnings, etc. Additionally, 
although this disclosure speci?cally discusses personalized 
cards in the context of Blackjack, such an embodiment may 
be applied to any card game such as Pai GoW, Baccarat, Three 
Card Poker, and the like. 
[0027] Various terms are de?ned as folloWs: 

[0028] Double DoWniDoubling a bet after seeing an ini 
tial hand. Doubling doWn is most common in instances 
involving a card count of 9, 10, or 11. After doubling doWn, 
players receive one single hit card to be added to their initial 
hand value, Which is sometimes dealt face doWn and revealed 
after the dealer’s hand is resolved. 

[0029] Hand Count/Total/ValueiThe value of each indi 
vidual card of a hand added together (e.g., if a player has 4, K, 
6 then the player’s count is 20. 

[0030] HitiAn additional optional card that is dealt after 
receiving at least tWo dealt cards. Speci?cally, after being 
dealt their ?rst tWo cards (the initial hand), players may 
choose to receive additional cards (knoWn as hit cards), the 
value of Which is added to their hand total. 

[0031] Personalized CardiOne of the cards in a deck of 52 
indicative of the activation of a rule change or having a value 
inconsistent With traditional blackjack rules. A player and/or 
the casino declare Which cards are personalized cards. 

[0032] PushiAn occurrence Wherein the player’s Wager is 
returned Without being paid. In blackjack, a push occurs When 
the player and the dealer’s hands tie (e. g., the player and 
dealer both have a hand totaling 18). 
[0033] Rule ChangeiA change in a game’s traditional 
rules that is activated by the appearance of a personalized 
card. In some exemplary embodiments, the rule may be acti 
vated for the player Who designated the personalized card, 
and may be activated for the hand in Which the personalized 
card appears. The folloWing are some examples of rule 
changes: any Winning hand in Which the 3V is present Will be 
paid out at 2:1; Kings can be Worth 1 or 11; the 70 results in 
a player loss. 
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[0034] SessioniA block or group of hands sold for a pre 
determined price (e.g., the player buys 30 hands of blackjack 
for $40). Traditional rules may be altered Within session 
based play as described, for example, in commonly oWned 
U.S. Pat. No. 6,077,163, commonly oWned U.S. Pat. No. 
6,319,127 and commonly oWned Provisional Application No. 
60/986382 Which are incorporated in their entirety by refer 
ence herein. 

[0035] SplitiAn option to divide a hand comprising tWo 
cards forming a pair into tWo separate hands. Players are 
alloWed to “split” their hand When they have a pair in their 
initial hand (e.g., the ?rst tWo cards are 8’s). When a player 
splits, the dealer separates the tWo cards and deals tWo neW 
cards, one to each hand, such that the player is noW playing 
tWo separate hands against the dealer. The player is required 
to post another Wager equal to his original bet to cover the 
second hand. 
[0036] Stand4Choosing not to receive additional cards. 
After being dealt an initial hand, a player may choose not to 
receive any additional cards, Which is called “standing”. 
[0037] Value ChangeiA change in the traditional value of 
a personaliZed card dealt in a game of, for example, blackjack. 
Normally, numbered cards are Worth their rank (e.g., 2:2; 
3:3; 4:4, etc), face cards are Worth 10 and Aces are Worth 1 
or 1 1. However, a personaliZed card may be valued based on 
the preference of the player, for instance a player may declare 
that all red 7’s are noW Worth 10 When applied to the value of 
their hand. Similarly, for table games Where suits matter (e.g., 
any type of poker game, Hearts, Spades, etc.) the suit of a card 
may be designated. For instance a player may make it easier 
to get a ?ush by changing a single card, an entire suit, etc to a 
count as a de?ned suit (e.g., all spades are noW diamonds). 
[0038] Numerous embodiments are described, and are pre 
sented for illustrative purposes only. The described embodi 
ments are not intended to be limiting in any sense. These 
embodiments are described in su?icient detail to enable those 
skilled in the art to practice the invention, 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 invention. 
Accordingly, those skilled in the art Will recogniZe that the 
invention may be practiced With various modi?cations and 
alterations. Although particular features may be described 
With reference to one or more particular embodiments or 

?gures that form a part of the present disclosure, and in Which 
are shoWn, by Way of illustration, speci?c embodiments, it 
should be understood 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 thus neither a literal description of all possible 
embodiments nor a listing of features that must be present in 
all embodiments. 

[0039] The terms “an embodiment”, “embodiment”, 
“embodiments”, “the embodiment”, “the embodiments”, “an 
exemplary embodiment”, “some embodiments”, “an 
example embodiment , at least one embodiment , one or 

more embodiments” and “one embodiment” mean “one or 

more (but not necessarily all) embodiments of the invention 
(s)” unless expressly speci?ed otherWise. The terms “includ 
ing”, “comprising” and variations thereof mean “including 
but not limited to”, unless expressly speci?ed otherWise. 
[0040] The term “consisting of” and variations thereof 
mean “including and limited to”, unless expressly speci?ed 
otherWise. 
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[0041] The enumerated listing of items does not imply that 
any or all of the items are mutually exclusive. The enumerated 
listing of items does not imply that any or all of the items are 
collectively exhaustive of anything, unless expressly speci 
?ed otherWise. The enumerated listing of items does not 
imply that the items are ordered in any manner according to 
the order in Which they are enumerated. 
[0042] The term “comprising at least one of” folloWed by a 
listing of items does not imply that a component or subcom 
ponent from each item in the list is required. Rather, it means 
that one or more of the items listed may comprise the item 
speci?ed. For example, if it is said “Wherein A comprises at 
least one of: a, b and c” it is meant that (i) A may comprise a, 
(ii) A may comprise b, (iii) A may comprise c, (iv) A may 
comprise a and b, (v) A may comprise a and c, (vi) A may 
comprise b and c, or (vii) A may comprise a, b and c. 
[0043] The terms “a”, “an” and “the” mean “one or more”, 
unless expressly speci?ed otherWise. 
[0044] The term “based on” means “based at least on”, 
unless expressly speci?ed otherWise. 
[0045] The methods described herein (regardless of 
Whether they are referred to as methods, processes, algo 
rithms, calculations, and the like) inherently include one or 
more steps. Therefore, all references to a “step” or “steps” of 
such a method have antecedent basis in the mere recitation of 
the term ‘method’ or a like term. Accordingly, any reference 
in a claim to a ‘step’ or ‘steps’ of a method is deemed to have 
suf?cient antecedent basis. 
[0046] Headings of sections provided in this document and 
the title are for convenience only, and are not to be taken as 
limiting the disclosure in any Way. 
[0047] 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. 

[0048] A description of an embodiment With several com 
ponents in communication With each other does not imply 
that all such components are required, or that each of the 
disclosed components must communicate With every other 
component. On the contrary, a variety of optional components 
are described to illustrate the Wide variety of possible 
embodiments described herein. 
[0049] 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 document does 
not, in and of itself, indicate a requirement that the steps be 
performed in that order. The steps of processes described 
herein 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 illustration 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 process or any of its steps are necessary to the 
invention, and does not imply that the illustrated process is 
preferred. 
[0050] It Will be readily apparent that the various methods 
and algorithms described herein may be implemented by, 
e.g., appropriately programmed general purpose computers 
and computing devices. Typically a processor (e. g., a micro 
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processor or controller device) Will receive instructions from 
a memory or like storage device, and execute those instruc 
tions, thereby performing a process de?ned by those instruc 
tions. Further, programs that implement such methods and 
algorithms may be stored and transmitted using a variety of 
knoWn media. 
[0051] When a single device or article is described herein, 
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 herein (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. 

