CRAPS

Rules of Play

¢ Fire Bet wager limits will be posted at the game.

® A Fire Bet wager will only be accepted prior to the
shooters first “come out” roll.

¢ \When making a Fire Bet wager, place your wager on

the numerically marked Fire Bet circle on the layout,

e e Craps is a fast-moving exciting game played on a large

el ledleeiths Bl e Ms e e nhalece table that offers a variety of bets on the layout. Although the

them in their corresponding betting circles in front of dealer will place many of your bets (i.e. hardway bets, place

18 e et eyl b e A e b bets etc.) it is the player’s responsibility to ensure that the

e T bets are placed properly. Each bet is dependent upon the

STOTTY (I (TN A ¥ s, | S o point total of the uppermost side of two dice that have come

taken down.

to rest after being thrown by a player or “shooter”.

The object of the bet is for the shooter to make as Cess e S0 e
many “individual points” before the shooter 7s out. The Come Bet 1101
term “individual points” means the shooter successful- Dont Pass Line Bet 1101
Iydn&og<es up to 6 separate points. (See paytable for SN A 2
oads). DontC Bet 1to1
Note: Successfully making the same point more than N \
once, will only count as one “individual point” towards
+h8 ﬂo¥ﬁff¢hrﬁ8h?ld tf level met will b id.
® Only the highest payoff level met will be pai :
Example: if five “individual points” are successfully Points of 4 or 10 2to1
made, only the five point payoff will be made and not Points of 5 or 9 3152
the lesser payoff threshold(s) met. :
¢ “Individual points” do not have to be made in any Points of 6 or 8 6tod
specific order.
¢ \Winning or losing on the “come out” roll will not af- .
feéf 1ihe F7|re ?efl\l/v+qqer * *h Pom’rs Of 4 or 10 9 1'0 5
¢ Only a7 out will terminate the wager :
o Specml Fire Bet wager pucks will be used to keep Points of 5or 9 oy
Kﬁck of * |no||:|_\/|d§o!rpom+s mgllcis - ' Points of 6 or 8 7106
winning Fire Bet wagers will be paid and must be :
e oo elo R Field Bets 3,4, 9,10, or 11 1101
2o0r12 2101
Four Points 39101
Five Points 19940 1 U S
Six or More Points 499 101 Any Craps 7to
CA Two Craps or Twelve Craps 30to1
s’,‘, Three Craps or 11 15101
4, Points of 4 or 10 110 2
EMACO Points of 50r 9 20r3
Points of 6 or 8 5tob
4067 National Pike,
Farmington, PA 15437 Hard 6 or 8 9101
Hard 4 or 10 71to1
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Payouts are based on 2 Craps, 3 Craps, 12 Craps, and 11
payout odds shown above




If you place a bet on the Pass Line and the first roll of the
dlce isa 7 or 11, you win automatically. If a 2, 3 or 12is rolled
you “crap out” and your wager is taken. Any other number
rolled (i.e. 4,5, 6,8, 9 or 10) becomes the Pass Line “point”.
Pass Line bets win if the shooter rolls the point before
rolling a7.1f a7 isrolled prior to the point being made, the
shooter “sevens out” and the Pass Line bet is taken. The
shooter continues to roll the dice until he or she sevens
out, whereupon the dice pass to the next player.

The Don't Pass Line Bet is the opposite bet of the Pass
Line. That is, the bet wins automatically on the come out
rollif a2 or 3isrolled, and is taken automatically if a 7 or 11
is rolled. Aroll of 12 is a push. Any other number rolled
becomes the point. To win, a 7 must roll before the point is
thrown. If the point is rolled prior to a 7, the bet is taken.

Come Bets are made any time after a shooter has rolled a
point. These bets are similar to Pass Line Bets in that they
become subsequent points during a shooter’s roll. As with
the Pass Line, Come Bets win on a7 or 11 and lose on 2, 3
or 12. A Come Point must be rolled again before a7 is
rolled in order to win and be paid. If a 7 rolls before a
ICome Point has been rolled a second time, the player
oses.

