
(19) United States 
(12) Patent Application Publication (10) Pub. No.: US 2008/0214262 A1 

Phillips et al. 

US 20080214262A1 

(43) Pub. Date: Sep. 4, 2008 

(54) SYSTEMS AND METHODS FOR AN 
IMPROVED ELECTRONICTABLE GAME 

(75) Inventors: Gareth Phillips, Manchester (GB); 
Scott Olive, Narrabeen (AU): 
Lattamore D. Osburn, Las Vegas, 
NV (US); John Denlay, Las Vegas, 
NV (US); Christine J. Denlay, Las 
Vegas, NV (US); Michael Dugan, 
Colorado Springs, CO (US); Gary 
Frerking, Henderson, NV (US); 
Kent Reisdorph, Henderson, NV 
(US) 

Correspondence Address: 
MCANDREWS HELD & MALLOY, LTD 
500 WEST MADISON STREET, SUITE 3400 
CHICAGO, IL 60661 

(73) Assignee: 

(21) Appl. No.: 

ARISTOCRAT 
TECHNOLOGESAUSTRALIA 
PTY, LTD., Lane Cove (AU) 

11/937,762 

100 

(22) Filed: Nov. 9, 2007 

Related U.S. Application Data 

(60) Provisional application No. 60/865.279, filed on Nov. 
10, 2006. 

Publication Classification 

(51) Int. Cl. 
A63F 9/24 (2006.01) 

(52) U.S. Cl. .......................................................... 463/16 

(57) ABSTRACT 

Certain embodiments of the present invention provide a gam 
ing device including a display adapted to provide a dealer 
representation to a player at a player position, a sensor 
adapted to sense at least one of a location and an orientation 
of the player at the player position, and a processor adapted to 
generate the dealer representation to interact with the player 
based at least in part on the sensed at least one of the location 
and the orientation. 
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Figure 1 
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Figure 2 
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SYSTEMS AND METHODS FOR AN 
IMPROVED ELECTRONICTABLE GAME 

RELATED APPLICATIONS 

0001. This application is related to, and claims the benefit 
of Provisional Application No. 60/865.279, filed on Nov. 10, 
2006, and entitled “Systems and Methods for an Improved 
Electronic Table Game. The foregoing application is herein 
incorporated by reference in its entirety. 

FEDERALLY SPONSORED RESEARCHOR 
DEVELOPMENT 

0002. Not Applicable 

MICROFICHEACOPYRIGHT REFERENCE 

0003) Not Applicable 

BACKGROUND OF THE INVENTION 

0004. The present invention generally relates to table 
games. More specifically, the present invention relates to 
systems and methods for an improved electronic table game. 
0005 Gaming machines, including electronic table 
games, such as electronic blackjack, poker, or roulette, offer 
popular, exciting, and Sophisticated wagering activities at 
casinos and other gambling locations. 
0006 Current automated or electronic table games feature 
one or several displays which display the cards during the 
play of the game as well as a video representation of a dealer. 
For example, Shuffle Master, Inc. of Las Vegas, Nev. has a 
Table MasterTM product which includes a large display to 
display the virtual dealer as well as five player terminals, each 
including a separate display and player inputs (to control the 
action) to play a game of Blackjack. FIG. 4 illustrates a 
current electronic table game system with a video represen 
tation of a dealer. 
0007. These current games have only limited ability to 
interact with players at the table. For example, games may be 
pre-programmed to have the video dealergesture or “look” in 
the general direction of a seating position at a table, whether 
a player is located there or not, or to provide other generic 
Video and audio outputs. 
0008. In addition, current systems have limited ability to 
react verbally to a player. Typically, only a set number of 
actions are available and those actions are linked to the player 
pressing a button. 
0009 Further, current systems provide only a single, pre 
determined dealer appearance for a player. Players cannot 
select a particular dealer or appearance, for example. 

