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(57) ABSTRACT 

The present invention provides for a system for detecting, 
storing, and visualizing game plays, events, and operations in 
card games. The system includes a game table which is trans 
parent or partially transparent in at least one position, and 
which has positions for at least two players, and has an optical 
detection divide provided underneath for detecting images of 
face-down playing cards, having an evaluation unit Subse 
quent to the optical detection device for automatically iden 
tifying, storing, and/or processing the card values, and having 
an input and/or detection device for recording game plays 
Such as the dealing of card values by a moderator, placing bids 
of monetary or value amounts by individual players, etc., the 
input or detection device being linked to the evaluation unit. 
In one embodiment, the input and detection device includes a 
speech identification and/or recognition system. 
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DEVICE AND METHOD FOR DETERMINING 
AND/OR VISUALISING OF MOVES, STEPS 

AND PROCESSES OF CARD PLAYS 

0001. The invention relates to a system and a method for 
detecting, storing, and/or visualizing game plays, events, and 
operations in card games. 
0002. In the present context, “card games' mean in par 

ticular games with at least two players who are dealt a defined 
number of cards from a deck having a total of 32 to 52 or more 
(or optionally, also fewer) cards, whereby the players at their 
option are able to make one or more game plays in which, for 
example, additional cards may be dealt or individual cards 
may be replaced. The games are typically played according to 
specified rules, so that the player who has the highest-value 
combination of cards is the winner. 

BACKGROUND INFORMATION 

0003. Many card games have become so popular that they 
are recorded for television broadcasts, thus making them 
accessible to a larger audience. In order to present the trans 
mission to the television viewers in an appealing manner, it is 
desirable for all game plays to be detected and clearly visu 
alized, and also optionally commented on by an announcer. 
0004) To identify card values dealt to the individual play 
ers, it is suitable to use, for example, prepared cards which 
may be electronically detected. For this purpose the cards 
may be provided in particular with transponders or so-called 
RFID identifiers, thus allowing electronic detection of all 
dealt cards and their allocation to the individual players. 
0005. In many card games, in the course of the game the 
players place bids of monetary or value amounts, which are 
won by the player with the highest card values, i.e., the player 
who is the last to “call” in repeated bids. One well-known 
variant of Such card games which has recently become very 
popular is poker, for which there are many different variants. 
The poker variant “Texas Hold'em in particular has become 
well-known and popular for mass broadcasting and in tour 
naments. In this variant, each of a maximum ten players has 
two of his own cards, which are kept face down in front of him 
on a table. There are also three cards face up in the center, 
which each player may conceptually associate with his own 
two cards in order to form the highest possible combination. 
A “straight” may be formed, for example, when a player has 
a “9 and a “Jack' face down in front of him, and an “8” “10. 
and a “Queen' are face up in the center of the game table. The 
combination thus provides this player with a straight, because 
the cards form the consecutive sequence “8” “9.” “10. 
“Jack.' and “Queen.” Other players may have different com 
binations. Of the players who remain until the end by bidding 
and do not prematurely withdraw because they assume that 
another player has a higher combination, the player who has 
the highest combination is the winner. A brief description of 
this known cardgame is found in U.S. Pat. No. 7,364,162 B2, 
for example. 
0006 Numerous systems and devices are known from the 
prior art for automatically detecting playing card values and 
game operations, but these are generally quite complicated 
and also unavoidably require modification of at least the game 
chips. In addition, interference with the conventional game 
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operations is more or less pronounced, which is not favored 
by many traditionally oriented players. 

