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METHOD AND SYSTEM FOR FACILITATING REMOTE

PARTICIPATION IN CASINO GAMING ACTIVITIES TECHNICAL FIELD

AND BACKGROUND OF THE INVENTION 5 This intemet age has

brought people closer to events that they could not or would not for the

sake of privaoyiHENe bathacsesT EMADRENTIDIY AMINGVRE ITHT E
communication approximates real time and live interaction, people are no
longer passive GASETVEIS AT QAN BECASINOIaANMIlNGIACAYYHE B&ine time,

the intend, wired, and wireless communication devises 10 also allow

people some degree of privacy as they interact in these events. The

present invention relates generally to an integration of video and
oo eI ANG AR RN OB R S VAN s backed up

by intend technology and coordinated with proprietary software programs

to enable players to participate in gaming activities without physically

being RteREM Rt RLARDINM PBSh M INGIRING NS RHEE SIS AlIRTHREY would not — for
anonymity and security. 15 The field of online or virtual casino gaming has

eviad vettd oefidkisyo-capiugehas aotsh of. the expesiegangirbeingnehysicaliyication
present at a casino. While other remote casino gaming activities allow the
rexpixiplaiperad threrast bredriseatdnaepeei)nareyemidngeb passivissabiteiivgrs but can be
images or sounds, these other methods or system merely allows the _
réiFHRRSIAG ARG 2B CAIR TR INANFaYdediean wri%ﬁgcaawwwn devises
electropically input wagers on an independent on-site players

e ol o St et R M e e R
AR AR GERRA PRETaHTRRTSSH A A8 IR0 SIAIRHE SR Wl ASmission

making the wagers 1.e,"by communicating 25 directly to his representative

VigeBIBHEOBRAIRHIGALIAR KKliRNiee B i mRIe R tHiBneRRjN and BSFEIMELE RIdYSoprietary
has the option of accessing real time broadcast of another existing game

winfenare pnegeainyssoftenabée Praydis ne eastlyi e vid @snaingd et eitisnwithtalal physically
representation of the gaming paraphernalia that can be controlled by the
reb‘?iﬁgaorﬂw&ﬁl a casino, and maintaining high degree of privacy, anonymity and security.

The field of online or virtual casino gaming has evolved in efforts to capture as much of the
experience of being physically present at a casino. While other remote casino gaming
activities allow the remote player to interact or experience casino gaming by transmitting
images or sounds, these other methods or system merely allows the remote player to
electronically input a wager of an existing game, or electronically input wagers on an

independent on-site players' performance.

The present invention allows the remoter player to control all aspects of his gaming
performance such as dictating strategies as well as making the wagers i.e, by communicating
directly to his representative via any communication device available in the casino. The
remote player has the option of accessing real time broadcast of another existing game while
proprietary software simultaneously provides an on-screen virtual representation of the

gaming paraphernalia that can be controlled by the remote player.
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BRIEF SUMMARY OF THE INVENTION The present invention relates to
a method and a system for enabling remote players to participate in an
ongoing game of chance within a casino. 5 It provides a remote player the
ability to interact with games of chance played at a central station (a
CERIY by Menryad MgHEQRNERMISRftware, accessing the central
station's website, observing the game in real time through intend, wire, or
wireless broadcast of images and sounds, and having the option of
participating in the game by personally keying in bets or 10relaying play
optieriy e} BN Fiserially erdushand-siteyveptdsemrabliag Fepiee players to
preferred embodiment, the re layer may participate in an ongoing

c

ote
BRI R R BB A e LA OB AGE Mhioys anonymity and

privacy while playing, he also enjoys the ambiance of the casino
environment by accessing transmitted real-time images and sounds 15 of

the &BQ@B@%Q@M@e%I%Qﬁ@ @d?ﬁhf_h@ Hﬁ@ré&f Wfﬁ"‘é%FﬁeQ@PWH&g aléﬁiéﬁﬂﬁi a central
table or gaming devise and the chips and similar gaming paraphernalia

thaadtibe (seraniie) phayentadipy atesicsignibfingrehecplsstigghefddneaksaate's website,
player's bets, in the same way a remote player would, if present at the