[0052] The functionality and/or the features of a device 
may be alternatively embodied by one or more other devices 
Which are not explicitly described as having such functional 
ity/ features. Thus, other embodiments described herein need 
not include the device itself. 
[0053] The term “computer-readable medium” as used 
herein refers to any medium that participates in providing 
data (e.g., instructions) that may be read by a computer, a 
processor or a like device. Such a medium may take many 
forms, including but not limited to, non-volatile media, vola 
tile media, and transmission media. Non-volatile media 
include, for example, optical or magnetic disks and other 
persistent memory. Volatile media may include dynamic ran 
dom access memory (DRAM), Which typically constitutes 
the main memory. Transmission media may include coaxial 
cables, copper Wire and ?ber optics, including the Wires or 
other pathWays that comprise a system bus coupled to the 
processor. Transmission media may include or convey acous 
tic Waves, light Waves and electromagnetic emissions, such as 
those generated during radio frequency (RF) and infrared 
(IR) data communications. Common forms of computer 
readable media include, for example, a ?oppy disk, a ?exible 
disk, hard disk, magnetic tape, any other magnetic medium, a 
CD-ROM, DVD, any other optical medium, punch cards, 
paper tape, any other physical medium With patterns of holes, 
a RAM, a PROM, an EPROM, an EEPROM, a FLASH 
EEPROM, any other memory chip or cartridge, a carrier Wave 
as described hereinafter, or any other medium from Which a 
computer can read. 

[0054] Various forms of computer readable media may be 
involved in carrying sequences of instructions to a processor. 
For example, sequences of instruction (i) may be delivered 
from RAM to a processor, (ii) may be carried over a Wireless 
transmission medium, and/or (iii) may be formatted accord 
ing to numerous formats, standards or protocols, such as 
Transmission Control Protocol, Internet Protocol (TCP/IP), 
Wi-Fi, Bluetooth, GSM, CDMA, EDGE and EVDO. 
[0055] Where databases are described, it Will be under 
stood by one of ordinary skill in the art that (i) alternative 
database structures to those described may be readily 
employed, and (ii) other memory structures besides databases 
may be readily employed. Any schematic illustrations and 
accompanying descriptions of any sample databases pre 
sented herein are illustrative arrangements for stored repre 
sentations of information. Any number of other arrangements 
may be employed besides those suggested by the tables 
shoWn. Similarly, any illustrated entries of the databases rep 
resent example information only. Those skilled in the art Will 
understand that the number and content of the entries can be 
different from those illustrated herein. Further, despite any 
depiction of the databases as tables, other formats (including 
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relational databases, object-based models and/or distributed 
databases) could be used to store and manipulate the data 
types described herein. LikeWise, object methods or behav 
iors of a database can be used to implement the processes of 
embodiments described herein. In addition, the databases 
may, in a knoWn manner, be stored locally or remotely from a 
device that accesses data in such a database. 

[0056] It should also be understood that, to the extent that 
any term recited in the claims is referred to elseWhere in this 
document in a manner consistent With a single meaning, that 
is done for the sake of clarity only, and it is not intended that 
any such term be so restricted, by implication or otherWise, to 
that single meaning. 
[0057] In a claim, a limitation of the claim Which includes 
the phrase “means for” or the phrase “step for” means that 35 
U.S.C. §1 12, paragraph 6, applies to that limitation. 
[0058] In a claim, a limitation of the claim Which does not 
include the phrase “means for” or the phrase “step for” means 
that 35 U.S.C. §1 12, paragraph 6 does not apply to that 
limitation, regardless of Whether that limitation recites a func 
tion Without recitation of structure, material or acts for per 
forming that function. For example, in a claim, the mere use 
of the phrase “step of” or the phrase “steps of’ in referring to 
one or more steps of the claim or of another claim does not 
mean that 35 U.S.C. §1 12, paragraph 6, applies to that step(s). 
[0059] With respect to a means or a step for performing a 
speci?ed function in accordance With 35 U.S.C. §1 12, para 
graph 6, the corresponding structure, material or acts 
described in the speci?cation, and equivalents thereof, may 
perform additional functions as Well as the speci?ed function. 
[0060] Reference Will noW be made in detail to various 
exemplary and non-limiting embodiments, some examples of 
Which are illustrated in the accompanying draWings. 
[0061] As used herein, “gaming device” refers to a device 
that is capable, at a minimum, of displaying gaming outcomes 
of a Wagering game. Similarly, as used herein, a “Wireless 
gaming device” refers to a gaming device con?gured or oth 
erWise adapted to engage in electronic communication via a 
Wireless medium and attendant protocol. Examples of gam 
ing devices include, but are not limited to, slot machines, 
video poker machines, video blackjack machines, video keno 
machines, and casino table games (such as baccarat, black 
jack and roulette) equipped With electronic components that 
may facilitate embodiments described herein (e.g., electronic 
virtual tables With simulated cards, chips and/ or dealer; 
“smart” tables With a live dealer and one or more electronic 

devices such as chip/ card readers, display screens and/or 
player/ dealer input devices; etc.). 
[0062] With reference to FIG. 1, there is illustrated a physi 
cal gaming table 50 capable of being utiliZed to enable vari 
ous exemplary and non-limiting embodiments described 
more fully beloW. In some embodiments, such a physical 
gaming table 50 may comprise various “smart” technologies. 
HardWare may include: (i) a computing device 51 associated 
With one or more gaming tables 50 (e.g., a “table computer,” 
a “central table server”), (ii) gaming chips 72 (e.g., “smart” 
gaming chips comprising means for storing data and/or 
means for communicating With other devices, such as RFID), 
(iii) playing cards 74 (e.g., radio frequency identi?cation 
enabled cards that may identify themselves to a reader device, 
or cards that are marked to enable identi?cation by an optical 
reader), (iv) output devices 80, 58 associated With a gaming 
table 50 (e.g., LED or LCD displays incorporated into the 
table), (v) input devices 57 to be utiliZed by players and/or 
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dealers (e.g., physical buttons, a touch-screen, a bill/ticket 
validator, etc.), and/or (vi) sensors 59 or other devices for 
Wirelessly communicating With objects such as cards 74 and 
chips 72 (e.g., optical readers or RFID receivers commonly 
associated With table areas such as betting circles 76, card 
shoes 68, chip trays 64 and the like; US. patent Ser. No. 
11/672,301 to MILLER, ET AL. provides an example of an 
REID-enabled chip tray). Each of these technologies Will noW 
be described in some detail. It is understood that each of the 
above disclosed devices including, but not limited to, output 
devices, 80, 58, input devices 57, and the sensors 59, may be 
in communication, via a Wireless or physical connection, With 
computing device 51. 
[0063] The control system for the gaming table 50 may be 
distributed amongst the various components of the gaming 
table 50. That is, for example, each dealer station 54 and 
player station 56 may have its oWn processor that controls 
operation of sensors, displays and other input/output mecha 
nisms for each station. Alternatively, a central table control 
system may be used Which controls all the elements of the 
gaming table 50. The central table control system, such as 
computing device 51, may be located proximate the gaming 
table 50 (e.g., underneath the table or beside the table) or 
remotely therefrom such as might be the case for a casino 
controller. In short, the control system for the gaming table 50 
may be unitary or distributed, local or remote. 