OBJECT OF THE INVENTION 

0007 An object of the present invention is to allow 
improved detection, storage, and/or visualization of game 
plays, events, and operations in card games with the least 
possible interference with conventional, traditional game 
operations. A particular aim is that modifications of the play 
ing cards are not necessary. 
0008. This object of the invention is achieved by the sub 
ject matter of the independent claims. Features representing 
advantageous refinements of the invention result from the 
dependent claims. 
0009. The present invention relates to a system for detect 
ing, storing, and Visualizing game plays, events, and opera 
tions in card games, having a game table which is transparent 
at least in places or is partially transparent, and which has 
positions for at least two players, and has an optical detection 
device provided underneath for detecting images of face 
down playing cards, having an evaluation unit Subsequent to 
the optical detection device for automatically identifying, 
storing, and/or processing the card values, and having an 
input and/or detection device for recording game plays Such 
as the dealing of card values by a moderator, placing bids of 
monetary or value amounts by individual players, etc., the 
input or detection device being linked to the evaluation unit. 
0010. One particularly advantageous application variant 
of the present invention allows automatic recording and 
evaluation of card games in which both face-up and face 
down cards as well as game chips or points are used. The 
invention may be used in particular for card games which are 
typically presided over by a moderator or dealer. 
0011 Previous systems for automatic recording and/or 
evaluation of card games require either that specially marked 
cards and specially marked game chips be used, or that the 
actual customary game operation be drastically adapted to the 
technology that is used. In addition, most systems record only 
the result, not the actual course of the game which has led to 
this result. The system according to the invention has none of 
these disadvantages. Standard cards and chips may be used. 
Furthermore, it is not necessary to modify the course of the 
game. Only one additional procedure is required of the play 
ers; otherwise, the process of recording and evaluating the 
game is completely transparent for the players. 
0012. In one possible variant of the invention, the input 
and detection device includes a speech identification and/or 
recognition system for recording and identifying announce 
ments by the moderator. The input and detection device may 
also include at least one hand and/or foot Switch for tempo 
rary activation of the speech identification and/or recognition 
system for the moderator. 
0013 An input and/or detection device is provided for 
detecting game plays Such as the dealing of card values by a 
moderator, placing of bids of monetary or value amounts by 
individual players, etc., and for manual input by the modera 
tor the input or detection device may be provided at a com 
puter workstation equipped with a monitor and linked to the 
evaluation unit. In particular, this input and detection device 
may be formed by a pointer device, for example a computer 
mouse, and/or a keyboard and/or a touchscreen for entry and 
recording of the relevant game and/or card data by the mod 
erator. In this manner a simple and economical system for 
data detection and entry is provided which may also be oper 
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ated very easily without interfering with the course of the 
game. Compared to automatic processes such as the speech 
recognition system, mentioned in the parent patent applica 
tion for the present additional application, this manual data 
entry has the advantage that it has a very simple design, while 
at the same time is very robust and insensitive to external 
influences. Furthermore, it may be operated by various mod 
erators simultaneously or in immediate Succession without 
the need for any adjustment steps. 
0014. In principle, the table used for playing may have the 
design of a conventional poker table; i.e., it is divided into up 
to ten positions for the players. A specially designated posi 
tion for the dealer may also be provided. The table includes a 
computing unit, such as a standard personal computer for the 
recording and evaluation Software, which is preferably 
accommodated beneath the table, for example in a table leg. 
This computing unit includes the evaluation unit. The com 
puter is preferably equipped with a WLAN in order to run data 
on the computer or to retrieve results. A card Scanner is 
mounted in front of each player, beneath the playing Surface. 
Also located in front of the player are two control lights. A 
headset and two foot switches are located at the dealer's 
position. 
0015 The dealer may conduct the game in an accustomed 
manner. In card games having a dealer, the dealer is required 
anyway to clearly repeat all game plays as well as antes and 
cards in order to avoid misunderstandings, for example con 
cerning the amount of the ante made between the players. The 
dealer thus functions as a moderator for the game. By means 
of the headset and foot switch the dealer is also connected 
with the table, i.e., the computing unit provided therein. An 
integrated speech recognition system then evaluates the com 
ments made by the dealer on the progress of the game. The 
dealer must actuate the foot switch for each comment which 
relates to the game as such. This prevents a conversation 
between the dealer and a player from being misinterpreted as 
a game play. The second foot Switch is used for correction of 
incorrect inputs. By means of the speaker housed in the head 
set the table, i.e., the computing unit provided therein, 
informs only the dealer, in the form of speech, concerning the 
current status of the game. The computing unit first repeats 
the input provided by the dealer, and then repeats the resulting 
outcome. In poker it is possible, for example, to bet every 
thing in one hand (“all in'). When the dealer inputs this 
information to the computing unit, the computing unit instan 
taneously determines the amount of the ante, and the mini 
mum bid which the next player must make. Since the com 
puting unit has a complete overview of the game situation via 
the speech input, it is able to assist the dealer at any time by 
means of speech output. The Vocabulary which the computing 
unit, i.e., the speech recognition Software, recognizes is 
greatly dependent on the phase of the game at a particular 
time. If a game play is not permitted in a given phase, the 
associated speech term is not present in the list of comments 
which may be recognized by the computing unit at that par 
ticular moment. The efficiency of recognition of the speech 
input is significantly improved by this strict limitation of the 
Vocabulary as a function of the game situation. A distinctive 
feature is the use of the foot Switch and speech recognition, 
the processes of which remain concealed to the players. The 
identification rate for the speech recognition is increased by 
the fact that the vocabulary in question is a function of the 
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particular phase of the game. Furthermore, errors are largely 
prevented as a result of the assistance to the dealer provided 
by the computing unit. 
0016. The optical detection device for the present system 