BRIEF SUMMARY OF THE INVENTION 

0010 Certain embodiments of the present invention pro 
vide a gaming device including a display adapted to provide 
a dealer representation to a player at a player position, a 
sensor adapted to sense at least one of a location and an 
orientation of the player at the player position, and a proces 
sor adapted to generate the dealer representation to interact 
with the player based at least in part on the sensed at least one 
of the location and the orientation. 
0011 Additional embodiments may include an interface 
with a player tracking system host computerby, for example, 
the player inserting a player card in a card reader at their 
player position at the table. The gaming device, through 
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access to the host computer would “know’ the player's name 
and enunciate it while interacting with the player. The player 
could also, at the host computer for example when they enlist 
in the player loyalty program, include preferences as to their 
name or nickname to be used at the table and dealer interac 
tion characteristics, e.g., the dealer is to be formal or familiar 
with the player. 

BRIEF DESCRIPTION OF SEVERAL VIEWS OF 
THE DRAWINGS 

0012 FIG. 1 illustrates an electronic gaming table accord 
ing to an embodiment of the present invention. 
0013 FIG. 2 illustrates a casino gaming system according 
to an embodiment of the present invention. 
0014 FIG. 3 illustrates a flow diagram for a method for 
electronic gaming according to an embodiment of the present 
invention. 
0015 FIG. 4 illustrates a current electronic table game 
system with a video representation of a dealer. 
0016 FIG. 5 illustrates a front perspective view of an 
electronic gaming table according to an embodiment of the 
present invention. 
0017. The foregoing summary, as well as the following 
detailed description of certain embodiments of the present 
invention, will be better understood when read in conjunction 
with the appended drawings. For the purpose of illustrating 
the invention, certain embodiments are shown in the draw 
ings. It should be understood, however, that the present inven 
tion is not limited to the arrangements and instrumentality 
shown in the attached drawings. 

DETAILED DESCRIPTION OF THE INVENTION 

0018 FIG. 1 illustrates an electronic gaming table 100 
according to an embodiment of the present invention. FIG. 5 
illustrates a front perspective view of the electronic gaming 
table 100 according to an embodiment of the present inven 
tion. The electronic gaming table 100 includes a display 110. 
at least one player position 120, a processor 130, and a player 
sensor 140. The player sensor 140 may include or operate in 
cooperation with a player loyalty card reader 141 associated 
with each player position 120 and adapted to read a player 
loyalty card (e.g., through a magnetic stripe or Smart card 
chip). Card readers 141 are known in the art. The player 
sensor 140 may include or operate in connection with an 
optical or other electromagnetic sensor 143 to sense that a 
player is occupying a player position. 
0019. The card readers 141 may be connected through a 
network to a player loyalty host computer 145 which stores 
data corresponding to a player account for each registered 
player. The stored data may of the type known in the art Such 
as described in U.S. Pat. No. 5,761,647, issued Jun. 2, 1998 to 
Boushy. In addition to personal information, and according to 
the present invention, at or sometime after registration with 
the casino loyalty program, the player may include data 
related to how the virtual dealer(s) will interact with the 
player. For example the player may desire to use a nickname, 
to have dealer interact in a familiar or friendly manner or in a 
formal manner. 
0020. As shown in FIG. 5, associated with each player 
position is a player terminal 147 which is in communication 
with the processor 130. Each player terminal 147 includes a 
display as well as an input device 149 such as a keyboard, 
buttons, or the like. The input device 149 may be a touch 
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screen associated with the display, for example. Each termi 
nal 147 may be in communication with the casino slot 
accounting system as well as is known in the art. 
0021 A player at the terminal 147 can view and control the 
action. For example, for the game of Blackjack, the cards 
distributed to each player are displayed at the terminal 147 
display. Through the input device 149 the player can enter 
prompts to control the action of the game Such as stand, take 
a hit, double, Surrender, split their hand, as is known accord 
ing to the rules of Blackjack. 
0022. At the terminal 147 the player can enter their wagers 
as well. 