[0064] Some embodiments of the present disclosure may 
be con?gured to Work in a netWork environment including a 
computing device 51 (e.g., a table computer) that may com 
municate, via a communications netWork 73, With one or 
more other devices, such as other computing devices (e.g., 
other table computers), servers (e.g., a central table server, a 
server for storing player data), components of a table (e.g., 
output devices 80, 58, input devices 57, smart playing cards 
(such as one card of a player’s hand 74), smart betting chips 
72, electronic gaming devices (e.g., slot machines, video 
poker machines) and the like. 
[0065] The computing device 51, or “computer”, may com 
municate With the devices directly or indirectly, via any 
appropriate communications means or combination of com 
munications means. Each of the devices may comprise com 
puters, such as those based on the Intel® Pentium® proces 
sor, that are adapted to communicate With the computer 51. 
Any number and type of devices may be in communication 
With the computer 51. Some, but not all, possible communi 
cation netWorks that may comprise the netWork or be other 
Wise part of the system include: a local area netWork (LAN), 
a Wide area netWork (WAN), the Internet, a telephone line, a 
cable line, a radio channel, an optical communications line, 
and a satellite communications link. A variety of communi 
cations protocols may be part of the system, including but not 
limited to: Ethernet (or IEEE 802.3), SAP, SASTM, Super 
SASTM, ATP, BluetoothTM, TCP/IP, GSM, GPRS, EDGE, 
GPS, or WiFi. 

[0066] In some embodiments, such a computer 51 may 
comprise a program for executing steps of the present disclo 
sure (e.g., instructing output devices 80, 58 to display session 
data). A memory (e.g., ROM, RAM) of such a computer may 
store such a program, as Well as maintain or otherWise com 

municate With one or more databases 53 (e.g., for storing data 
regarding ?at rate sessions). Further, such a computing device 
51 may comprise a communications port for communicating 

Jan. 7, 2010 

With other devices (e.g., an Ethernet port), input devices (e. g., 
a keyboard, a mouse), output devices (e.g., a CRT monitor), 
and the like. 

[0067] Table computers and/or central table servers may be 
netWorked in a variety of manners as Would be practical for a 
given casino ?oor or group of games. In one example, each 
gaming table 50 in a group of gaming tables 50 may be 
associated With a table computer 51, With a central table 
server (not shoWn) being responsible for sending/receiving 
data from the group (e.g., player data used for loyalty pro 
grams may be transmit from a table computer to a central 
table server, While each table computer may governs actions 
associated With a particular table). In another example, each 
player station 56 at a gaming table 50 may be associated With 
a table computer 51 (e.g., a blackjack table With ?ve player 
positions features ?ve table computers). 
[0068] Applicants’ co-pending, provisionally ?led Appli 
cation No. 60/826,977, hereby incorporated by reference for 
all purposes, describes various embodiments of smart gaming 
chips; speci?cally, Section 2.1 (“Gaming Chips”) of this 
document offers various technologies that may be utiliZed in 
accordance With the disclosures herein. For example, Section 
2.1 describes various embodiments of chip casings, displays, 
Wireless transceivers, poWer sources, memory, input devices 
and output devices that may be useful in the context of this 
invention. Alternatively, or in addition, gaming chips 72 and 
other objects near a gaming table 50 may be tracked using a 
camera system (i.e., optically), such as the one described in 
US Patent Application No. 2005/0026680 to Gururajan, the 
entirety of Which is herein incorporated by reference for all 
purposes. Note that such a camera system may not require the 
use of REID-enabled gaming chips 72. In one embodiment, 
gaming chips 72 may be marked to enable easy identi?cation 
by cameras. Further information about RFID chips can be 
found in US. Pat. Nos. 5,166,502; 5,676,376; 6,021,949; and 
6,296,190, Which are all incorporated by reference herein. 
Gaming Partners International (GPI) of 1182 Industrial Rod, 
Las Vegas, Nev. 89102 and Shufflemaster Inc. of 1 106 Palms 
Airport Drive, Las Vegas Nev. 89119 both sell RFID chips 
suitable for use With the present disclosure although neither 
product is speci?cally required to practice embodiments set 
forth herein. The gaming chips 72 may be interrogated 
through RF interrogators such as those sold by GPI or those 
described in US. Pat. Nos. 4,1814,589; 5,283,422; 5,367, 
148; 5,651,548; and 5,735,742, all ofWhich are incorporated 
by reference. Another interrogator is the TAG-IT product line 
produced by Texas Instruments. An improved interrogator is 
discussed in US. Patent Publication 2006/0077036, Which is 
incorporated by reference. 
[0069] In some exemplary and non-limiting embodiments, 
playing cards, such as a card forming the player’s hand 74, 
may communicate With other devices. For example, a playing 
card may Wirelessly identify itself to a reader device by trans 
mitting an identi?er via radio-frequency identi?cation to one 
or more RFID reader devices, such as sensor 59, associated 
With a gaming table 50 (e.g., embedded Within a card shoe, 
underneath a felt surface, etc.). Other knoWn methods and 
technologies for reading data from playing cards are contem 
plated (e.g., optically scanning card markings). One method 
for reading data from playing cards at table game is taught by 
German Patent Application No. P44 39 502.7, the entirety of 
Which is herein incorporated by reference for all purposes. 
Other methods are taught by US. Patent Application No. 
2007/0052167 to Galatan and US. Patent Application No. 