is preferably situated beneath the table. The optical detection 
device includes at least one image recognition device, in 
particular a scanner, a camera, or the like. Depending on the 
size of the table and the technical embodiment, one or more 
optical detection devices may be provided beneath the table 
for recording the course of the game. In one preferred variant 
of the invention, an optical detection device is associated with 
each player position. 
0017. The optically detected region of each player posi 
tion preferably corresponds to the area in which the player 
typically places his cards, and is also large enough that mul 
tiple cards may be detected at the same time. A marker and/or 
contact edge for each playing card to be placed face down is 
preferably associated with each player position in order to 
simplify optical detection. In particular, provision of a contact 
edge, for example in the form of at least one guide track, may 
facilitate correct placement of the cards. According to one 
preferred embodiment of the invention which is particularly 
suited for “Texas Hold'em, a placement area for two playing 
cards is provided for each player position. In this case the 
placement edges may be provided in the form of a letter “E” 
lying on its side, with the long edge facing the player. By use 
of such auxiliary devices the cards may be easily placed in a 
precise position, and it is thus necessary to optically detect 
only a relatively small region. This saves time and conserves 
storage capacity, and requires hardly any additional attention 
on the part of the players. 
0018. In a further advantageous embodiment variant these 
cardholders are provided with covers on top, so that the cards 
in each case must be inserted into one of two parallel slots. As 
a result of the closed top sides, the cards may be effectively 
prevented from slipping and, for example, sliding out of the 
pocket-shaped placement area or coming to rest in a distorted 
orientation which would interfere with reliable optical detec 
tion of the card values. The holders, which are open on one 
side, are preferably dimensioned in Such a way that each of 
the cards projects by at least the width of a finger, thus allow 
ing them to be easily removed from the holders. 
0019. The card placement area has at least one transparent 
surface which allows optical detection of the placed cards 
from below. The transparent surface may, for example, be 
made of glass, plastic, film, or the like. A separate transparent 
surface is preferably provided for each card to be placed. It is 
not necessary for the dimensions of the transparent Surface to 
match those of the playing cards to be scanned; it is sufficient 
ifa maximum of 60% of a card is visible through the surface. 
To prevent reflection of the cards on the transparent surface 
and to deter the player from looking into the detection device, 
instead of having a clear transparent design the Surface may 
have a colored, preferably green, tint (semitransparent 
design). 
0020 Deflector devices may be provided beneath the 
respective card positions, which in each case are identified 
and specified by markers. Such a deflector device is used to 
deflect the optical beam pathaway from and toward a position 
of the image recording device. In this manner the image 
recording device may be accommodated in a flexible posi 
tion, and in particular may be situated near the lower table 
surface. This allows a flat orientation of the detection system 
beneath the table, so that the detection system does not further 
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interfere with the players, and foot room is maintained. The 
deflector device may include at least one reflector surface, a 
mirror, and/or an at least partially transparent prism or the 
like. 