gahsimg rdttheThaee inoerh&oe daohghdntesrist raderdudvintesdispsiageast af oages and
the remote and central stations to allow the dealer or croupier and remote

pRAVEFToARTLPREPG HihaPYORecliRATIF AN I 2he FRENSA¥ PEEeREY SRdng in bets or
upcl?ted trllrou{%h an a Egm ted SOftWﬂl’e program. In anothet\r Preferred
eRBSHIRTERT e TR N0 DI AP LABBSES R BTORY PresBht at the casino,

who physically plays the game under the instructions of the remote player

who has direct control of all aspects of the game. 25 Communication

deyigRsferiapdedinest ivethentmpipePlRXEpMRINAES IArViRREIR) €8/ game of

gaming table or devise at the central station so that the remote player
dickotte. refails anfenotatpbaydo dihjeysrangnymigadrithpeivadyevgaldi plpgingnhefdke enjoys

proxy is limited to conveying to 2
the ambiance of the casino environment by accessing transmitted real-time images and sounds
of the ongoing game of chance and the use of software displaying a virtual table or gaming
devise and the chips and similar gaming paraphernalia that the remote player manipulates,
signifying the placing of the remote player's bets, in the same way a remote player would, if
present at the gaming site. The outcome of each game is recorded and displayed at both the

remote and central stations to allow the dealer or croupier and remote player to monitor game

results. The bets are recorded, settled and updated through an automated software program.

In another preferred embodiment, the remote player chooses a proxy present at the casino,
who physically plays the game under the instructions of the remote player who has direct

control of all aspects of the game.

Communication devices that may be used by the remote player may be provided at each
gaming table or devise at the central station so that the remote player directly relays
information to the proxy in real time. The participation of the proxy is limited to conveying to
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the casino personnel manning the gaming device, the play and stake of

the remote player as directly communicated to him. The outcome of each

game is recorded and displayed at both the remote and central stations to

allow the dealer or croupier and remote player to monitor game results.

The belin@perseitachannsitctpdteirsiaghigacand bepesounakebtnherameote player as
player is Supdated after each game through the automated software

p hgpcinn atratnupdatiesstohs me reteydtayertsf aatoganelis ogperdgibandiuésplayed at both
remote player's participation in the ongoing game of chance may be

ni6piteRSE BEtReiEl s Balomang #Ralesrekgraveie b pEariitHayer to monitor

CHEEE T e AR USRS O D1 SR Eea e N i Paver

BIEPIR ST B 2SSETPIR QR AR PIRS AR B E et

tatlon sg or devi od and ystem of
thadyeesgridmeention is more clearly described in the detailed
15description of the preferred embodiment. BRIEF DESCRIPTION OF
DRAWINGS FIG. 1 is a general view of the internal component of
the invention showing the different 20connections to facilitate remote
gdmiangrabinB. thés rangeiparaleievpatitigaécneih dhe cmgsorg gametieé chance may be
invention; FIG. 3 is a is block diagram of the system of the present
m'@éﬂ'ﬂi?fﬁd 2B4thahe (80 RYR4Ph é’FC{h@SpPé@éﬂGF% f9hePES MR dttsTet, wired, or

Commence articipationina g IGS. 5A a trate he t
R e g e e bl U Tk B LB Rg of the
0'8&!38&%%? tﬂfe gér'ﬂ%? ﬁla%%elr)‘&r the remote player are accessible to him and to his proxy and-

on-site at the central station's gaming table or devise.

The method and system of the present invention is more clearly described in the detailed

description of the preferred embodiment.
BRIEF DESCRIPTION OF DRAWINGS

FIG. 1 is a general view of the internal component of the invention showing the different

connections to facilitate remote gaming;
FIG. 2 is a general view of the external component of the invention;
FIG. 3 is ais block diagram of the system of the present invention;

FIG. 4 is a diagram of the procedure to be followed to commence participation in a game;