US 2010/0004051 A1 

2004/0207156 to Soltys, the entirety of Which are herein 
incorporated by reference for all purposes. 
[0070] Another example of technology for tracking playing 
cards at table games is the iShoeTM Intelligent Shoe, manu 
factured by Shuf?eMaster IncorporatedTM. This intelligent 
shoe reads the rank and suit of each card being dealt, and can 
transmit game results to a separate device (e.g., table com 
puter 51) via a casino communication netWork 73. Exemplary 
intelligent card shoes 68 are the IS-T1 and IS-Bl sold by 
Shuf?emaster. Further information is available at the Internet 
address: WWW.shu?iemaster.com/02_eu_products/utility_ 
products/its/intelligent_shoe_B1.asp, and in US. Pat. Nos. 
5,941,769 and 7,029,009 and US. Patent Publications 2005/ 
002681; 2001/7862227; 2005/0051955; 2005/0113166; 
2005/0219200; and 2005/0062226 all of Which are incorpo 
rated in their entireties. 
[0071] The present disclosure contemplates utiliZing vari 
ous input and/ or output devices (e.g., touch-sensitive screens, 
CRT screens, LEDs, etc.) embedded Within and/ or otherWise 
associated With a gaming table for purposes of (i) outputting 
information to players and/or dealers (e.g., data is output to 
players and/or dealers via one or more small display screens) 
and/ or (ii) receiving input from players and/or dealers (e.g., a 
player requests that he’d like to perform a game-related activ 
ity; a dealer authoriZes a payout to a player). Various technol 
ogy described in the folloWing patents andpatent applications 
may be helpful in enabling such inventive embodiments: 
2006/0205472 to Sines et al. (touch-screen displays alloWing 
player/dealer input at table games); 2006/0014577 to SnoW 
(player-speci?c push buttons and display screens in commu 
nication With a table game computer); and US. Pat. No. 
5,779,546 to Meissner et al. (outputting instructions to a 
dealer via a display screen); these documents are hereby 
incorporated by reference for all purposes. 
[0072] In one embodiment, a player may use a Wireless 
electronic device 71 (sometimes referred to herein as a mobile 
terminal, e.g., a Personal Digital Assistant (PDA), tablet com 
puter, pager, and/ or a cell phone) to provide one or more 
indications or receive and vieW data related to gaming. That 
is, the Wireless electronic device 71 may provide a substitute 
for a player terminal at a gaming table 50. For example, a 
player may place the Wireless electronic device 71 on the 
gaming table 50 during game play. 
[0073] In some embodiments, a gaming table 50 may be 
con?gured such that each player station 56 (e.g., each of six 
“seats” at a blackjack table) may be associated With (i) one or 
more betting circles 76 for indicating a bets With physical 
chips 72 or tokens, (ii) a display device 80 (e.g., an embedded 
LCD screen for outputting session data), (iii) one or more 
input devices 57 (e.g., physical buttons, a touch-screen, etc.), 
(iv) means for receiving/outputting payment (not shoWn)(e. 
g., a multi-purpose “TITO”/bill validating device, such as a 
FutureLogic GEN2TM PSA-66 device con?gured to operate 
Within an EZ-PayTM system of International Game Technol 
ogy of Reno, Nev.), and/ or (v) means for identifying players 
such as player tracking mechanism 78 (e.g., systems for iden 
tifying and tracking players at table games via player tracking 
card readers, as taught in US. Pat. No. 5,586,936 to Bennett 
et al; this patent is hereby incorporated by reference for all 
purposes). 
[0074] Applicants’ co-pending Application No. 60/826, 
977 (previously incorporated by reference) features descrip 
tion of sensors, cameras and/or technologies for Wirelessly 
(e. g., optically or via REID) reading data from and/or other 
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Wise communicating With objects such as smart playing cards 
and smart chips. Speci?cally, Section 2.2 (“Game Table and 
System”) describes various embodiments using a Wireless 
transceiver (e.g., for Wireless communication With betting 
chips). For example, an RFID reader embedded Within a 
betting circle or card shoe may operate to activate a passive 
transponder associated With a smart betting chip or smart 
playing card, and thereby read data from it. Another method 
of Wirelessly reading values associated With betting chips is 
taught by US. Pat. No. 5,651,548 to French et al.; the entirety 
of this patent is incorporated by reference of all purposes. 
[0075] Another example of enabling technology for track 
ing cards and chips at a gaming table is the Table Management 
System (TMSTM) from BallyTM, formerly knoWn as the Mind 
PlayTM system. This system utiliZes a specially-designed 
blackjack tabletop that incorporates specially encoded play 
ing cards, using invisible ink and barcodes, and 14 tiny cam 
eras built into the dealer’s chip tray. These cameras can read 
every card in play by reading the invisible ink printed on 
them. In addition, the system uses special chips, so that sen 
sors embedded in the table can automatically calculate each 
player’s bet. Other intelligent tables are sold by PGI With 
Shuf?emaster and IGT under the moniker Intelligent Table 
System (ITS) together With softWare titled TABLE MAN 
AGER. More information about intelligent tables can be 
found in US. Pat. Nos. 6.676,517; and 7,011,309 as Well as 
US. Patent Publications 2002/0147042; 2003/ 0003997; 
2005/0026680; 2005/0026682; and 2005/0054408, all of 
Which are incorporated by reference. 
[0076] In some embodiments, a multiplayer electronic 
(“virtual”) gaming table 50 may be utiliZed. Such a device 
may alloW numerous players to partake in rounds of gambling 
games, Without any/all of a live dealer, physical playing cards, 
or physical Wagering chips. Numerous such devices are cur 
rently available. For example, Shuf?e Master, Inc. of Las 
Vegas, Nev. manufactures a multiplayer electronic table, mar 
keted as the Table MasterTM. In some embodiments, memory 
of a computing device associated With such a table may be 
loaded With softWare for executing steps of the present dis 
closure. 
[0077] A single-player, standalone electronic gaming 
device comprising, for example, a Wireless electronic device 
71, may also be utiliZed for some exemplary embodiments 
disclosed herein. For example, International Game Technol 
ogy of Reno, Nev. offers a line of gaming devices knoWn as 
Game King®, offering numerous different types of games for 
single-player play, including video slots, keno, blackjack and 
the like. Such softWare may be repurposed to execute steps of 
the present disclosure. 
[0078] With reference to FIG. 2, there is illustrated an 
exemplary and non-limiting embodiment of a method accord 
ing to the invention. Each step of the illustrated process Will 
noW be described in detail. 

[0079] At step 200, one or more available personaliZed 
cards are offered to the player. A player at a blackjack table, 
such a gaming table 50, may have the opportunity to person 
aliZe rules or values for one or more cards in the deck/shoe. 
For instance, a player may change the value of the 6! from 
“6” to “11”. As a result, Whenever the player is dealt a 6!, it 
counts as 1 1 points toWards the player’s hand total. Similarly, 
the player may associate a rule change With certain cards, for 
example a player may designate the 70 as a payout booster. 
Therefore, Whenever the player Wins a hand With the 7 0 he or 
she is paid 2:1 instead of 1:1. 
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[0080] In exemplary embodiments, there exist a plurality of 
modalities for offering personalized cards. In one exemplary 
embodiment, personalized cards may be offered individually 
to players, or may be offered to a group or set of players. For 
example, seven friends sit doWn for an hour-long session of 
blackjack at their reserved gaming table 50. The friends pick 
a personalized card for their session of blackjack. The per 
sonalized card so chosen Will apply to the entire gaming table 
50. 

[0081] In another exemplary embodiment, physical per 
sonalized cards are utilized at physical gaming tables 50 With 
live dealers, cards, chips, etc. In some embodiments, a player 
display 80, table felt 52, a billboard, a poster, a tent card, etc. 
may visually indicate that a player may designate a person 
alized card. For example, the rules for personalized cards are 
posted on a tent card at the gaming table 50. In another 
exemplary embodiment, a dealer may verbally indicate that a 
player may designate a personalized card. In yet another 
exemplary embodiment, a player may receive a voucher or 
coupon that offers personalized card values. The voucher may 
be presented to the player by a casino hostess, upon check-in 
at a hotel associated With a casino, as a complimentary, upon 
completion of meal at a restaurant, on the back of a ticket stub 
for shoW or sporting event, or the like. The player may then 
visit a gaming table 50 and present the voucher to request the 
personalized cards as described more fully beloW. 