0021. To obtain a better image, a light source connected to 
the optical detection device for illumination of the card 
images to be detected by the detection device may also be 
associated with each player position. Alternatively, fewer 
light sources may also be provided beneath the table, or the 
number of available light sources may be matched to the 
number of optical detection devices used, or may be corre 
lated with same. 

0022. The lighting units are preferably switched on and off 
automatically. As long as cards are not placed overa detection 
device, ambient light strikes the detection device and is rec 
ognized by same, and the associated lighting unit or units 
is/are switched off. When the support surface is covered by 
cards, the detection device Switches on one or more lighting 
units associated with it in order to Subsequently scan the 
cards. The lighting units are then preferably switched off 
again. Use is made of ambient light in the described manner 
to determine the optimal time for a scanning operation. 
0023 The deflector device, light source, and optical detec 
tion device may all be provided inside a closed housing ele 
ment. In particular, each player position may be provided 
with Such a housing element. 
0024. The sequence for recording a poker game using a 
system according to the present invention is briefly described 
below. 

0025. An optical detection device which includes a scan 
ner or a Surface camera, for example, is mounted in the table 
in front of each player. By use of this image recording device 
the cards (pocket cards) of each player are detected, for 
example scanned. At any given time in the game, but before 
the cards are turned over or discarded by the player, the player 
must place his cards on the Support Surface, also referred to as 
the scanner Surface. The scanner Surface is mounted at the 
location where the player is normally required to place his 
cards, and is large enough that both cards may be placed side 
by side. Guide strips assist with the correct placement of the 
cards over the detection device. The image recording device 
together with a deflector device and a lighting unit are pref 
erably accommodated in a flat housing which is mounted 
beneath the game table at each player position. The playing 
cards are detected through a transparent Surface in the playing 
aca. 

0026. The detection device is linked to an evaluation unit. 
The evaluation unit preferably sends data for optical and/or 
acoustic playback of each current game state. 
0027 All game plays and cards identified by the evalua 
tion unit are stored and provided with a time stamp. In this 
manner, for a Subsequent evaluation or playback of the game 
it is possible not only to associate the game plays with a 
player, but also to reproduce the course of the game overtime. 
The game is played back, for example, by downloading the 
game data or by connecting a monitor to the table. To ensure 
game security, the playback may be limited to games which 
have already been played and completed. As the result of fully 
recording the game plays and providing the game plays with 
a time stamp, the Subsequent synchronization with film mate 
rial which may be present is particularly simple. In this man 
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ner the editing effort for preparation for television broadcasts 
or Internet postings of the games is minimized. 