10

15

20

25

FIG. 6 is a pictorial illustration of one form of gaming method covered by

the present 5invention, playing through a proxy; FIG. 7 is an illustration of

one form of gaming method covered by the present invention. DETAILED
DESCRIPTION OF A PREFERRED EMBODIMENT 10 Figure 1 Fig. 1 is a
PEISIL 6RVEnN ISRV iidiiad tie tpiceniTpRyen h oé ittt pueationiishe g Rartieating in a
connection of input/output devises installed in the gaming table and the

vighend alapkodosgponringty s afeaive shosstalled in its environment and its

connection to servers which process the data received from the

participants and transmits the data and image streams from the gaming

facility to the partici E{ts as welr{‘ as the communication of the records t

the Ain8n'idl BITP A AFTANM SR A6 L8P tRE SERIA TP BUFRUFES BYgihs present
; 'R/Qrﬁfélp%(f%‘lﬁ?véﬁ%%ﬁ Eﬂ?ro ernal component of the invention showing
’ of data

is

th'e streamin nd video from the gaming facility to the remote
participants. 25The figures are to be considered in all respects only as
illustrative and not restrictive. The scope of the invention is, therefore,
iIngicarad an ithateidonsfratb ésrthan daynthe hetiegtioge cedsy tht resdnidaventon.
Fig. 3 illustrates the procedure the how information is relayed to a remote
player Within the 5 central gaming station or casino 110 are located

designated gaining tables 111 and gaming machines 112 each equipped
WRE T&bFR DEFERPTISN Bh A RE RREBYRRCINEVead view of

the table or machine in which an ongoing game is played, the dealer or
croupier, and the on-site players.

Figure 1

Fig. 1 is a perspective view of the internal component of the invention showing the
connection of input/output devises installed in the gaming table and the video/audio capturing
devices installed in its environment and its connection to servers which process the data
received from the participants and transmits the data and image streams from the gaming
facility to the participants as well as the communication of the records to the financial and

operations managers of the company.
Figure 2

Fig. 2 is a perspective view of the external component of the invention showing the streaming

of data and video from the gaming facility to the remote participants.

The figures are to be considered in all respects only as illustrative and not restrictive. The
scope of the invention is, therefore, indicated in the claims rather than by the foregoing

description.
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10Each of the gaming tables 111 and gaming machines 112 are equipped
with a keypad 114 connected to a user control program 115, which serves
as an input means for the casino personnel manning each of the gaining
tables 111 and gaming machines 112, to key in the outcome of each
game Images captured by the camera 113a and 113b, and the information
entered through the keypad 114 are processed through an analog to
digigare8nverter 116, 15thereafter to a video streaming server 117, and
finally through the intend connection 118, before it is accessible to a
remote player's monitor 119. Figure 4 20Fig. 4 describes the procedure

before remote artlc ate in an on casrno o
ek Mt At i A g AR AL Y gr%age et Within the
coneeain e rar?meéaghrgtrqa U S BE0 SRR ST {16 camin

bene present invention, a remote pla ere in the

Wﬁﬁﬁ@hl@é mliséééﬁ%alﬁ?)@fpﬁ%ms%wme%‘il@fat%in@@tﬁﬁt@aﬁi@res an overhead
casino. Requirements for opening an account may include, deposit of a

ceitanBmotablealr macteyedn dvbikdivadiogypersenad infaaralite degardingdiiger, and
remote player. If it is the first time for a player to remotely participate in the
liveecsusiie Mayere, he will be given a copy of a remote personal gaming 5
proprietary software 121a upon accessing the website 123. Downloading

and running this proprietary software 122 is necessary to access the

el paming station, Jpan H@ﬂ'ﬂﬁdgftﬁ‘g%hﬁ%”s‘m?zgam'i%‘”e Stﬁén  Keypad 114

remoqe playé a§t Ufodse ype casiho ga

Playmadts WQ%@%&Q%Y%%BFFQ&W@%i‘é?%@r%@?%@fiﬂr%ﬁtarﬁ‘é&%%? the casino

images of an ongoing game. The remote player may start participating

afiershimérrrivMaRPeaiant R Yimy bisikei anchplgamingerichipbina serlsy in the

for each game is displayed in the remote player's monitor after the
contlorsof eheagimgamegdhepued/ nitie/tdeerati¢dmang tielmemd dire beformation
played simultaneously. 10 Figur e 5 Fig. 5A
entered through the keypad 114 are processed through an analog to digital converter 116,
thereafter to a video streaming server 117, and finally through the internet connection 118,

before it is accessible to a remote player's monitor 119.
Figure 4

Fig. 4 describes the procedure before a remote player may participate in an ongoing casino
game of chance. It is assumed that in doing so, a remote player has a computer connected to

the internet through wired or wireless means.