[0082] In another exemplary and non-limiting embodi 
ment, electronic personalized cards are offered on electronic 
gaming machines (e.g., a video blackjack game) or an elec 
tronic table game 50 (e.g., a smart table). A display 80 on a 
machine or at a player station 56 may shoW personalized card 
rules, prices, instructions for implementation, etc. The dis 
play 80 may be part of a player interface comprising a display 
(e.g., cathode ray tubes, an LCD screen, a touch sensitive 
screen, an LED, Plasma Display Panels, electronic paper, a 
projection screen, etc.) Speakers in the table or on an EGM 
may audibly offer a personalized card option. 
[0083] In exemplary and non-limiting embodiments, an 
offer for one or more personalized cards may be output in 
response to a trigger, such as the occurrence of an event or 
condition. For example, a dealer offers personalized cards 
When player sits doWn at a gaming table 50. In another 
example, a player is only alloWed to sign up for personalized 
cards at the start of a neW deck. This may prevent players from 
gaining an advantage through card counting and may simplify 
calculations of the value of a personalized card. In yet another 
example, a smart gaming table 50 may prompt the dealer to 
offer a personalized card option to a player. A personalized 
card option may be offered to a player based on game play 
(e. g., When a particular outcome occurs). 
[0084] In accordance With exemplary embodiments, a Wide 
variety of rule changes may be implemented in the game of 
blackjack in order to give the player an advantage, give the 
player a disadvantage, make the game more exciting, etc. Any 
such rule changes may be associated With and activated upon 
the appearance of a personalized card. Some exemplary rule 
changes are discussed herein. In some exemplary embodi 
ments, rule changes may be positive or advantageous. In other 
exemplary embodiments, rule changes may be negative or 
disadvantageous. One such advantageous rule change is 
“Automatic 21” (or other number). For example, Whenever 
the player’s personalized card is dealt, he or she has an auto 
matic 21 (regardless of What the other card is). LikeWise, 
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Whenever the player’s personalized card is dealt, the player 
has an automatic 20 (this gives the player less of an advan 
tage). 
[0085] Another exemplary rule change is the “Automatic 
Win”. For example, anytime the player’s personalized card is 
dealt, the player automatically Wins. 
[0086] Another exemplary rule change is the “Win 
Pushes”. For example, if a player ties the dealer When using a 
personalized card, then it counts as a Win. 
[0087] Another exemplary rule change is the “Anytime 
Split”. For example, a player is alloWed to split his hand 74 
even When the hand 74 is not a pair. In some embodiments, the 
casino may alloW the player to play one of the hands 74 for 
free (in other Words, the player does not have to post a bet for 
the second hand). 
[0088] Another exemplary rule change is the “Extended 
Bust Limit”. For example, a player does not bust until receiv 
ing a hand total of 23 or more. 

[0089] Another exemplary rule change is the “Payout 
Boosters”. For example, the payout on a Winning hand 74 
comprising a personalized card is increased by a predeter 
mined amount. Alternatively, the payout may be increased 
based on the player’s margin of victory. 
[0090] Another exemplary rule change is the “Immunity”. 
For example, a Wager on a hand 74 comprising a personalized 
card cannot be collected by the dealer. A loss With this hand 74 
may result in a push. In another example, a hand 74 compris 
ing a personalized card can continue to take hits (any card that 
causes a bust is discarded) until the player has at least 17. In 
yet another example, a player can choose to surrender a hand 
74 and receive 90% of his Wager back. 
[0091] Another exemplary rule change is the “Replacement 
Card”. For example, a replacement card may be received for 
any card in a hand 74 comprising a personalized card. 
[0092] Another exemplary rule change is the “Do-Over”. 
For example, a player may request that the hand 74 is re-dealt, 
or that a hit card be discarded and re-dealt if his or her hand 74 
comprises a personalized card. 
[0093] In accordance With other exemplary and non-limit 
ing embodiments of rule changes, additional bets may be 
activated. For example, a player may “triple doWn” on a hand 
74 With a personalized card. A player can “SWitch Sides” on 
a hand 74 With a personalized card. For example, a player can 
sWitch a bet that is paid if the dealer Wins in blackjack (both 
dealer and player’s hand 66, 74 played according to preset 
strategy). A player may avail himself of a “Free Double 
DoWn”. For example, the player is given the option of dou 
bling doWn on his hand 74 for free. A player may “Piggy 
Back”. For example, the player may choose to move the bet, 
or a portion of the bet, to another player’s hand 74. LikeWise, 
he player may get a free duplicate of his oWn bet to place on 
another player’s hand 74. 
[0094] In accordance With other exemplary and non-limit 
ing embodiments, players With a personalized card in their 
hand 74 may unlock additional “side bet” options. For 
example, the player may bet that he or she Will Win beating a 
blackjack dealer by more than tWo (e.g., player gets 20 and 
dealer gets 17). Players might even customize their oWn side 
bets. For example, a player chooses a side bet option When 
sitting doWn to start playing. When the personalized card is 
shoWing, the player may make a chosen side bet. In another 
example, When Player A places a bet in a generic “side bet 
active” circle, the player gets paid a bonus of $10 if his 
Blackjack hand 74 features only diamonds. In another 
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example, When Player B places a bet in side bet in generic 
“side bet active” circle, he gets paid 5 :2 on his bet if the dealer 
busts. 

[0095] A personalized card may also be used to put a player 
at a disadvantage. Players may accept these negative rule 
changes in exchange for some other bene?t, such as higher 
payouts. In other embodiments, the player may be forced to 
take a negative personaliZed card in addition to a positive 
personaliZed card in order to balance the odds. The opposite 
of many of the positive rule changes discussed above can be 
utiliZed or otherWise implemented, or the bene?t of a positive 
rule change may be applied to the dealer’s hand 66 instead of 
the player’s hand 74. 
[0096] Examples of negative rule changes include “Wham 
mies”. For example, any hand 74 With a personaliZed card 
automatically loses. 
[0097] Another exemplary negative rule change is 
“Reduced payouts”. For example, the payout on a Winning 
hand 74 comprising a personaliZed card is decreased by a 
predetermined amount. In another example, a tax is paid to 
the house When a personaliZed card is used. (though the 
player may have the option to not apply a personaliZed card 
When it appears, and then not need to pay the commission or 

fee). 
[0098] Another exemplary negative rule change is “No 
hits”. For example, any hand 74 With a personaliZed card 
cannot receive any hits (e.g., player is forced to stand With 
initial hand 74). 
[0099] Another exemplary negative rule change is 
“Extended bust limit for the dealer”. For example, the dealer 
doesn’t bust until “23” When a player’s hand 74 has a person 
aliZed loWered bust limit for the player. 

[0100] In addition to the rule changes discussed above, 
exemplary and non-limiting embodiments incorporate value 
changes. In one embodiment, a personaliZed card may be 
Worth an alternate value. For example, KVI2. The player may 
be able to choose any number, even negative numbers. For 
example, a card may be Worth 14. Likewise, a card may be 
Worth a negative value (e.g., “—6”). In another embodiment, 
the player may be restricted to a set of numbers. For example, 
the player may change the value of any card to be Worth 9, 10, 
or 11. Likewise, the value of the personaliZed card may be a 
duplicate of another card in the player’s hand 74, the dealer’s 
and, or another player’s hand 74. For example, the player has 
a 7 in his hand 74, so a personaliZed card can also count as 7. 
In such instances, an additional bene?t is the enablement of 
splitting. 
[0101] In other exemplary and non-limiting embodiments, 
cards can have multiple values. For example, a personaliZed 
card may be Worth the face value OR 1. A personaliZed card 
may be Worth any odd number. A personaliZed card may be 
Worth the face value or the negative of the face value (e.g., a 
7' may be 7 or —7). A personaliZed card may adopt a stretch 
rule, Which Would alloW the card to be Worth the face value, 
face value +1 or face value —1. 