EXEMPLARY EMBODIMENT 

0028. The invention is explained in greater detail below on 
the basis of preferred exemplary embodiments, with refer 
ence to the accompanying drawings. Identical parts in the 
figures are basically denoted by the same reference numerals, 
and in Some cases therefore are not described more than once. 
0029 FIG. 1 shows a top view of a game table according to 
the present invention; 
0030 FIG. 2 shows a top view of an optical detection 
device according to the present invention; 
0031 FIG. 3 shows a perspective illustration of one 
embodiment variant of a cardholder for precise placement of 
the playing cards on the game table; 
0032 FIG. 4 shows a further perspective illustration of the 
underside of the card holder; 
0033 FIG. 5 shows a sectional illustration of an optical 
detection device according to FIG. 2; 
0034 FIG. 6 shows a sectional illustration of a game table 
in the region of a player position; 
0035 FIG.7 shows a top view of a game table in the region 
of a player position; and 
0036 FIG. 8 shows a perspective illustration of an optical 
detection device according to the invention. 
0037. The subject matter of the present utility model is a 
game table 10 for the automatic recording and evaluation of 
card games in which both face-up and face-down cards as 
well as game chips or points are used. The game table 10 is 
primarily designed for card games which are typically mod 
erated by a dealer. The table described here is optimized for 
poker games of the “Texas Hold 'em variant, which is cur 
rently the most frequently played poker variant. This variant 
is usually played with up to ten players and a dealer. 
0038. The schematic illustration of FIG. 1 shows a top 
view of a game table 10 according to the present invention. 
The table 10 used in the present invention basically corre 
sponds to a poker table as it is customarily used: the table is 
divided into ten positions for the players (player positions 
12), and there is a specially designated position 14 for the 
dealer. The table 10 includes an evaluation unit 20. This 
evaluation unit is a standard office computer 21, for example, 
for the recording and evaluation software, and is preferably 
housed beneath the table 10 in a table leg 11. The computer 21 
is equipped with a WLAN in order to run data on the computer 
or to retrieve results. 