0023. In another embodiment, the cards for all player's 
hands may be displayed at the main display 110, for example, 
is an area below or around the virtual dealer 151. 

0024. In certain embodiments, the gaming table 100 
includes an action sensor 150. In certain embodiments, the 
action sensor 150 is incorporated in and/or utilizes the player 
sensor 140. Action sensor 150 may be a video camera to scan 
an area of the table and may provide additional or substitute 
data. For example, the action sensor 150 may be used for the 
player to input action Such as by Sweeping their hand to 
indicate they want to take an additional card. It should be 
understood that the action sensor 150 may be dispensed with 
where action is controlled by player input at the terminals 
147. 

0025. The display 110, the player sensor 140, terminal 
147, and the action sensor 150, if present, are in communica 
tion with the processor 130. 
0026. In operation, the display 110 provides a representa 
tion of a virtual dealer to the players. Each player may be 
positioned at a player position 120. For example, a player may 
be seated at the player position 120. As another example, the 
player may be standing at the player position 120. 
0027. The display 110 may include a liquid crystal display 
(LCD), a cathode ray tube (CRT) display, a projector and 
screen, a thin-air display, a computer monitor, and/or a tele 
vision, for example. 
0028. The representation of the dealer is controlled by the 
processor 130. For example, the processor 130 may generate 
the representation of the dealer using two-dimensional and/or 
three-dimensional graphics to be displayed on the display 
110. As another example, the processor 130 may play various 
pre-recorded videos or video segments to represent the dealer. 
As another example, the processor 130 may dynamically 
manipulate stored graphics and/or video to provide the dealer 
representation. As another example, the dealer representation 
may include a hologram. 
0029. In certain embodiments, the electronic gaming table 
100 is adapted to allow a player(s) to select a dealer repre 
sentation. For example, a player may choose from a library of 
dealer representations. A player may select a dealer of a 
particular gender, hair color, and/or eye color, for example. 
0030. In certain embodiments, the electronic gaming table 
100 is adapted to allow a player to select a celebrity as a dealer 
representation. For example, a player may select a movie star 
or sports personality as the dealer. 
0031. In certain embodiments, each player may select a 
dealer representation that they see at their ownplayer position 
120. That is, each player at the electronic gaming table 100 
may select a different dealer representation, independent of 
dealer representations selected by other players. For example, 
there may be a common virtual dealer 151 at the display 110 
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with individual dealers, selected for example by each player, 
shown at the player's terminal 147. 
0032. The player sensor 140 is adapted to sense a player at 
a player position 120. For example, the player sensor 140 may 
sense the position and/or orientation of a player. The player 
sensor 140 may include a camera, electromagnetic sensor or 
a combination thereof, for example. As another example, the 
player sensor 140 may include one or more of an eye tracker, 
camera, and/or laser Scanner. 
0033. The processor 130 may determine a position and/or 
orientation of the player based on data from the player sensor 
140. For example, the processor 130 may process signals 
generated by the player sensor 140 based on data sensed by 
the player sensor 140. In certain embodiments, the player 
sensor 140 is adapted to determine the position and/or orien 
tation and provide that to the processor 130. As an example of 
an embodiment, the camera may be an infrared camera which 
senses the shape, position and orientation of the player and 
sends the signals to the processor 130. The signals are pro 
cessed at the processor 130, as by, for example, comparing the 
signals to a “best match' of a library of images. Based upon 
the best match the processor 130 can control the interaction of 
the virtual dealer 151 as it interacts with the players. 
0034. In certain embodiments, the player sensor 140 is 
adapted to sense a portion of the body of a player. The player 
sensor 140 may be adapted to determine the position and/or 
orientation of a portion of the body of the player, for example. 
For example, the player sensor 140 may determine the direc 
tion a player's head is turned by using a camera and image 
processing software. As another example, the player sensor 
140 may determine where a player is looking by tracking the 
player's eye. As another example, the player sensor 140 may 
sense the relative shape of the player's eye and the relative 
position of the player's pupil. The player sensor 140 may then 
communicate that information to the processor 130 to deter 
mine the position and/or orientation of the player's eye. Fur 
ther, the processor 130 may determine which direction the 
player is looking based at least in part on the determined 
position and/or orientation of the player's eye. 
0035 Based on the detected portion of the player, the 
dealer representation provided by the display 110 may be 
adjusted to interact with the player. For example, when deal 
ing, the processor 130 may generate the dealer representation 
to look the player in the eyes, or more particularly, the dealer 
representation may be depicted to look at the point in space 
detected to be the location of the player's eyes. As another 
example, the processor 130 may adjust a video of the dealer 
representation to appear to deal a card toward the player's 
hand. 