[0102] In an exemplary embodiment, a card may be any 
value, such as a Wild card (e.g., JQIany value 1-11). In yet 
another embodiment, a personaliZed card value may be deter 
mined based on an accumulated value (e. g., a player’s comp 
status). For example, a personaliZed card may be Worth 9 if a 
player has silver level comp status, 10 if the player has gold 
level comp status, or 11 if a player has platinum level comp 
status. 
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[0103] In addition to the rule and value changes discussed 
above, exemplary and non-limiting embodiments incorporate 
suit changes. In one embodiment, a personaliZed card may be 
Worth an alternate suit. Such changes may be useful if a player 
has a “lucky card”, for example, the QV. If QQIQV, the 
player noW has tWo lucky cards in a single deck. Or if a player 
has an unlucky card, for example, the 7 0, it can be designated 
as a 7!. Such suit changes are likeWise desirable if there is a 
secondary game or jackpot being played at the table. For 
example, if a matching pair of cards is revealed in the player’s 
initial hand 74, the player Wins a jackpot. If a player is dealt a 
70 and a 71!, this can be a Winning pair if the player person 
aliZed 70:79. In exemplary embodiments, a player can 
change both the value and the suit of a card. For example, 

7 OIQV. 
[0104] In exemplary and non-limiting embodiments, there 
may be rules/restrictions governing When the effects associ 
ated With a personaliZed card are applicable. In one exem 
plary embodiment, the effect associated With a personaliZed 
card is only applicable When it appears as part of an initial 
hand 74 (e.g., it appears as one of the ?rst tWo cards dealt to 
a player). For example, Player A declares the 61! initiates 
“immunity”. In one hand 74, he receives the 6! and the 100 
as his starting hand 74. If this hand 74 loses, immunity is 
activated and the result is a push. In another hand 74, he 
receives the 6! as a hit card. If this hand 74 loses, immunity 
is not activated and the player loses his Wager. 

[0105] In other exemplary embodiments, an effect associ 
ated With a personaliZed card is only applicable When it is 
dealt to the player Who has declared a personaliZed effect. For 
example, Player A declares the 9! to be “Wild”. In one hand 
66, the dealer is dealt a 9!, hoWever no change is applied. In 
another hand 74, Player A is dealt the Q0 and the 9!, the 
result of Which is a 21 because of the Wild feature. In another 
example, PlayerA declares the JV initiates “double payouts.” 
In one hand, the player beats the dealer and Player B has a 
hand shoWing the JV. Because Player A’s hand does not 
include the IV, the double payouts rule change is not applied. 
[0106] In other exemplary embodiments, Whenever a per 
sonaliZed card is dealt, regardless of Whose hand it is in, the 
player’s rule/value change may be given effect. For example, 
PlayerA personaliZes the KV to be Worth 11. While playing, 
the dealer is dealt the KV and the 10!. This hand may then be 
considered a natural (tWo initial cards totaling 21) When com 
pared to Player A’s hand 74, and possibly When compared to 
other player’s hands 74 as Well. In another example, PlayerA 
personaliZes the 70 to initiate a “payout booster”. His hand 
74 Wins and the 7 0 appears in Player B’s hand 74. As a result, 
PlayerA’s payout is doubled. In a related embodiment, Player 
A and Player B’s payouts are doubled. In yet another similar 
embodiment, Player A, Player B, and any other Winning 
player at the table are aWarded a double payout. 

[0107] In an exemplary embodiment, there may be special 
rules applied When the game is played With a multi-deck card 
shoe 68. For example, if Player A designates the 8' as a 
personaliZed card, (theoretically) he or she might see up to six 
8' in one hand 74 (e. g., When using a six deck card shoe 68). 
In other exemplary embodiments, if more than one personal 
iZed card appears, then the effect is multiplied by the amount 
of personaliZed cards. For example, if the player receives tWo 
“double payout” cards, then the payout is quadrupled. In 
another exemplary embodiment, if more than one personal 
iZed card is dealt, then the effect is cancelled. For example, if 
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the player receives tWo “Immunity” cards, then the effect is 
cancelled and no Immunity is activated. 
[0108] In an exemplary and non-limiting embodiment, if 
more than one personalized card is dealt, then a bonus is 
aWarded to the player. For example, if a player receives tWo 
(of the same) personalized cards in their initial hand 74 then 
he or she gets a $1000 bonus. 
[0109] In an exemplary embodiment, there may be restric 
tions based on the amount Wagered and/ or payouts that dictate 
When a personalized card is applicable. In one such embodi 
ment, there may be a ceiling placed on the amount payable for 
favorable rule/value changes. For instance, at a 25$ minimum 
table, payouts for hands 74 using personalized cards may not 
exceed $200. In other exemplary embodiments, there may be 
a minimum or maximum Wager amount necessary for a per 
sonalized card to be activated. For example, the player must 
have Wagered at least $50 for the personalized card to be used. 
Likewise, for example, the player may not use a personalized 
card if the Wager is greater than $200. 
[0110] In an exemplary embodiment, personalized card 
may only be good for a predetermined amount of time. For 
example, a personalized card may only be valid for the dura 
tion of a ?at rate session, the last ten minutes of a ?at rate 
session, ten minutes every hour starting When a bell rings, for 
one hour, for one shuf?e of the deck or shoW, for a set number 
of hands or a set number of cards, etc. 

[0111] In other exemplary embodiments, personalized card 
privileges may be activated based on a de?ned event. For 
example, a player may reach “personalized card status” only 
after gambling over a certain amount of money in a set period 
of time (eg $500 in a session, $1000 in a day, during group 
play after a group gambles $1000 at a table, etc.) 
[0112] In another exemplary embodiment, personalized 
card privileges may be activated after Winning a predeter 
mined number of hands. For example, personalized card 
privileges may be activated after successfully collecting ?ve 
designated symbols from different areas of the casino, like a 
scavenger hunt or only When there are certain number of 
people at a table, such as only When the table is full. 
[0113] In another exemplary embodiment, personalized 
card privileges may be discontinued based on a de?ned event. 
In an exemplary embodiment, a player may purchase a per 
sonalized card that is only active for a predetermined amount 
of hands or rounds. For example, a player may have a person 
alized card that is good for 50 hands. A counter is decre 
mented each time a hand is dealt may keep track of allotted 
hands. In another exemplary embodiment, a personalized 
card is active as long as the player plays at that table. For 
example, personalized card privileges are aWarded until the 
player stops playing. 
[0114] In another exemplary embodiment, personalized 
cards may be good for one use only, and privileges are dis 
continued after they have been used. Similarly, a predeter 
mined number of uses other than one use may be imple 
mented. Any of a variety of counting methods may be used. 
For instance, the player may be given an allotment of Person 
alized Card Tokens that are forfeited each time a personalized 
card is used. There may also be counters, perhaps as part of 
player output device 80, at each player’s station 56 that are 
decremented for each use of a personalized card. In another 
exemplary embodiment, When a personalized card is used, the 
card may be placed next to an indication of the personalized 
card instead of going into the discard pile. In another 
example, players may be required to pay a fee, post a bet, etc. 
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every time a personalized card is used (either before to acti 
vate it, or afterWards as compensation for use). 
[0115] In some exemplary and non-limiting embodiments, 
a personalized card is only active for a predetermined amount 
of card shoes 68. For example, the personalized card privilege 
is nulli?ed once the dealer reaches the cut card. In another 
example, a personalized card may be active throughout the 
next three card shoes 68. 

[0116] In another exemplary embodiment, cards of certain 
suit and/or rank may be restricted from value/rule change 
purchases (e. g., players cannot buy a value/rule change for an 
Ace). 
[0117] At step 210, a request for a personalized card is 
received. In exemplary and non-limiting embodiments, it 
may be necessary to de?ne tWo speci?c settings When 
requesting or con?guring a personalized card: (I) There 
should be a de?ned rank and or suit of the card that Will be 
personalized and (II) There should be a de?ned rule, suit or 
value change that is associated With the selected personalized 
card. Other settings or attributes of a personalized card may 
be de?ned as Well (as described above) such as duration of a 
personalized card and restrictions or terms of applicability. 
[0118] In an exemplary embodiment, the request for a per 
sonalized card is a physical request. The player may verbally 
declare a personalized card and an associated value/rule 
change. For example, the player tells the dealer that he Would 
like 2! to be Wild. LikeWise, the player tells the dealer that he 
Would like the KV to be Worth 11. 