To enjoy the benefits of the present invention, a remote player located anywhere in the world
must open an account 120 with any of the affiliates of the casino. Requirements for opening
an account may include, deposit of a certain amount of money and providing personal
information regarding the remote player. If it is the first time for a player to remotely
participate in the live casino game, he will be given a copy of a remote personal gaming
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Fig. 5a and Fig. 5b illustrates the information as displayed in the monitor

of the remote 15player, depending on the type of game he is playing. Fig.

5a is available to the remote player if he opts to play a card game, and

Fig. 5b is available if he opts to play with a game machine. A remote
Plerppriglayiseraartgamsor nicssdope ivssdieans. ob thampamtigGiaening this
and the hands of the dealer or croupier 126, a record of the outcome of all
theqaniay bdftjsinetl 2me@Gsatyddnfoessdiiocetf Higansingsitatign credit 128.

To start playing, the remote player enters the amount of his bet 129 before

the tinier 130 indicates that betting is closed. If the remote player WINS or

LOSES th , th d of th 127 indi this to b :
AR e R R DECH B R & DS S A7 e ope o

reAiG rgelﬁxef%% RASRHs? %y@%.liﬁe?%égrngf e Fsm?ée%@%ﬁéﬁ'a&gg# Yfforded

a gamirig machine enjoys a top view image gamin ine a

the hangdsuef thegRaningeAsig YR SPRORIMGe pufiahinaarStidipating after he
gaming machine 133 and piles of chips equivalent to his credit broken
dosweives \sediging Wenbimittasionsaidalag. rRewid of therauilcofecadradlatheis displayed
games he joined 135, and information of-his remaining credit 136. Within
aipethaireaeiouniaysr sirmenier iatiicatied dopcdusiere 0fl 8Fchttgamembhe playerand video
may indicate the amount of his bet by dragging the equivalent number of
chipemBUIemssEHas phvetRMIRNsErsY the virtual gaming machine 133.
If the remote player WINS or LOSES the game, the record of the game
138 indicates this to be so. Information indicating the pattern of all the
M@&r@@d LOSSES of the remote player is also displayed 139. Figure 6

Ig. 6 illustrates a remote player participating in a casino game through
a proxy. For simplification, only one remote player is displayed although a
plurality of remote players may participate at the same time. 15If a remote
pleigebvants to actively participate in playing, he may choose to do so
through a

Fig. 5a and Fig. 5b illustrates the information as displayed in the monitor of the remote
player, depending on the type of game he is playing. Fig. 5a is available to the remote player

if he opts to play a card game, and Fig. 5b is available if he opts to play with a game machine.

A remote player playing a card game enjoys a top view image of the gaming table and the
hands of the dealer or croupier 126, a record of the outcome of all the games he joined 127,
and information of his remaining credit 128. To start playing, the remote player enters the
amount of his bet 129 before the timer 130 indicates that betting is closed. If the remote
player WINS or LOSES the game, the record of the game 127 indicates this to be so.
Information indicating the pattern of all the WINS and LOSSES of the remote player is also

displayed 131.

Fig. 5B
A remote player playing in a gaming machine enjoys a top view image of the gaming machine
and the hands of the manning casino personnel 132, virtual images of a gaming machine 133

6
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proxy. To enable this, the remote player goes through the same process

for opening an account as more clearly indicated in Fig. 2. However,

instead of receiving a remote personal gaming software 121a, as

described in Fig. 2, the remote player will be given instead a remote proxy
gandinud3ropidrisy e qateted Al cdaitl hekemiRrplayRinang geoniinaayns 134, a
use telephone, mobile phone, voice over internet protocol (VOIP), or any
otleerrdofitheumitatierotiaVide dodstocgoiablel 8deaful méarwiidrectiyis masdining credit
and give directions to the latter. The play and the bet of the remote player

fok3ac\GRN S SpEa 8By Hdth i iBdi (et prdmekd ShetbroEaBP S Player may
oypier. Th Its of is 25 d intq the keypad 141,