0039. Two control lights (not illustrated) are situated in 
front of each player. A headset and two foot switches (not 
illustrated) are optionally situated at position 14 of the dealer 
(“D’). According to one alternative embodiment variant, an 
input device 15 Such as a computer keyboard, for example, a 
pointer device (a computer mouse, for example), and/or a 
touchscreen may also optionally be placed at the dealer's 
position. These input devices 15 may also optionally be com 
bined with the speech input. 
0040. Each player position 12 has an optical detection 
device 30. This optical detection device is mounted in front of 
each player, beneath the playing surface of the table 10, and is 
explained in greater detail below with reference to FIGS. 4, 5, 
and 8; the configuration of the detection device 30 is 
explained in FIGS. 6 and 7. Each figure is not individually 
described in detail. 
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0041. By use of the detection device 30 the cards (pocket 
cards) of each player sitting in front of same are detected; at 
any given time in the game, but before the cards are turned 
over or discarded by the player, the player must place these 
cards on the designated placement Surfaces 40. 
0042. The placement surfaces 40 are situated at the loca 
tion where the player is normally required to place his cards; 
therefore, the player does not need to adopt new habits. The 
placement Surfaces 40 are large enough that multiple cards, in 
the illustrated example two cards, may be placed side by side 
and detected. The placed cards are optically detected through 
transparent Surfaces 44. These surfaces preferably have a 
green color so as not to distract the players, and to deter the 
players from looking into the detection device 30. In particu 
lar, reflection of the cards on the transparent Surface is also 
prevented in this manner. The dimensions of the transparent 
Surfaces do not have to match those of the playing cards to be 
scanned. A maximum of 60% of a card must be visible 
through the Surface in order to properly classify the card. 
0043. In the sense of the present invention, the surface to 
be detected is as Small as possible in order to save time and 
conserve storage capacity. Therefore, it is important that the 
playing cards are placed as precisely as possible on the Small 
detection Surface 44. According to the embodiment variant 
shown in FIG. 2, guide strips 42 which are positioned on the 
table 10 and which facilitate the correct placement of the 
cards over the detection device 30 are provided as aids for the 
player. An armrest 16 additionally situated in the region of the 
card placement surface 40 provides the player with a com 
fortable sitting and playing position. 
0044 Since the correct placement of the cards over the 
detection device is extremely important for proper function 
ing of the optical detection, in one refined embodiment vari 
ant according FIGS. 3 and 4 cardholders 50 are provided on 
the table 10 as aids; these cardholders 50 greatly facilitate the 
correct placement of the cards over the detection device 30, 
and essentially prevent incorrect placement. 
0045. The card holders 50 illustrated in FIGS. 3 and 4 are 
used in each case to hold two parallel adjacent playing cards 
above the optical detection devices. FIG.3 shows a perspec 
tive illustration of the top side of the cardholder 50 for exact 
placement of the playing cards on the game table, and FIG. 4 
shows in a further perspective illustration the underside of the 
cardholder 50. 
0046 Each of the cardholders 50 is used to hold adjacent 
two playing cards (not illustrated), which are situated in par 
allel at their narrow edges and separated from one another by 
the middle web 52. The web 52 is part of the E-shaped frame 
54, the base of which forms a stop for the playing cards when 
inserted into the open sides. The length of the legs 56 of the 
E-shaped frame 54 should approximately correspond to the 
length of the playing cards, since excessive length of the legs 
56 could impair manipulation of the cards. The location and 
positioning of the card holder 50 on the game table is deter 
mined by the positions of the optical detection devices, so that 
after being inserted into the cardholder 50 each playing card 
comes to rest precisely in the correct position, thus allowing 
the card value to be automatically detected by the optical 
detection device situated beneath the table. The playing cards 
rest on optically transparent Surfaces which are embedded in 
the table surface. 
0047. To prevent the cards from sliding out of the desired 
detection positions, for example due to inadvertent contact or 
because they do not lie flat on the table, the cardholder 50 has 
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an upper cover plate 58 which is dimensioned so that it covers 
the frame 54 on the top. The coverplate 58 preferably does not 
extend completely over all three parallel legs of the 56 
E-shaped frame 54, thus allowing the playing cards to be 
easily detected and to be removed from the card holder 50 
after being fully inserted. 
0048. As further shown in FIGS. 3 and 4, each of the legs 
56 has an inward taper or bevel on its front side facing the 
corresponding card receptacle, thereby facilitating manual 
insertion of the card and providing better guiding of the 
playing card during insertion. 
0049. The optical detection device 30 is composed of a 
housing 32 which is mounted beneath the game table 10 for 
each player (see FIG. 6). The housing 32 contains a deflector 
device 34 in the form of a mirror 35, an image recording 
device 36 in the form of a surface camera 37 for digitizing the 
playing cards, and a lighting unit (light source) 38 (see FIG. 
5). Use of a mirror 35 as the deflector device 34 primarily 
