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Foreword

Quick Strike Craps may be the Perfect Craps System!

Onceyou learn it, you will easily be able to turn $50 into $1,200 in an Hour.
And, you will be able to do this as often as you like.

This amazing strategy has never before been published or revealed.

Until now is has been the closely guarded secret of a handful of craps pros who make
handsome livings off of it with low time and dollar investments.

Now one of them, George Stern, has agreed to reveal how helivesalife of easeasa
craps player!

| few weeks ago | watched my friend, George Stern, use the most fascinating craps
system | have ever seen.

We were in one of the casinosin North Las Vegas which George likes because they
overwhelm him with comps.

Before he gave me a demonstration, he treated me to lunch at Gardufio’s at the Fiesta. If
you like your Mexican food fiery and authentic, you will love this place.

George explained the basics of his system and then said, "Let’s go."

He treated me to a 45-minute demonstration of his system. | wasjust getting into it when
he said, “We'redone. I’ve won enough.”

Sure enough, George had won over $1,200 in less than an hour. After witnessing event
this| told George “I’ ve got to have this system.” George smiled and said, “Let me show
you something first.” He went out to his car, a very nice 1996 Jaguar XJS that his calls
his baby, and pulled out a notebook.
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We went back to the coffee shop and George showed me a summary of his winnings.
Before he shared thisinformation, he swore me to secrecy. What | can tell you is that
George does very well playing craps.

What is even more remarkable is that he does this at his own pace, with very little money
at risk and with very little time involved.

George doesn't fit anyone' sidea of a professional gambler. He is not flashy. Today he
was wearing well-worn jeans and a western shirt with a pair of casual boots.

But George has what most of us only dream of — Time and Money.
He only works when he feels like it — at most three or four days a week.
Heishisown boss. He doesn’t have to keep set hours or meet someone else’ s schedule.

He takes off as much time as he wants — sometimes weeks at atime. If you had just met
George you might think that he was a highly successful stockbroker.

Except stockbrokers have to at least report in during market hours and Georgeis his own
man.

After he showed you his collection of antique and collector cars, you might guess that he
isadoctor.

Except many doctors are on call at odd times and George doesn’t have to report to
anyone. Y ou might go through your list of the types of people who might have George's
lifestyle. But, if you said alawyer, ahighly successful life insurance agent or a
prosperous small business owner, you would be wrong.

George describes himself simply as “a craps player with the right system.”

And, that’swhat is revealed in this book — George’ s remarkable Quick Strike Craps
Strategy!
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Introduction

The Problem With Craps Betting

Every craps strategy has a betting model players use when they play.

Some systems advocate making pass line and odds bets.

Otherswill add a couple of come bets with odds to the pass line-odds bets.
Many craps players like to place al the numbers.

Then they may pull a bet down after one of them wins.

Or, add more money to the wager.

| could go on and on as there are hundreds of bet placement systems at craps.
Hereisthe usua approach —

The author of the system tells you his preferred way of betting, say pass line and take
double odds.

But, thisinvariably leads to a problem that can’t be resolved —
The system only produces profits once in awhile.

For example, betting with the shooter makes a lot of sense if the shooter continues to
make his points!

When thisis happening you will want to have a bet on the pass line.
With odds.

And several come bets.
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With odds.

And, you might as well add in place bets.

And press them.

And, a couple of hop betsif you like.

My point isthat it is easy to be a craps genius once you know table conditions.
And if the shooter is making his points, you obviously bet with him.

And, if every shooter is quickly sevening out, you bet a different way.
Thisisthe problem with craps systems.

Once the system creator assumes a set system, then he has the problem of matching it to
table conditions.

Stated a different way, if you can somehow forecast what the craps table will do, you will
be successful.

Forecasting what the craps table will do is obviously ridiculous.

Hereistherea truth about these systems:
Anyonewho has a pet system that requiresthat the table be hot, cold or
neutral isgoing to fail because no one even knows the outcome of the next
dicerall.

| have discovered aremarkable new way to detect the “Natural Rhythm of the Dice’

| have found that —

The dice will tell you how to bet, but only if you discover their natural rhythm.
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| have developed asimple, but extraordinarily effective, way to overcome the problem of
designing a craps system and then trying to find away to forecast when to use it.

| let the rhythm of the dice determine how to bet.

This system is not like any other craps system | have ever seen —

It doesn’t depend on qualifying a shooter.

It doesn’t depend on the outcome of the previousroll.

It has nothing to do with any shooter attributes or characteristics.

Lucky lady shooters won’t necessarily be lucky.

Shooters who set the dice won't necessarily shoot better then anyone else.
Moreover, | don’t subscribe to any of the popular timing systems —

Waiting until a shooter throws five number s before you bet won't do a thing
other than bore you most of thetime.

So shooters don't matter, the last dice roll is unimportant and there is no point to trying to
time your bets. What’ s left then?