0036. As mentioned above, in certain embodiments, the 
electronic gaming table 100 includes an action sensor 150. 
The action sensor 150 is adapted to process input from a 
player. The input may be verbal or non-verbal. In certain 
embodiments, the action sensor 150 may utilize the processor 
110 to process input from a player. 
0037. In certain embodiments, the action sensor 150 
includes an aural input device Such as a microphone. When a 
player speaks, the action sensor 150 may process the player's 
speech to determine if the player is speaking to the gaming 
table 100 or the dealer representation on the display 110. For 
example, the dealer representation may include a nametag. 
The action sensor 150 may detect speech directed to the 
gaming table 100 when a player begins speaking and uses the 
name on the nametag, for example. 
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0038. In certain embodiments, the action sensor 150 
includes one or more visual input devices such as a camera, 
eye tracker, infrared sensor, ultrasound, or laser scanner. The 
camera may be adapted to detect physical actions by the 
player. For example, the action sensor 150 may detect and 
interpret the motion of the player's hand to determine a player 
has requested another card in a blackjackgame by tapping the 
table. The camera may be used in cooperation with a micro 
phone in the action sensor 150 to assist in determining 
whether a player is speaking to the gaming table 100, for 
example. 
0039. In certain embodiments, the action sensor 150 
includes electromagnetic and/or radio-frequency tracking 
sensors. The action sensor 150 may track an item on the user 
including an RFID, ring, watch, and/or bracelet, for example. 
0040. In certain embodiments, the action sensor 150 may 
detect sign language from a player. In certain embodiments, 
the electronic gaming table 100 is adapted to provide a dealer 
representation that communicates using sign language. 
0041. Similar to the player sensor 140 discussed above, 
the action sensor 150 may sense input from the user and the 
processor 130 may be adapted to determine whether the 
player has performed an action. 
0042. The gaming table 100 may include a speaker so that 
the gaming table 100 may respond audibly to input from a 
player. For example, the player may ask the virtual dealer 151 
for an additional card, to which the dealer representation may 
respond by dealing another card and speaking its value. As 
another example, the player may signal the dealer represen 
tation for an additional card with a hand gesture, to which the 
dealer representation may respond by providing a new card 
and speaking the new total hand value for the player. As 
another example, the player may order a drink through the 
electronic gaming table 100, which may repeat back the order 
to verify it is correct. 
0043. In certain embodiments, the gaming table 100 may 
respond to the player audibly using Voice synthesis. In certain 
embodiments, the lips of the dealer representation move in 
synch with the audible response, as if the dealer representa 
tion was the Source of the response. 
0044. In certain embodiments, the player sensor 140 is 
adapted to identify a player. For example, the player sensor 
140 may include a biometric sensor. The biometric sensor 
may be adapted to acquire a biometric characteristic of the 
player, such as a fingerprint, iris pattern, or facial pattern. The 
player's identity may be determined by comparing the data 
sensed by the biometric sensor with player information stored 
in a database, for example. As another example, a player's 
identity may be determined by a player card or other identi 
fying article, for example. The player card may include a 
magnetic strip to be read by card reader 141, bar code, and/or 
radio-frequency identifier (RFID), for example. 
0045. In certain embodiments, the gaming table 100 is in 
communication with a player tracking system. The player 
tracking system may collect data for purposes of accounting, 
monitoring and security, and player tracking, for example. 
The player tracking system may be configured to track data 
Such as player activity, player win, casino or other gaming 
establishment activity, for example. 
0046. In certain embodiments, the player tracking system 
may be used to determine player profiles. This profile infor 
mation may include favorite games of a player, player con 
figuration and/or setting options, the player's typical wager 
for a particular game, gaming session time, time of day when 
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the player plays, and the player's wins and losses, for 
example. Player profile information may be used to Suggest, 
offer, include and/or exclude players from certain proposi 
tions, for example. The gaming table 100 may utilize the 
player tracking system to store player preferences regarding 
virtual dealer 151 representation appearance, language, and 
behavior. In addition, the gaming table 100 may utilize the 
player tracking system in detecting and/or interpreting player 
input Such as a drink order or particular pronunciation of a 
word or gesture. For example, the player tracking system may 
include data regarding prior interactions to help train the 
gaming table 100. 
0047. The profile associated with the player may be deter 
mined based at least in part on the identity of the player. For 
example, the player may be identified as discussed above. In 
certain embodiments, a profile for a player may be stored on 
a player card. That is, the player card may store a profile for 
the player for later retrieval and use. 
0048. In certain embodiments, the electronic gaming table 
100 is adapted to support operation over a network. For 
example, the gaming table 100 may download a game over a 
network. As another example, the gaming table 100 may 
communicate with a player tracking system over a network, 
similar to the player tracking system discussed above. 
0049. In certain embodiments, the electronic gaming table 
100 is adapted to Support more than one language. For 
example, the electronic gaming table 100 may support inter 
action in English and French. The processor 130 and/or the 
action sensor 150 may be adapted to process verbal input 
from a player using voice recognition Software or artificial 
intelligence, for example. In addition, the electronic gaming 
table 100 may audibly respond to player input in the same 
language the input was received, for example. 
0050 FIG. 2 illustrates a casino gaming system 200 
according to an embodiment of the present invention. The 
casino gaming system 200 includes one or more electronic 
gaming tables 210 and an application server 220. The elec 
tronic gaming tables 210 may be similar to the electronic 
gaming table 100, described above, for example. 
0051. The electronic gaming tables are in communication 
with the application server 220. 
0052. In operation, the electronic gaming tables 210 may 
generate the virtual dealer 151 representations to display to 
one or more players. The dealer representations may be simi 
lar to the dealer representations discussed above, for example. 
0053. The players may interact with the electronic gaming 
tables 210 to, for example, play a game. For example, an 
electronic gaming table 210 may sense the position and/or 
orientation of a portion of the body of a player. The electronic 
gaming table 210 may then interact with the player based on 
the sensed position and/or orientation. For example, a player 
may order a drink through the electronic gaming table 210. As 
another example, a player may make a hand gesture to receive 
another card in the game from the electronic gaming table 
210. 