e RSN B R B S e o e
o : R »
R IR B GRS MR A0 I RROIE BT s o
chigseokRIPARIAEG (4R oViRBIgLRe 288 HdRaeMRIR RRYE keRfforiifiicating

proxy physically gives to the dealer or croupier such number of chips
catieggomcdinglitthéhw IS ses.LRssesiodtibegatt pligatitalereigitpley esbin

the monitor of the remote player 144 and in the 5 monitor attached to the
gaming device 145. To maintain integrity during the game, the dealer or
croupier is not allowed to make unnecessary movements, and his hands
afdBI64ys within the view of the camera. Figure 7 10 Fig. 7 illustrates the
system for a remote player to participate in a casino gaming activity.

Gaming tables 146 and gaming machines 147 are each equipped with at

least a . 1498 . e it
e ey A TR Y ooy o
143 liict3Re, ehRAdHbIFenioR Mg raPHRAlWeaarRso0fiRe ARME: FehbBR players may
hands of the dealer or croupier. The optical images captured are
therdiaiperctrathssatte dite the analog and digital converter 152 and video
streaming server 153 before they pass through the intend connection 154

and finally displayed in the remote player's monitor 155. 20 The keypad

149A, 149B is the input means of the dealer or croupier to enter the

rdSGITEBIE ALY YRR AQASHHRIMRATLCRATHB B8 8 AV Ry Ja dloaiuthrough a
transmitted to the user control praggram 156 to be displayed in the .
IR el B A st Wi, 0 S kS gpening an
the MdeQsHeANiesSShRkER3ARY Dtensheannpictian JERBRAAEE Rt personal

25are displayed in the remote player's monitor 155. Should the remote

PlgueingRbianaraY1 PhEQ g higs gHiBeey i IFygC eMimd RGO P 1Ayt Avill SddBgilRviGastead a
such as telephone, mobile phone, wireless phone, voice over intend

pretuxe raryl girei higeraprstange sofedrfol Xim to communicate with his proxy.

The remote player and proxy may use telephone, mobile phone, voice over internet protocol
(VOIP), or any other communication device 140, to enable the former to directly speak and
give directions to the latter. The play and the bet of the remote player for each game are
directly communicated by the proxy to the dealer or croupier. The results of each game is
entered into the keypad 141, transmitted through the servers 142 and the internet 143, before
the same is displayed in the monitor of the remote player 144. If the remote player WINS, the

dealer or croupier physically gives to the proxy such number of chips corresponding to the
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What is claimed is: 5 1.An interactive gaming system for facilitating

participation of a remote player in an ongoing game of chance transpiring

in a casino, comprising of: A) A gaming device or table to facilitate playing

a live casino game; B) A gaming interface comprising of logic encoded in
memistgatdecitaiesrenstopmpie 10ses)oie RyG phPterantionavita the dealer or
live casino game; C) A video recorder capable of capturing real-time
videopiD)sCasinolpe dahipslooraspanditgaogheriessand other persons within

its proximity; E) One or more remote terminals, wherein the remote

terminals are not located within the casino facilities; 15F)A game server

T e T T e .

t°ﬁ£‘rﬁt8P§t8£hg§g{aegi|8g§% Sﬁ}éedgmgé”‘lﬁsﬁ(gp@rgﬁ nsﬁwm!i'{g%ﬂﬁéetﬂg ame, the dealer

converting an igital signals and transmitting t ain

resldif0pidP iEHOIRREMNIH AaKE 8 &REMRHMSAIM B IMORIS IHREYAve always within

communication network that transmits and receives analog or digitally
campiesstthavghear video streams; I) An intemet backbone that allows
efficient connection to the Internet;

Figure 7

Fig. 7 illustrates the system for a remote player to participate in a casino gaming activity.
Gaming tables 146 and gaming machines 147 are each equipped with at least one camera
148A, 148B, keypad 149A, 149B, computer monitor 150A, 150B, and any communication

device 148.

The camera 148A, 148B is used to capture top view optical images of the game, and the
hands of the dealer or croupier. The optical images captured are thereafter transmitted to the
analog and digital converter 152 and video streaming server 153 before they pass through the

internet connection 154 and finally displayed in the remote player's monitor 155.