Just the most intriguing and accurate way of playing craps every devised!

The Natural Rhythm of Dice Method

| have developed away to determining how to bet with the dice enough of the time to
win.

What' s more, this Natural Rhythm approach aways finds the rhythm of any dice table.

It does it quickly.
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Without guesswork.

Or, counting rolls.

Or, tracking dice decisions.

And, once it finds the rhythm, you will automatically know how to bet to win.

What' s more, it works just as well with virtual dice games asit doesin “brick and
mortar” casinos.

There is no doubt that once you discover how to find the Natural Rhythm of the Dice, all
other methods are obsol ete.

Old time craps players have spent their lifetimes trying to figure out how to time their
play to the rhythms of the craps table.

The Natural Rhythm approach is far superior to any approach | have ever seen.
It is easy to use and works consistently.

Simply stated, it beats anything else | have ever seen!

Quick Strike Betting Takes Over Once You Know the Dice Rhythm

Once you know where to make your bets, you have one half of the problem of winning
solved!

Even knowing whereto bet doesn’t make you adicewinner. You haveto
know theright amount to bet on every roll. And, that’swhere Quick Strike

Betting comesin

Quick Strike Craps uses a combo system combining methods for where you bet and how
much you bet.
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The Natural Rhythm Method sets up your bets in the right place at the right time.
Then, Quick Strike Betting quickly pullsin the wins.

The Quick Strike Betting Strategy is specifically designed to work with the Natural Dice
Rhythm method.

When you combine them there is no guesswork.

Y ou will know where to make every bet.

And, you will know the exact amount to wager.

With Quick Strike Craps, You’ll Never Need to Write Anything Down or
Track Dice Rolls.

When you use the Quick Strike Craps Strategy, you will never need to track dicerolls

And, you won't need to write anything down when you play. To win all you have to do
is—

Just let your chipstell you what to do.

Ascrazy asit sounds, | have devised an ingenious way of placing chipsin the rail that
keeps track of everything you need to know to play and win with this strategy.

Y ou will know at a glance where to place your next bet.

And, you will know how much to bet.

In this course the Quick Strike Chip Tracking Strategy is revealed for the first time.
It is presented in a step-by-step approach with lots of examples and illustrations.

Itiseasy to learn.
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It is powerful

And, when you use it, you will easily be able to win just like | do using the Quick Strike
Craps Strategy!
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The Craps Game

If you have ever played crapsin the back room of a store, or on an old bed cover spread on
the floor, you have played street craps. The shooter would establish his point, and
everyone would stand around until he made his point, or sevened out.

The casino version of the gameis called bank craps. The casino acts as the bank, rather
than players betting against each other. In addition, numerous other bets are allowed.

In the casino version of craps, you can bet pass or don't pass, come or don't come, make
place bets, buy and lay bets, or bet the hardways or any one of several proposition bets.

Y ou can make oneroll bets like the field, or make bets which stay up until adecision
occurs, like passlinewagers. You have agreat variety of betsthat can be made. A right
bettor (one who expects the shooter to make his point) could have as many as twenty bets
on thetable at onetime.

Crapsisthetraditiona game of high rollers. It isthe fastest and most exciting casino game.
It isthe only casino table game where it is possible to run a $100 stake into $10,000in a
couple of hours.

And it isthe most voca of al casino games. Walk into any casino and listen to where al
the noise is coming from. It'sthe craps players yelling up astorm. Every throw of the dice
evokes a hew response of whoops and hollers.

Now stroll back to the blackjack tables or the roulette whedl. There is hardly a whimper
from the players. The blackjack players are using hand signsto signal the dealer. A
blackjack player could play for aweek and not utter aword. In craps, the players are
constantly talking to the dice, the dealers and each other.
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CRAPSLAYOUT

To the novice player, the game appears very intimidating. Everyone el se knows what he or
sheisdoing, or so it seems. Once, when | was showing alady companion how to play the
game, she looked down for her bet and it was gone. "What happened to my bet?" she
asked. The shooter had rolled a come-out craps and her pass line bet had been whisked
away by the dedler. Shefdt like she had hardly settled in and they already had the audacity
to take her bet.

The game moves very fast for the newcomer, but after you learn the game, you will notice
the times when the game is slowed down (to your irritation) much more than the timesitis
speeded up. The gameisfast, but it only seems fast when you don't understand the bets or
what the dealers and players are doing.

Because of the speed of the game, and the variety of bets available, what is normally the
best casino game for a player becomes atrap for many. Many people lose money at a
ferocious rate at craps because they lay down too many bets and have no patience. Most
casinos figure to keep about 20% of the drop at craps, that is, win 20% of al money
exchanged for chips at the craps table.
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Thething | like best about craps is that when you start to win, there's not adamn thing the
house can do about it. In Las Vegas, blackjack card counters get thrown out for winning.