serves to reduce the depth of the housing so that foot room for 
the players is not greatly limited. This is particularly evident 
in FIG. 6. 
0050. The lighting unit 38 may be switched on and off 
automatically. If no cards are placed on the card placement 
surface 40, this is recognized by the optical detection device 
30 on the basis of the incident ambient light. Only when a 
support surface 44 is covered by the cards does the detection 
device 30 send a signal to Switch on its associated lighting 
unit 38 in order to Subsequently scan the cards. The lighting 
unit 38 is switched off immediately when the scanning opera 
tion is completed. In this manner use is made of ambient light 
for determining the optimal time for a scanning operation. 
0051. Further features and advantages of the system 
according to the invention: 
0.052 Speech Recognition 
0053 A connection for a headset or a receiverfor a headset 
may be provided at the seat position 14 of the dealer; one or 
two foot switches (not illustrated) may likewise be present at 
the dealer's position. Alternatively or additionally, extra input 
devices 15 may be provided, as mentioned above. 
0054 The dealer conducts the game in an accustomed 
manner. In card games having a dealer, the dealer is required 
anyway to clearly repeat all game plays as well as antes and 
cards in order to avoid misunderstandings, for example con 
cerning the amount of the ante made between the players. The 
dealer thus functions as a moderator for the game. By means 
of the headset and foot switch and/or his input devices 15 the 
dealer is also connected with the evaluation unit 20. An inte 
grated speech recognition system evaluates the dealer's Spo 
ken comments on the progress of the game. The dealer must 
actuate the foot switch for each comment which relates to the 
game as such. This prevents a conversation between the 
dealer and a player from being misinterpreted as a game play. 
The second foot switch is used for correction of incorrect 
inputs. Via the headset the evaluation unit 20 informs only the 
dealer, in the form of speech, concerning the current status of 
the game. The evaluation unit 20 first repeats the input pro 
vided by the dealer, and then repeats the resulting outcome. In 
poker it is possible, for example, to bet everything in one hand 
(“all in'). When the dealer inputs this information to the 
evaluation unit 20, the evaluation unit instantaneously deter 
mines the amount of the ante, and the minimum bid which the 
next player must make. Since the evaluation unit 20 has a 
complete overview of the game situation via the speech input, 
it is able to assist the dealer at any time by means of speech 
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output. The vocabulary which the evaluation unit 20 recog 
nizes is greatly dependent on the phase of the game at a 
particular time. If a game play is not permitted in a given 
phase, the associated speech term is not present in the list of 
comments which may be recognized by the evaluation unit 20 
at that particular moment. The efficiency of recognition of the 
speech input is significantly improved by this strict limitation 
of the Vocabulary as a function of the game situation. A 
distinctive feature is the use of the foot switch and speech 
recognition. In this manner the processes remain concealed to 
the players. Another prominent feature is the limitation of the 
Vocabulary as a function of the particular phase of the game, 
thereby ensuring higher recognition efficiency. 
0055. Furthermore, errors by the dealer are prevented as a 
result of the assistance to the dealer provided by the evalua 
tion unit 20. 
0056 Besides conducting the game acoustically as men 
tioned, other input variants are of course possible, as previ 
ously described. 
0057 Real-Time Playback 
0058 All game plays and cards identified by the table are 
stored and provided with a time stamp. In this manner, for a 
Subsequent evaluation or playback of the game it is possible 
not only to associate the game plays with a player, but also to 
reproduce the course of the game over time. The game is 
played back, for example, by downloading the game data or 
by connecting a monitor to the table. To ensure game security, 
the playback may be limited to games which have already 
been played and completed. As the result of fully recording 
the game plays and providing the game plays with a time 
stamp, the Subsequent synchronization with film material 
which may be present is particularly simple. In this manner 
the editing effort for preparation for television broadcasts or 
Internet postings of the games is minimized. 
0059 Previously known systems for automatic recording 
and/or evaluation of card games require either that specially 
marked cards and specially marked game chips be used, or 
that the actual customary game operation be drastically 
adapted to the technology that is used. In addition, most 
systems record only the result, not the actual course of the 
game which has led to this result. 
0060. The system provided herein avoids the above-refer 
enced disadvantages. Standard cards and chips may be used. 
Furthermore, it is not necessary to modify the course of the 
game. Only one additional procedure is required of the play 
ers; otherwise, the process of recording and evaluating the 
game is fully invisible and undetectable to the players. 
0061 The features of the invention disclosed in the pre 
ceding description, the drawings, and the claims, when used 
alone as well as in any given combination, may be important 
for implementing the invention in its various embodiments. 
The invention is not limited to the preceding exemplary 
embodiments. Rather, numerous variants and modifications 
are conceivable which make use of the inventive concept and 
which therefore likewise fall within the scope of protection. 