The keypad 149A, 149B is the input means of the dealer or croupier to enter the results of
each game. Alphanumeric symbols entered in the keypad, are transmitted to the user control
program 156 to be displayed in the computer monitor 150A, 150B. Thereafter, these are
transmitted through the video streaming server 153 and internet connection 154 before they

are displayed in the remote player's monitor 155.
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J) A database system that enables storage of information. K) Link with the
remote player through the internet; 25 2.The interactive gaming system of

claim 1 further comprising a video camera capable of capturing and

recording live images of the gaming device or table and transmitting these
asiiigitahsignaie [afed aph e Y EirosysEaITd XY Adra koNBrinfcktdh 151A, 151B device
information, such as a personal computer, coupled to the system. 54.The

intech ctivel gphome) grepsie phaviec hairelebsyiheneirveidevevea siteongapnadsoh eimdy the like,
played from a plurality of games including baccarat, roulette, and craps. 5.

TREYRveRdi{RE BahReBYBtEiRs e MR PiARerein the gaming interface is

a proprietary software embodied on computer readable media. 10 6. The
What Iﬁ]&alj

& gaming system of claim 5 wherein the gaming interface is
capable of establishing a remote user account, detecting available funds
for payment, and generating password to play a virtual or live game of

FWﬁ?er&éhTEﬁﬂME%HMﬁmﬁﬁaﬁ}{ t_&éﬂi%Qﬂ%irﬁ‘bﬁa%ﬁ%‘?é’l‘pﬂ%gﬁrﬁmgngoing

interface is capableof displaying virtual images of gaming table or

MAGHRE cRanth B dRieIFRRE ive: e GsigiRIRgaffclaim 7 wherein the gaming
interface is capable of displaying virtual images of a pile of varying

deénominatiaming fdehigsoe tphieatefatiiitdtee legingtel RO plaiermoredit, and

actual record of the remote player's available credit. 9. An interactive

g&ning 4ygtEiointeairtes aipReINe Ginpeisiagcrled s Merimbaittaailiatsaeie or more
results and providing at least one remote player with a historical tracking

data of Jﬁ%&&%@dmg%‘fleﬂmwh%gve casino game;

C) A video recorder capable of capturing real-time video;

D) Casino personnel manning the game, and other persons within its proximity;

E) One or more remote terminals, wherein the remote terminals are not located within the
casino facilities;

F) A game server capable of communicating between the one or more remote terminals
and the gaming table and sending real-time video from the video camera to the one or
more remote terminals;

G) A game server capable of converting analog signals to digital signals and transmitting
the data in real-time to remote terminals via a communication network:

H) A communication network that transmits and receives analog or digitally compressed
audio or video streams;

1) An internet backbone that allows efficient connection to the Internet;

J) A database system that enables storage of information.

K) Link with the remote player through the internet;

The interactive gaming system of claim 1 further comprising a video camera capable of
capturing and recording live images of the gaming device or table and transmitting these as

digital signals to a game server.
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10.

10. An interactive gaming system of claim 9 further comprising means for
monitoring the results of concluded games, providing output of past

outcomes of current casino games being played, and arranged so as to

make available to the remote player the information pertaining to gaming
trends. 11. An interactive gaming system of claim 10 further comprising of

a gaming interface capable of 5 receiving data from the game server and
samdinyezaciber gapingeyktenyaidaarienhdthbia the ensoferteiativetimg ahser control
presence of and monitoring information relative to the participation of

reRE Blaialiavs PP P HRERERIHNRN R A% RsEaRRI GPBIRIAM 10 YRS B Ahieystem.
gaming interface is capable of 10computing the amount of money

transacted in game of chance. REMOTE GAMING 13. The interactive

gamin [ in th Ing tnke '
B T el (Rt by rom o
gRIHRSYELRMeOf eiatiihd BavdirkeibuibR0amMgpinterface comprises a

means for allowing one or more remote users to make gameplay

decisions. 2015.The interactive gaming system of claim 14 wherein

gameplay decisions are decisions a remote player makes in the ordinary
cdbeséntsfaskina rgpnrieglivysieasiofodpimd, wbtrimisarnie istakecarisoumtoprietary
requesting a card, and refusing a card. 16.The interactive gaming system
insefaateIEnRated PP IR bIRAMBFEP-BMmunicates his play 25and stake

for each game through the gaming interface by dragging virtual chips
equivalent to Ms stake, to an area of the virtual gaming table containing

"SRIESRIMAURRS R RAAPEPNSaiRlay SR R P Hhd S AR RH SECIS WSavle of

and stake withott knowledge of the dealer or croupier.
establishing a remote user account, detecting available funds for payment, and generating

password to play a virtual or live game of chance.