0054. In certain embodiments, the electronic gaming table 
210 is adapted to identify the player. For example, the elec 
tronic gaming table 210 may acquire a biometric character 
istic of the player to identify the player. As another example, 
the electronic gaming table 210 may identify the player based 
on a player card or room number. 
0055. The application server 220 may include a player 
tracking system. The player tracking system may be similar to 
the player tracking system discussed above, for example. 
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0056. The player tracking system may include a profile for 
a player. For example, the profile may include favorite games 
of a player, player configuration options, his/her typical 
wager, gaming session time, time of day when the player 
plays, and the player's wins and losses, for example. Player 
profile information may be used to suggest, offer, include 
and/or exclude players from certain propositions, for 
example. The electronic gaming table 210 may utilize the 
player tracking system to store player preferences regarding 
dealer representation appearance, language, and behavior. In 
addition, the electronic gaming table 210 may utilize the 
player tracking system in detecting and/or interpreting player 
input Such as a drink order or particular pronunciation of a 
word or gesture. For example, the player tracking system may 
include data regarding prior interactions to help train the 
electronic gaming table 210. 
0057. In certain embodiments, the application server 220 
provides content to an electronic gaming table 210. For 
example, the application server 220 may provide download 
able game content to an electronic gaming table 210. 
0058 FIG. 3 illustrates a flow diagram for a method 300 
for electronic gaming according to an embodiment of the 
present invention. The method 300 includes the following 
steps, which will be described below in more detail. At step 
310, a player is sensed at a player position. At step 320, abody 
part of the player is sensed. At step 330, the position and/or 
orientation of the sensed body part of the player is deter 
mined. At step 340, a dealer representation is generated based 
at least in part on the sensed player. At step 350, the dealer 
representation is displayed to the player. At step 360, an 
interaction is provided between the dealer representation and 
the player. The method 300 is described with reference to 
elements of systems described above, but it should be under 
stood that other implementations are possible. 
0059. At step 310, a player is sensed at a player position. 
The player position may be similar to the player position 120, 
discussed above, for example. The position and/or orientation 
of the player may be sensed, for example. The player may be 
sensed using a player sensor similar to the player sensor 140, 
described above, for example. 
0060. At step 320, a body part of the player is sensed. The 
body part may be sensed based at least in part on the player 
sensed at step 310, described above, for example. The body 
part of the player may be the player's head, eyes, and/or 
hands, for example. The body part may be sensed using a 
player sensor similar to the player sensor 140, described 
above, for example. For example, the player sensor may sense 
the orientation of the player's eyes. As another example, a 
hand or finger of a player may be sensed. 
0061. At step 330, the position and/or orientation of the 
sensed body part of the player is determined. The position 
and/or orientation may be determined based at least in part on 
the body part of the player sensed at step 320, described 
above, for example. For example, based on data from the 
sensed body part of the player, the location of a player's eyes 
may be determined. As another example, based on data from 
the sensed body part of the player, the orientation of a player's 
hand may be determined. 
0062. The position and/or orientation may be determined 
by a processor similar to the processor 130, described above, 
for example. The position and/or orientation may be deter 
mined by a player sensor similar to the player sensor 140, 
described above, for example. 
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0063. At step 340, a dealer representation is generated 
based at least in part on the sensed player. The dealer repre 
sentation may be generated by a processor similar to the 
processor 130, described above, for example. The dealer rep 
resentation may be generated based on the player sensed at 
step 310, described above, for example. The dealer represen 