[0119] In an exemplary and non-limiting embodiment, 
there may be a designated spot on the table felt 52 for the 
player to indicate a personalized card and an associated value/ 
rule change. The player may have one or more personalized 
chips, lammers, markers, etc. that he or she places (or has the 
dealer place) on a specialized spot on the felt. With reference 
to FIG. 3 there is illustrated an exemplary embodiment of a 
manner in Which specialized spots on the table felt 52 or other 
area associated With a surface or surfaces of gaming table 50 
and personalized markers 30 may be utilized. In this example, 
players make use of tWo personalized markers 30, or tokens, 
that are associated With their player station (shoWn as “X”, 
“Y” and “Z”). One personalized marker 30 is placed on the 
upper grid 32 on the specialized felt to designate the rank and 
suit of a personalized card. Another personalized marker 30 is 
placed on the loWer grid 34 to designate a value or rule 
associated With the personalized card (numbered boxes rep 
resent value changes, the others represent rule changes). 
Additional text and graphics may be added to the table felt 52 
to indicate fees, alternate payouts, offsetting rule changes, 
rules for use of personalized cards, etc. 
[0120] In an exemplary embodiment, the player may pur 
chase or con?gure a personalized card someWhere other than 
the blackjack table or gaming table 50 at Which it is used. In 
such an instance, the player may be required to provide the 
dealer With an indication of a personalized card that Was set 
up prior to the player sitting doWn. For example, the player 
may purchase or de?ne a personalized card at a kiosk, a 
cashier’s desk, an electronic gaming machine (EGM), etc. 
The player is then provided With an indication (e.g., a receipt, 
a ticket, a special chip, a marker or lammer, an electronic 
indication associated With a player account, etc.) Which he or 
she shoWs or presents to the dealer. In another example, the 
player has purchased a personalized card at a blackjack table, 
Which is good for tWenty-four hours. When the player leaves 
that table, the player receives an indication (e.g., a receipt, a 
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ticket, a special chip, a marker or lammer, an electronic indi 
cation associated With a player account, etc.) of the person 
alized card and its effect, Which can be presented and acti 
vated at any other table. In yet another example, a player may 
acquire a voucher or coupon that entitles him to a personal 
ized card. This voucher or coupon may be purchased, avail 
able as a promotion, or provided as a complimentary. The 
player may present the voucher at a game table to receive the 
personalized card feature. For example, a player may insert a 
voucher into a bill acceptor on a smart game table 50. 

[0121] In accordance With exemplary embodiments Where 
a personalized card is not purchased or set up at the table 
Where the personalized card is used, a personalized card 
indication may be required to include information about the 
selected personalized card and the rule/value change, as Well 
as indication of any restrictions related to applicability (e.g., 
the duration of the personalized card, Wager limits, etc). 
[0122] In another exemplary embodiment, the request for a 
personalized card is an electronic request. In some embodi 
ments, an interactive player display 80 may alloW a player to 
pick a Personalized Value/ Rule Change. Such a display may 
comprise one or more of the folloWing input/output devices: 
an LCD, an LED, a CRT, a Plasma Display Panel, a touch 
screen, a keyboard/keypad, a button (hard of soft), an air 
mouse, a Wii-type controller, a trackball, a microphone, 
speakers, etc. 
[0123] With reference to FIGS. 4a-4d, there are illustrated 
various exemplary embodiments of interactive player dis 
plays 80 for use When con?guring a personalized card. 
Assuming the player has already indicated that he/ she Would 
like a personalized card, the player is presented With FIG. 411 
on a player display 80 that prompts the player to pick a 
personalized card rank and suit. After choosing the card to 
personalize, the player is presented FIG. 4b Which prompts 
the player to select either a “rule change” or a “value change.” 
If the player selects a “value change”, then the player is 
presented With FIG. 40 Which prompts the player to pick a 
value to associate With the previously selected personalized 
card. If the player selects “rule change” via the display of FIG. 
4b, then the player is presented With the display shoWn in FIG. 
4d. As illustrated in FIG. 4d, the player is prompted to select 
a desired rule change to be associated With the personalized 
card. The player may also be provided With a description of 
the rule change by pressing the “HoW Does it Work?” button. 
[0124] In an exemplary and non-limiting embodiment, a 
dealer uses an interactive display 58 to input a desired Per 
sonal Value/Rule Change (e.g., at his oWn discretion or 
according to a player request.) Additional screens may be 
utilized in order for the casino to receive con?rmation of the 
personalized card settings and or compensation for the per 
sonalized card as discussed beloW. 

[0125] In accordance With an exemplary embodiment, 
When a player chooses to use a personalized card, the settings 
(e.g., the personalized card’s rank/suit, the associated rule/ 
value, restrictions, etc.) may be automatically con?gured by a 
computer 51 or dealer. For example, the player indicates 
(either via the player interface or by asking the dealer) that he 
or she Would like a personalized card. Upon indication, 
(again, provided by the player or the dealer) a table computer 
51 randomly generates a set of personalized card settings to 
be associated With that player. In another example, a person 
alized card value may be determined using a bonus round or 
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other mini-game that is played on a smart gaming table 50. 
For example, a mini-game is initiated When the personalized 
card is dealt. 
[0126] In another exemplary embodiment, a personalized 
card may be determined based on an accumulated value (e. g., 
a counter associated With a player or a number of tokens in a 
player’s possession). For example, a smart gaming table 50 
may keep track of a “personalized card poWer meter” Which is 
updated based on game play by the player or other players at 
the game table. When a personalized card is dealt, the value 
change may be determined based on the accumulated value 
“personalized card poWer meter”. 
[0127] In an exemplary and non-limiting embodiment, 
periodic changes may be made automatically to a personal 
ized card’s settings. For example, a neW group of personal 
ized card settings may be automatically chosen for each neW 
hand and displayed to the player/ dealer via a table display 80, 
58. For example, a rule/value associated With a personalized 
card is automatically changed, the personalized card’s rank/ 
suit is automatically changed, a neW group of personalized 
card settings may be automatically chosen for each neW card 
shoe 68, and/or a neW group of personalized card settings may 
be automatically chosen every ten hands. It is to be appreci 
ated that periodic neW player card settings may be chosen 
manually instead of automatically. While automatic selection 
may sloW doWn the game, the result is provision of an activity 
to occupy the player While the dealer shuf?es and sets up a 
neW card shoe 68. 

[0128] In an exemplary embodiment, a player may pur 
chase a personalized card that is associated With his or her 
player account. When the player provides indication of his or 
her identi?cation or account (e.g., by presenting or sWiping a 
player/credit/ID card), the personalized card is recognized or 
activated. For example, a player purchases or de?nes a per 
sonalized card at a kiosk thus associating the personalized 
card With the player’s card account. When the player sits 
doWn at a blackjack table and sWipes the player’s card, an 
indication of the personalized card is presented to the dealer 
via an electronic dealer/table display. In another example, a 
player purchases or de?nes a personalized card at another 
designated location (e.g., With the aid of a casino rep at the 
player’s club desk). The personalized card settings are then 
associated With the player’s account. In yet another example, 
an indication of a player’s personalized card may be physi 
cally printed on a player card, identi?cation card, voucher, 
etc. as Well. 