The interactive gaming system of claim 6 wherein the gaming interface is capable of

displaying virtual images of gaming table or machine.

The interactive gaming system of claim 7 wherein the gaming interface is capable of
displaying virtual images of a pile of varying denominations of chips equivalent to the remote

player's credit, and actual record of the remote player’s available credit.

An interactive gaming system of claim 8 further comprising means for monitoring game
results and providing at least one remote player with a historical tracking data of an ongoing

game of chance.

An interactive gaming system of claim 9 further comprising means for monitoring the results

of concluded games, providing output of past outcomes of current casino games being played,

10



10

15

20

25

11.

12.

13.

14.

15.

16.

18.The interactive gaming system of claim 5 wherein the gaming interface
is capable of 5accepting and recording the outcome of the game inputted
by the dealer or croupier. 19.An interactive gaming system of claim 1
wherein the logic encoded in the media that facilitates one or more remote

Pl srantRiActicn Yithike dvelgasin HamenisopriablgdangeretiortiRrtaining to
following steps: 10 A) Establishing a connection from a remote terminal to
agramigdaedsle or machine through a game server; B) Establishing a
connection from the game server that transmits real-time video-feed of the
ongoing game of chance to the remote player; 15C)Displaying an image

SR A ORI skl o
M e b

g%oniBetRRReh Bradkdentbiying anchrslrdlakrsna e el @ierme ®lipation of

each stake; H)Updating the remote player's account on the gaming server
anghdisplayeng the account status of the remote terminal; 20.An interactive
gaming system of claim 19 wherein a proxy or proxies are established and
each 25proxy is a human player present, comprising:

An interactive gaming system of claim 11 wherein the gaming interface is capable of

computing the amount of money transacted in game of chance.
REMOTE GAMING

The interactive gaming system of claim 5 wherein the gaming interface is capable of

displaying an image of an ongoing game of chance.

The interactive gaming system of claim 13 wherein the gaming interface comprises a means

for allowing one or more remote users to make gameplay decisions.

The interactive gaming system of claim 14 wherein gameplay decisions are decisions a
remote player makes in the ordinary course of playing the live casino game, including setting

a stake amount, requesting a card, and refusing a card.
The interactive gaming system in claim 15 wherein the remote player communicates his play

and stake for each game through the gaming interface by dragging virtual chips equivalent to

his stake, to an area of the virtual gaming table containing representations of his play options.
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17.

18.

19.

20.

A) Establishing a proxy or proxies, wherein each proxy is a human player
present at actual gaming table or machine who is paired in a one to one

ratio with one or more players; B) An integrated communication interface

or device capable of transmitting the remote 5user's gameplay decision

from tiheremetgaisay e renoRim useiRcsalegieddpimygyinte)fideeansaditief remote
each game being settled at the gaming table or machine by a dealer or

batkesr. 12 Inprih bisryemnactiy elerssiomopsy sta voticlal kn 20l evlge o ith¢ lieatemuoteoupier.
user transmits the remote 10user's gameplay decision over the selected
communication interface to the selected proxy and the proxy makes the

oA e, BT 510 0 G e LR RGBT Sy o P of

te link, i ' [ ' , Jser
o e N AR SR,

the communication link is through the gaming interface, which further
comprises a means for allowing the one or more remote users to make
gamdplaydiecisionisg282¢%m hef iokgnadtivehgamirg Sygterenobddaiin 2% media that
wherein the gaming table is further comprising of a communication
inteniféatescaprablenfoietremeinipliaygranctaectoningtbdhenhiveicsiitmeameaiscbperable to
from the remote player and the selected proxy. 25. The interactive gaming
SPEtERONe EalQ W SHéfein the communication interface displays the