tation may be generated based on the body part of the player 
sensed at step 320, described above, for example. For 
example, the dealer representation may be generated to look 
into the player's eyes based on the determined position and/or 
orientation of the player's eyes. 
0064. At step 350, the dealer representation is displayed to 
the player. The dealer representation may be displayed to the 
player using a display similar to the display 110, described 
above, for example. 
0065. At step 360, an interaction is provided between the 
dealer representation and the player. The interaction may be 
provided based at least in part on the player sensed at step 310, 
described above, for example. In certain embodiments, the 
interaction is based at least in part on determined position 
and/or orientation of the sensed body part, as described 
above. For example, when dealing, the dealer representation 
may look the player in the eyes, or more particularly, the 
dealer representation may be depicted to look at the point in 
space detected to be the location of the player's eyes. As 
another example, a video of the dealer representation may be 
generated to appear to deal a card toward the player's hand. 
0066. In certain embodiments, the dealer representation 
may interactaurally with player. In certain embodiments, the 
dealer representation may interact with the player using sign 
language. 
0067. In certain embodiments, the interaction is based at 
least in part on a profile for the player. The profile may be 
similar to the profile discussed above, for example. 
0068. One or more of the steps of the method 300 may be 
implemented alone or in combination in hardware, firmware, 
and/or as a set of instructions in Software, for example. Cer 
tain embodiments may be provided as a set of instructions 
residing on a computer-readable medium, Such as a memory, 
hard disk, DVD, or CD, for execution on a general purpose 
computer or other processing device. 
0069 Certain embodiments of the present invention may 
omit one or more of these steps and/or perform the steps in a 
different order than the order listed. For example, some steps 
may not be performed in certain embodiments of the present 
invention. As a further example, certain steps may be per 
formed in a different temporal order, including simulta 
neously, than listed above. 
0070 Certain embodiments may be implemented in soft 
ware, firmware, and/or hardware, for example. For example, 
certain embodiments may be implemented as a set of instruc 
tions or routines stored on a machine-readable medium, Such 
as a CD, DVD, CD-ROM, DVD-ROM, hard disk, floppy disk, 
RAM, ROM, flash memory, and/or other medium, for execu 
tion on a computer and/or other processing device. Certain 
embodiments may be implemented on a standalone gaming 
terminal, a bank of gaming terminals, a network of gaming 
terminals, and/or a client-server System communicating with 
one or more gaming terminals and/or other devices, for 
example. 
0071. Thus, certain embodiments provide systems and 
methods for an improved electronic table game. Certain 
embodiments allow the electronic gaming table to determine 
the position and/or orientation of a portion of a player's body. 
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Certain embodiments allow the electronic gaming table to 
receive Voice input from a user and respond audibly. Certain 
embodiments allow customized dealer interaction with a 
player. For example, certain embodiments allow a player to 
select a particular dealer appearance. Certain embodiments of 
the present invention provide a technical effect of improved 
electronic table gaming. Certain embodiments provide a tech 
nical effect of determining the position and/or orientation of 
a player and/or a part of a player's body. Certain embodiments 
provide a technical effect of aural interaction between a 
player and a dealer. Certain embodiments provide a technical 
effect of player interaction with a dealer. 
0072. While the invention has been described with refer 
ence to certain embodiments, it will be understood by those 
skilled in the art that various changes may be made and 
equivalents may be substituted without departing from the 
Scope of the invention. In addition, many modifications may 
be made to adapt a particular situation or material to the 
teachings of the invention without departing from its scope. 
Therefore, it is intended that the invention not be limited to 
the particular embodiment disclosed, but that the invention 
will include all embodiments falling within the scope of the 
appended claims. 

