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23. General Do’s:
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Stay in your assigned area.

Watch your own end. Repeat how much, where and from whom the bet came.
Leave the pit immediately when relieved.

Hand all uncertain bets to the Boxperson for verification.

Size into bets in the same area they were bet.

Pay line odds, on side.

Show payoffs in Come.

Act on Field, Don’t Come, Come.

On Seven-Out, leave puck on the number until all work is completed (except
clean up); on Come Out Roll, move puck to the number then accept bets.
Pay last Come bets from Base to Stick.

24. General Don’ts:
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Use slang terms.

Play with cheques or buttons.

Hawk the dice.

Look around casino on live game.

Total bets without Boxperson’s permission.

Talk on game, once you have one or more players.

Lean on hand while making payouts.

Correct a mistake without Boxperson’s permission.

Just say “bet”.

Let customer touch flat bet.

Say “It’s a roll”.

Loiter when leaving the pit, leave immediately. Don’t stop to talk to dealers or
supervisors that are on a live game. Talk only to supervisors if it pertains to
business on the game. Don’t bring cigarettes into the pit.

CHANGING CURRENCY, CHEQUES AND COLOR CHANGE

A. Place currency or checks in the center of the table in front of the Boxperson and verbalize
amount and type.

B. Count out the change directly in front of you on the Come Line.

C. Place/heel the change on the apron in front of the player, not on the layout. (Never hand
change to a player; no hand to hand contact.)

D. Break down cheques as follows:

CHEQUES WHITE / RED / BLACK / ORANGE / TEAL
5 ONE STACK (5)
6 3,3
7 3,31















B. All wagers, including both flat and odd bets, must be entirely within the appropriate
space. In the case of backline bets, this may result in congestion; however, moderate re-
adjustment of the bets will normally solve the problem. Also, odds on Pass Line and
heeled Don’t Come Bets must be spaced so as to preclude a die from being caught
between the bets resulting in a cocked die situation.

C. Dealers must be particularly cautious setting up and maintaining these bets in their
correct positions, since serious confusion over bet ownership can result otherwise.

D. Dealers being relieved must be certain that the incoming Dealer understands clearly to
whom each bet belongs.

Place Bets

“Place Bets” shall mean a wager which may be made at any time on any of the numbers 4, 5, 6,
8,9 or 10 which shall win if the number on which wager was placed is thrown before a 7 and
shall lose if a 7 is thrown before such number. Place Bets may also be increased or decreased at
any time. The payout odds on place bets shall be as follows:

PLACE BET ODDS
Place Bet on 4 or 10 9to 5
Place Bet on 5 or 9 7to5
Place Bet on 6 or 8 7to6

All Place Bets shall be inactive on any Come Out Roll unless called “On” by the player and
confirmed by the Dealer through placement of an “On” button on top of such bet. One “On”
button on the bet closest to the box will verify all the player’s bets and Place Bets are working.

Booking Place Bets: Announce the amount, position of player and change, if any.

Example: Player announces, “$27 across” and sets the money in. Dealer announces, “$27 across
one from me out of $30; $3 change”. Set the $30 in front of the box. Cut out $3 on the come
letters, hands off with outside hand. Set up player’s bet in relation to position around the table.

Set up Place Bets from outside to inside. Place Bets are frequently pressed. A full press is
doubling the original bet. A parlay is adding the total winnings to the original Place Bet.

Place Bets Across, Outside and Inside

These particular bets can be bet anytime. A player will say Inside, Outside or Across, depending
on the point.

Inside 5,6,8 and 9
Outside 4,5,9and 10
Across all the numbers except the point









Making Proposition Bet Payoffs

A. The inside Dealers shall count out and deliver all payoffs for their respective ends of the
table.

B. Payoffs should be made only after the inside Dealer has completed all other work on
his/her end of the layout and the Stickperson has removed all losing proposition wagers
from the betting portion of the layout. Inside Dealers are never to take down losing
proposition bets.

C. All proposition bets shall be paid from the inside Dealer around to the Stickperson, in
order. Stickperson will start on the end to which the dice landed (his/her end).

D. When making a payoff, the Stickperson must announce the amount, as well as the type of
the bet for which the payoff is being made.

E. The Stickperson should monitor the accuracy of the payoffs as they are made.

F. Payoffs for winning proposition bets shall not be paid to the player until told to do so by
the Stickperson. The payoffs for winning proposition bets shall be cut out in front of the
Dealer in the come area of the layout, and placed on the apron in front of the player, not
in a betting area.

Example: $5 eleven. Stickperson takes the stick, puts it in front of the player who had the bet
and announces, “$70 for $5 eleven and still up to win”. Use the stick with the outside hand.

XXI. Making Change For Proposition Bets

A. All bets must be made in the exact amount intended as a wager by the player.

B. When change is required to correctly set up a bet, the Dealer booking it shall call out the
amount and type of wager, position of player and the amount of the change. Stickpersons
may not make change.

G. All currency or cheques for which change has been made must be immediately removed
from the betting portion of the layout and placed in front of the Boxperson before change
is actually made.

D. Working stack: Cheques may be kept on the apron of the layout in front of the
Stickperson. The Stickperson may use $1 and $5 cheques with all other denominations to
be handed in to the Boxperson, unless otherwise approved.

E. When taking down all losing prop bets, Stickperson will place them in front of the
paddle, or in his/her working stack not to exceed approximately 15 cheques.



























BETS

PUCK/MARKER

ROLL

SECOND BASE

SEVEN-OUT

SEVEN WINNER

SHOOTER

SINGLE ROLL BET

SIXES

SNAKE EYES

STAKE

STAND OFF

STICK

STICKPERSON

TABLE BETTING
LIMIT

THIRD BASE

TOKE

any craps (two, three or twelve), eleven, horn bets, world
bets and hop bets. Also includes the hardways, even
though they are not a one roll bet.

Black on the side where the word "off" is written and white
on the side where the word "on" is written. Used to mark
the number or point established.

The throw of the dice by the shooter.

The Base Dealer positioned to the right of the Boxperson.

A total of "7" thrown by the shooter subsequent to his/her
establishment of a come-out point.

A total of "7" thrown by the shooter prior to his/her
establishment of a come-out point.

The player who throws the dice.
The wager is decided by one roll of the dice.
Craps-Twelve; both die showing "six spots" up.

Craps-Two; both die showing “one spot” up. Properly
called aces.

The amount of money a player has available for playing a
game.

Nobody wins or loses when the don’t pass bar number is
rolled. The bet rides on to the next roll.

A stick or pole used by the dealer (Stickperson) to retrieve
the dice and push the dice around the table to the shooter.

The Dealer responsible for the control of the dice.

The minimum and maximum bets permitted at a specific
time.

The Base Dealer positioned to the left of the Boxperson.

Tip: the gratuity given to a Dealer (supervisors are not
allowed to accept a gratuity from a customer, by law).