Dont Come Bets are also made any time after a shooter
has established their point. As with Don’t Pass Bets, Don't
Come Betsloseif a7 or 11isrolled and win if 2 or 3is rolled
and, as with the Don’t Pass, 12 is a push. Any other number
that rolls becomes the Don’t Come Point. The player wins if
a7/ isrolled before the Dont Come Point is rolled again;
the player loses if the point is rolled before a 7.

Odds are supplemental wagers on Pass Line, Don’t Pass,
Come Bets and Dont Come Bets. When you make a Pass
Line or Don’t Pass Bet, you may make an additional wager
any time after the come-out roll to supplement your
original bet. When you make a Come Bet or Dont Come
Bet, you may make an additional wager to supplement
your original bet, after the roll following the placement of
your original Come or Don’t Come Bet.

Supplemental wagers on Pass Line and Come Bets are
referredto as Jrc:klnq odds”. Supplemental wagers on
Dont Pass and Don't Come Bets are referred to as “laying
odds”. Your “laying odds” wager is paid true odds - 1to 2
onthe 4and 10; 2to 3onthe Sand 9; and Sto 6 on the 6
and 8. Your “taking odds” wager is pGId at true odds - 2 to
1onthe 4and 10; 3to 2onthe 5and 9; and 6 to 5 on the 6
and 8. All come odds are automatically “off” on any come-
gu’r r|o|| unless called “on” by you and confirmed by the
ealer.

AField Bet is a one-roll bet that can be made at any time. If
any of the printed numbers in the Field section of the
layout are rolled, the player wins (i.e. 2, 3,4, 9,10, 11 or 12).
Winning bets are paid even money on the numbers 3, 4, 9,

10,11 and 2 to 10on the numbers 2 and 12.

A Buy Bet may be made on any point number 4, 5, 6,8, 9
and 10. The bet wins if the number rolls before a7 is rolled
and loses if the 7 is rolled before the number bet. A 5%
commission based on the amount wagered is collected
when making a buy bet. A winning Buy Bet receives true
odds. The true odds are 2-1on the 4 and 10, 3-2 on the 5
and 9, and 6-5 on the 6 and 8.

A Lay Bet can be made against any of the point numbers 4,
5,6,8,9 and 10. The Lay Bet wins if a 7 rolls before the point
number that has been made and loses if the point number
is rolled before a7. A 5% commission based on the amount
potentially won is collected when making a Lay Bet. A
winning Lay Bet receives true odds. The true odds are 1-2
onthe 4 and 10, 2-3 on the 5 and 9, and 5-6 on the 6 and 8.

Any Crapsis a one-roll bet. If 2, 3 or 12 is rolled, the bet
wins. If any other number is rolled, the bet loses.

Any Seven Betis a one-roll bet. If a7 is rolled, the bet wins.
If any other number rolls, the bet loses.

2, 3,11 or 12 Bets are four different individual one-roll bets.
If the number that is bet is rolled, the bet wins. If any other
number rolls, the bet loses.

A Horn Bet is a one-roll bet made with equal amounts of
money on each of the 2, 3,11 and 12. If any of these
numbers are rolled, the bet wins. If any other number is
rolled the bet loses.

A Horn High Bet is similar to the Horn Bet with the exception
that one designated number has one extra unit bet on it.
Horn High Bets are made in unit amounts of five. The player
yvins”ifgny 2,3,Mor 12 isrolled and loses if another number
is rolled.

A World Bet is a one-roll bet composed of 20% of the
wager on the Any Seven and 80% on the Horn. If 2, 3, 11 or
12 is rolled, the bet wins. If 7 is rolled, no money is won or lost
on the World Bet. If any other number rolls, the bet loses.

Hardways are defined as an even point number 4, 6, 8 and
10 rolled as pairs on the dice. An example would be the
hard 6 would be rolled as two 3s. A hard number rolled as a
pair would win. A Hardway loses if the number is rolled any
way other than a pair or if a7 is thrown.