1. A gaming device, including: 
a display adapted to provide a virtual dealer representation 

to a player at a player position; 
a sensor adapted to sense at least one of a location and an 

orientation of the player at the player position; and 
a processor adapted to generate the virtual dealer represen 

tation to interact with the player based at least in part on 
the sensed at least one of the location and the orientation. 

2. The gaming device of claim 1, wherein the virtual dealer 
representation is based at least in part on a selection by the 
player. 

3. The gaming device of claim 1, wherein the virtual dealer 
representation is a representation of a celebrity. 

4. The gaming device of claim 1, further including a display 
for each of a plurality of players. 

5. The gaming device of claim 4, wherein each display is 
adapted to provide a virtual dealer representation to the cor 
responding player in the plurality of players, wherein each 
virtual dealer representation is based at least in part on a 
selection by the corresponding player. 

6. The gaming device of claim 1, wherein the sensor is 
adapted to sense a portion of the body of the player. 

7. The gaming device of claim 6, wherein the sensor is 
adapted to sense an eye of the player. 

8. The gaming device of claim 6, wherein the sensor is 
adapted to sense a hand of the player. 

9. The gaming device of claim 6, wherein the processor is 
adapted to interpret the sensed portion of the body of the 
player as part of a game. 

10. The gaming device of claim 6, wherein the virtual 
dealer representation interacts with the player using sign lan 
gllage. 

11. The gaming device of claim 1, further including an 
aural sensor to receive audible input from the player, wherein 
the processor is adapted to process the received audible input. 