LIST OF REFERENCE NUMERALS 

0062 10 Game table 
0063. 11 Table leg 
0064. 12 Player position 
0065. 14 Position of the dealer 
0066 15 Input device 
0067. 16 Armrest 
0068. 20 Evaluation unit 
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0069. 21 Computer 
(0070 30 Optical detection device 
(0071 32 Housing 
0072 34 Deflector device 
0073 35 Mirror 
0074 36 Image recording device 
0075 37 Surface camera 
(0076) 38 Lighting unit 
(0077 40 Card placement surface 
0078 42 Contact edge/guide strip 
(0079 44 Transparent surface 
0080 50 Card holder 
0081 52 Web 
0082 54 Frame 
I0083) 56 Leg 
I008.4 58 Cover plate 

1. System for detecting, storing, and visualizing game 
plays, events, and operations in card games, having a game 
table (10) which is transparent at least in places or is partially 
transparent, and which has positions for at least two players, 
and has an optical detection device (30) provided underneath 
for detecting images of face-down playing cards, having an 
evaluation unit (20) subsequent to the optical detection device 
(30) for automatically identifying, storing, and/or processing 
the card values, and having an input and/or detection device 
(15) for recording game plays such as the dealing of card 
values by a moderator, placing bids of monetary or value 
amounts by individual players, etc., the input or detection 
device (15) being linked to the evaluation unit (20). 

2. System according to claim 1, wherein the input and 
detection device includes a speech identification and/or rec 
ognition system for recording and identifying announce 
ments by the moderator. 

3. System according to claim 2, wherein the input and 
detection device includes at least one hand and/or foot switch 
for temporary activation of the speech identification and/or 
recognition system for the moderator. 

4. System according to claim 1, wherein the input and 
detection device (15) is provided for manual input by the 
moderator at a computer workstation equipped with a moni 
tor, and is linked to the evaluation unit (20). 

5. System according to claim 4, wherein the input and 
detection device (15) includes a pointer device and/or a key 
board and/or a touchscreen for entry and recording of the 
relevant game and/or card data by the moderator. 

6. System according to claim 1, wherein the optical detec 
tion device (30) is situated beneath the table (10) and includes 
at least one image recognition device (36), in particular a 
scanner, a camera (37), or the like. 

7. System according to claim 6, wherein a marker and/or 
contact edge (42) for each playing card to be placed face down 
is associated with each player position. 

8. System according to claim 6, wherein an optical detec 
tion device (30) which includes at least one image recording 
device (36) is associated with each player position. 

9. System according to claim 6, wherein a light source (38) 
connected to the image recording device (36) for illumination 
of the card images to be detected by the detection device (30) 
is associated with each player position. 

10. System according to claim 6, wherein a deflector device 
(34) is provided beneath the card positions, near the lower 
table surface, in order to deflect the optical beam path away 
from and toward a position of the optical detection device 
(30). 
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11. System according to claim 10, wherein the deflector 
device (34) includes at least one reflector surface (35) and/or 
an at least partially transparent prism or the like. 

12. System according to claim 6, wherein the deflector 
device (34), light source (38), and image recording device 
(36) are provided for each player position, inside a closed 
housing element (32). 

13. System according to claim 1, wherein the evaluation 
unit sends data for optical and/or acoustic playback of each 
current game state. 

14. Method for detecting, storing, and visualizing game 
plays, events, and operations, in particular in card games, 
using a game table (10) which is transparent at least in places 
or is partially transparent, and which has positions for at least 
two players, in which the images and card values of face 
down playing cards are detected by an optical detection 
device (30) provided beneath the game table, and are auto 
matically identified, stored, and/or processed by an evalua 
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tion unit (20) subsequent to the optical detection device (30), 
and having an input and/or detection device (15) for recording 
game plays such as the dealing of card values by a moderator, 
placing bids of monetary or value amounts by individual 
players, etc., the input or detection device (15) which is linked 
to the evaluation unit (20) allowing an acoustic, i.e., spoken, 
and/or manual input by the moderator to a computer work 
station equipped with a monitor. 

15. Method according to claim 14, wherein the moderator 
communicates the relevant game and/or card data to the input 
or detection device (15) by means of a pointer device and/or 
a keyboard and/or a touchscreen. 

16. Method according to claim 14, wherein the moderator 
communicates, via a microphone and a Subsequent speech 
recognition and processing system, the relevant game and/or 
card data to the input or detection device, which sends the data 
to the evaluation unit (20). 

c c c c c 