25remote user's gaming decision so it is visible only to the remote user's

proxy. 26. A method for a remote player to participate in an on-site casino

gg\rj”le C%Qﬁ%ﬂﬂ]éhz? é&ﬁﬁ’e%t%h lf?’om a remote terminal to a gaming table or machine

through a game server;

B) Establishing a connection from the game server that transmits real-time video-feed of
the ongoing game of chance to the remote player;

C) Displaying an image of the available gaming decisions on the ongoing games of

chance to the remote player;

D) Receiving the remote player's gaming decision through the gaming interface;

E) Determining the outcome of the casino game being played;

F) Recording the outcome of each game of chance on the gaming server;

G) Identifying and calculating a probability outcome of each stake;

H) Updating the remote player's account on the gaming server and displaying the

account status of the remote terminal;

An interactive gaming system of claim 19 wherein a proxy or proxies are established and each

proxy is a human player present, comprising:
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21.

22.

23.

24.

25.

26.

A)Establishing a connection from a remote terminal to a gaming table
through a game server; B)Transmitting a real-time video feed of the
gaming table to the remote terminal to be displayed to the remote player;
5C)Displaying the available gaming decisions to the remote user; D)

Regeivingstigiganpieppday s graxmis o ik aadhiug) i gaming isttseaprisent at
E) Determining the outcome of the casino game being played; F)
Recordingtthkgeniogtakl@bdthmeagdaneemdb abh aaices om dlopegfarninegadierwath) one or more
(3)Updating the remote players account on the gaming server and
displayirft§@f§&Saccount 10status on the remote terminal. 27.A method for
players remote from a casino to %articigr%ate in a Jive casi ‘game

chprisiil (HEKAIBHG SHal5EITE KB LR REAIAES CORE QI RBHIZ0 he remote
te t I ing.t ) s |
ey T e

a real-time vi € gaming table to

di@pla}yeﬁlﬁ@ AREIreMALe BiavEhcfrYRismaINGNRAVRIabIE Gamiehe by a dealer or
decisions to the remote player;

banker.

The interactive gaming system of claim 20 wherein the remote user transmits the remote
user’s gameplay decision over the selected communication interface to the selected proxy and

the proxy makes the remote user’s gameplay decision at the gaming table.

The interactive gaming system of claim 21 wherein the communication link is any type of

telephone link, including wired, wireless, VOIP, between the remote user and the proxy.

The interactive gaming system of claim 22 wherein the communication link is through the
gaming interface, which further comprises a means for allowing the one or more remote users

to make gameplay decisions.
The interactive gaming system of claim 23 wherein the gaming table is further comprising of a
communication interface capable for transmitting and receiving communications to and from

the remote player and the selected proxy.

The interactive gaming system of claim 24 wherein the communication interface displays the

remote user’s gaming decision so it is visible only to the remote user’s proxy.
A method for a remote player to participate in an on-site casino game comprising the steps of:

13



20D)Receiving the remote player's gaming decision through a selected
proxy; E) Placing bet through a proxy as dictated by the remote player; F)
Determining the outcome of the casino game being played; (3)Recording
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25

27.

the outcome of the game of chance on the gaming server; H)Updating the

ranote [HayBlishmGCOLeTirettdrer@aminensReverans eisplaying tasle through a game
25account status on the remote terminal

server;

B) Transmitting a real-time video feed of the gaming table to the remote terminal to be
displayed to the remote player;

C) Displaying the available gaming decisions to the remote user;

D) Receiving the remote players gaming decision through a gaming interface;

E) Determining the outcome of the casino game being played;

F) Recording the outcome of the game of chance on the gaming server;

G) Updating the remote players account on the gaming server and displaying the account

status on the remote terminal.

A method for players remote from a casino to participate in a live casino game comprising the

following steps:

A) Establishing a connection from a remote terminal to a gaming table through a game
server;

B) Transmitting a real-time video feed of the gaming table to the remote terminal to be
displayed to the remote player;

C) Displaying the available gaming decisions to the remote player;

D) Receiving the remote player's gaming decision through a selected proxy;

E) Placing bet through a proxy as dictated by the remote player;

F) Determining the outcome of the casino game being played;

G) Recording the outcome of the game of chance on the gaming server;

H) Updating the remote player's account on the gaming server and displaying the

account status on the remote terminal
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