12. The gaming device of claim 11, wherein the received 
audible input is processed using speech recognition. 

13. The gaming device of claim 11, wherein the processing 
includes determining whether the received audible input is 
directed to the gaming device. 
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14. The gaming device of claim 1, wherein the sensor is 
configured to acquire a biometric characteristic of the player 
to identify the player. 

15. The gaming device of claim 1, wherein the sensor is 
configured to identify the player based at least in part on a 
player card. 

16. The gaming device of claim 1, further including a 
speaker, wherein the virtual dealer representation interacts 
with the player using the speaker. 

17. The gaming device of claim 1, wherein the interaction 
includes taking a drink order. 

18. The gaming device of claim 1, wherein the processor is 
adapted to generate the virtual dealer representation to inter 
act with the player based at least in part on a profile for the 
player. 

19. The gaming device of claim 18, wherein the processor 
is adapted to interface with a player tracking system, wherein 
the player tracking system includes the profile for the player. 

20. The gaming device of claim 18, wherein the profile is 
stored on a player card associated with the player. 

21. The gaming device of claim 18. wherein the profile 
includes information on a drink preference of the player. 

22. The gaming device of claim 18, wherein the profile 
includes information on a virtual dealer representation pref 
erence of the player. 

23. The gaming device of claim 1, wherein the virtual 
dealer representation is adapted to interact with the player in 
more than one language. 

24. The gaming device of claim 1, wherein the virtual 
dealer representation is provided to the player over a network. 

25. The gaming device of claim 1, wherein the display 
includes a holographic display. 

26. The gaming device of claim 1, wherein the display 
includes a thin air display. 

27. A method for electronic gaming, the method including: 
sensing a player at a player location with respect to a 
gaming device; 

generating a virtual dealer representation based at least in 
part on the sensed player and the player location; 

displaying the virtual dealer representation to the player 
based at least in part on the sensed player, and 

providing interaction between the virtual dealer represen 
tation and the player based at least in part on the player 
location. 

28. The method of claim 27, further including sensing a 
body part of the player at the player location. 

29. The method of claim 28, wherein the virtual dealer 
representation is generated based at least in part on the sensed 
body part. 

30. The method of claim 28, wherein the sensed body part 
is an eye of the player. 

31. The method of claim 28, wherein the sensed body part 
is a hand of the player. 

32. The method of claim 27, further including sensing an 
action by the player. 

33. The method of claim 32, wherein the action includes 
speech. 

34. The method of claim 32, wherein the action includes a 
hand gesture. 

35. The method of claim 32, wherein the action is sign 
language. 

36. The method of claim 32, wherein the action is part of a 
game. 
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37. The method of claim 32, further including determining 
whether the action is directed at the virtual dealer represen 
tation. 

38. The method of claim 32, wherein the action is a drink 
order. 

39. The method of claim 32, wherein the virtual dealer 
representation is generated based at least in part on the sensed 
action. 

40. The method of claim 32, further including audibly 
responding to the sensed action. 

41. The method of claim 40, wherein the response is a 
Second language. 

42. The method of claim 32, wherein the interaction is 
further based on a profile for the sensed player. 

43. A casino gaming system, the system including: 
an electronic gaming table, wherein the electronic gaming 

table is adapted to sense a portion of a body of a player, 
and wherein the electronic gaming table is adapted to 
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generate a virtual dealer representation based at least in 
part on the sensed portion of the body of the player and 
wherein the virtual dealer representation interacts with 
the player, and 

a player tracking system including a profile for the player. 
44. The system of claim 43, wherein the electronic gaming 

table is adapted to acquire a biometric characteristic of the 
player to identify the player. 

45. The system of claim 43, wherein the electronic gaming 
table is adapted to identify the player based at least in part on 
a player card. 

46. The system of claim 43, wherein the profile includes 
information on a drink preference of the player. 

47. The system of claim 43, wherein the profile includes 
information on a virtual dealer representation preference of 
the player. 