[0129] In accordance With some exemplary and non-limit 
ing embodiments, in order to keep the game of blackjack 
pro?table When offering players the option to personalize 
cards, the casino may charge a fee, alter payouts, or imple 
ment rule changes to counter the a player’s advantage. 
[0130] In an exemplary embodiment, a player may be 
charged a tax or a fee for a Personalized Value/Rule Change. 
When determining an appropriate tax or fee for personalized 
cards, the casino may calculate the difference in the player’s 
odds or expected value (EV) as a result of the personalized 
card. Those of ordinary skill in the art are able to determine 
hoW much the odds of blackj ack are affected by value and rule 
changes (e.g., by running a Monte Carlo simulation). 
[0131] Other factors may also be considered. Personalized 
cards may be priced differently based on hoW frequently a 
personalized card appears or is expected to appear. (E.g., the 
odds of a K appearing is l in 13, the odds of a K! appearing 
is l in 52). For example, a player that purchases a rule change 
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for red kings (i.e., kings of hearts or diamonds) Will most 
likely be charged more than a player that only purchases a rule 
change for the K’. 
[0132] Personalized cards may be priced differently based 
on traditional game implications. For example, certain cards 
Within the deck are considered more valuable to the player’s 
chances, and therefore it may be more expensive to purchase 
a rule change for one card than another. For instance, Aces are 
traditionally advantageous cards for the player because of 
their dual value (1 or 11) and because they are the only card 
With Which a player can make a natural 21 . Therefore, chang 
ing the value of an already valuable card may be less expen 
sive than changing the value of a less valuable card. 
[0133] In another example, some values are more bene?cial 
than others. If a player Wants to change the value of a 50 to 
“1 1” it increases his chances of getting a blackjack (because 
a card Worth 11 is necessary for natural blackj acks). This 
value change may therefore cost more than if a player 
changed the 5 Q to be Worth “9”. 
[0134] The size of the player’s Wager may also be a deter 
mining factor When determining odds. For instance, if a 
player is betting $10 per hand, it may cost less to purchase a 
personalized card than if the player Were betting $100 per 
hand. In other Words, the more the player is betting per hand, 
the more it may cost the player for a personalized card. Thus, 
When a player sets up a personalized card, he or she may have 
to bet a minimum or maximum bet amount in order for the 
personalized card to be active. 
[0135] In an exemplary embodiment, When a player makes 
a request for a Personalized Value/Rule change, a computer 
may evaluate the player’s EV change based on one or more 
PersonalizedValue/ Rule changes, and con?gure or otherWise 
determine a fee based on the change in EV. In some exem 
plary embodiments, prices for a rule/value change may be 
predetermined and permanently displayed on the table felt 52, 
a tent card, a ?yer, an electronic table display, etc. In yet other 
exemplary embodiments, a ?at fee may be paid that enables a 
personalized card for a speci?c duration of time. In some 
embodiments a player may pay periodic fees (e.g., $1 every 
10 hands) to keep a personalized card enabled. In another 
embodiment, prices for a rule/value change may be con?g 
ured by a player device, smart table, player interface, etc. In 
addition, a player may pay a fee using cash, credit, chips, 
electronic credits, etc. In an alternative embodiment, a play 
er’s Winnings are taxed (e.g., $1 for every Win is taken by the 
casino) in lieu of collecting an upfront fee. 
[0136] In exemplary and non-limiting embodiments, 
altered or adjusted payouts may be offered in exchange for a 
Personal Value/Rule change. For example, a player Who gets 
3:1 payouts from Wins With a personalized card may only 
receive 0.95:1 payouts on other Winning hands. In another 
example, based on a calculated difference in EV, a player may 
receive higher or loWer payouts. For instance, if the person 
alized card reduces the player’s odds of Winning, then he may 
receive payouts of 1.1 :1 for Winning hands. Similarly, if the 
personalized card increases the player’s odds of Winning, then 
the player may only receive payouts of 09:1 for Winning 
hands. In an exemplary embodiment, an altered payout may 
only be applied to hands When the personalized card is active. 
For example, the player may receive normal payouts for most 
hands, but a reduced payout When his or her personalized card 
is included in an outcome. 

[0137] In some exemplary embodiments, rule changes may 
be implemented to counter a bene?t or a disadvantage result 
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ing from a personalized card. In one embodiment, When a 
player selects a personalized card associated With an advan 
tageous rule or value change, the player must also select a 
personalized card With a negative rule or value change. The 
inverse may also apply (i.e., if a player picks a negative rule 
change, then the player also picks a positive rule change to 
counter). For example, Player A joins a blackjack table and 
designates the 6! as a Wild card. To counter that bene?t, 
Player A must also choose another card that Will act as a 
Whammy card. Therefore, any advantage the player receives 
from the Wild card (Which gives him the ability to make any 
hand 74 into a “21”) is countered or balanced by the Whammy 
card (any hand 74 comprising the Whammy card automati 
cally loses). In another example, Player A joins a blackjack 
table and designates the 8V to have the alternate value of 11. 
To counter the bene?t, the player may have to change the 
value of one or more 10’s to 5. 

[0138] In an exemplary embodiment, When a player selects 
a personalized card With an advantageous rule or value 
change, another negative rule or value change may be imple 
mented automatically. For example, Player A joins a black 
jack table and designates the 6! as a Wild card. To counter the 
bene?t, 22 no longer counts as a bust for the dealer, and 
instead the player and dealer push When the dealer has a count 
of 22 and the player has a 21. In another example, Player A 
joins a blackjack table and designates the 8V to have the 
alternate value of 1 1. To counter the bene?t, the Ace of Qonly 
counts as 1 (not 1 or 11). 
[0139] Static pricing models may be stored in a database 53 
(e.g., at a table computer 51, Within a kiosk, etc.) For instance, 
When a player is offered a personalized card or When the 
player requests a personalized card, a computer may search a 
database for an associated offsetting rule change, fee, 
adjusted payout, etc. and output this information to the player. 
[0140] With reference to FIG. 5, there is illustrated an 
exemplary and non-limiting embodiment of a table 56 as may 
be stored in database 53 shoWing fees, rule changes, and 
adjusted payouts as might be de?ned for a selected personal 
ized card and rule or value change. As illustrated, column 
designations include, but are not limited to, a “personalized 
card rank/ suit”, a “personalized rule change”, a “personalized 
value change”, a “fee/rule change/adjusted payout”, and 
“restrictions”. For example, With reference to entry 57, if a 
player selects the 2' as a personalized card and associates the 
Whammy rule With the personalized card, the payout is 
adjusted to be 0.5:1 and the restriction is enforced that per 
sonalized card is only applicable for the ?rst three pushes. 
[0141] With continued reference to FIG. 2, at step 220, a 
personalized card is indicated. Once a personalized card has 
been chosen and de?ned, a physical indication of the person 
alized card may be placed on the table to remind the player 
and the dealer to apply a personalized card’s effect if the 
personalized card appears. The indication also provides proof 
that a player purchased the personalized card. Similarly, per 
sonalized cards can be indicated using an electronic display. 
Physical or electronic indicators may display one or more of 
the folloWing: the suit and rank of one or more personalized 
cards, the rule or value change associated With a personalized 
card, the player associated With a personalized card, the dura 
tion of the personalized card, and rules or restrictions for 
applicability of a personalized card. 
[0142] In some exemplary and non-limiting embodiments, 
physical indicators of a personalized card may be utilized. In 
an exemplary embodiment, designated areas on the gaming 
