Winning craps players can cause the casino bosses to break into a cold sweat, but they are
not thrown out. Usually the bosses start engaging in "slow down" tactics at atable where
the players are killing the house. The boxman may reprimand the shooter for his shooting
style. (I've seen players chewed on for shooting too high, too low, too hard or too soft —

you tell me).

When the shooter starts to make pass after pass with lots of numbers in between, the action
can get serious. When the mgjority of players have black ($100) or purple ($500) chipsin
play, the casino can drop $50,000 to $100,000 in short order.

| have seen individual players win over $100,000 at the crapstable. The bosses will try to
dow down the game, excessively examine the dice between rolls, bringin fresh racks
of chips and in general make total nuisances of themselves, but the players are alowed to
keep on winning. Isn't thisagreat game?

| recently showed a young man how to play crapsin acasino. He was a died-in-the-wool
blackjack aficionado, with delusions of counting down multiple decks. After an hour at the
crapstable | asked him what he thought. He calmly turned to me and said, "Wdll, | guess
I'm finished with blackjack."

If you have played the game before, forgive me my waxing eloguent. If you haven't
played, then please take the timeto try it or better yet, use my system so you will win.

Most casinos will have at least one craps table, except for the slot palaces speciaizing in
the one-armed bandit trade. Some states allow dots and blackjack, or some other
combination of casino games, and exclude craps. The "real” casinos will have at |east one
crapstable. Thebig jointsin Nevada and Atlantic City will have eight or more craps tables
per casino.
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Now that the casinos in many other states have come of age, you can experience Las Vegas
style craps al over the country. | have played in anumber of these casinos and always
enjoyed the hospitality. Of course | enjoyed winning money from them too.

The area of the casino where the craps tables are grouped is called the craps pit. The casino
employeein charge of this areais known as the craps pit boss.

Casino craps tables may range in size from 14 to over 20 feet. They look like oversized
billiard tables. In the old days some of the floating craps games and games in sawdust
joints used to convert billiard tables by attaching boards to the sides of billiard tables to act
as backstops for thedice. Thiswas aso handy when the law showed. Pull the sideboards
down and the boys were just having an innocent game of billiards.

The number of players who can play at acrapstableislimited only to the number who can
squeezein. If thetableis crowded, it is considered polite to ask if you can fit in, rather than
just shoving your way into the table. Some craps players have been known to shove back,
and asking is usually the better policy. If thetableis crowded, the nearest dealer will
usually ask the players to scoot over, if you ask nicely.

The tables are covered with felt which is usually colored green, but | have seen themin
shades of blue, purple and even eyejarring red. | don't recommend the red ones though, and
especialy not for all night sessions; they are way too hard on the eyes.

The possible craps bets are marked on the felt in a pattern of betting areas called the craps
layout. In the old days, these were drawn on billiard tables with chalk. Now they are al
nice and printed.

The table layout has three sections. The middle section, called the center, rests under the

watchful eye of the person on stick. The end sections are mirror images of each other, with
one dedler per end.
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The center bets contain the lousiest bets in the game such as the hardways bets and a
number of one-roll bets. | will tell you about these bets, but in general, you can enjoy a
long and successful craps career without ever tossing a chip to the center section for a
wager.

The more important wagers are available on the end sections of the table. Here you will
find pass line bets, which are made by over 90% of all craps players, place bets, come bets,
don't pass wagers, don't come bets, field bets, the Big 6 and Big 8 wagers, and buy and lay
bets. Odds bets, which are not marked on the table, are also made on the end sections of
the table.

There are usually four casino employees at a crapstable. The person seated in the middle
of thetable, in front of the casino's chips, is the boxman. Today, many of these boxmen are
box women, so | guess you ought to call them box people, which doesn't quite sound right.
Anyway, these box people are in charge of the crapstable. They count your cash when you
buy in and drop your cash into the dropbox, watch the dealers, settle disputes with players,
and in general act as managers of the game. Many times a floorman, who also may be a
female, will be standing behind the boxman. If you have casino credit and need a marker
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to buy in, the floorman will accommodate you. They will also rate you if you aretrying to
get acomp. A comp isa"freebie" from the casino, which can range from abuffet lunch, to
RFB, which stands for Room, Food and Beverages. This means the casino pays for just
about everything.

Many times the floorman may be joined by the pit boss, the big honcho of the craps pit. If
the gameis very active, another boxman may be brought in as well.

In addition to all the bosses, there are three working stiffswho handle al of the players
wagers. The dealer in the center of the table, called the stickman, handles all of the center
bets for players, calls the game and moves the dice around with astick. The dealerson
each end handle the bets for the end sections of the table.

There are four dealersto a crew, and they rotate positions every twenty minutes, with one
of the crew taking a break at that time. Each dedler takesturns at the stick and at each end
of the table.

The dedlers at each end of the table, sometimes called inside dealers oversee all betson his
or her end of the table. They make change for players and place, book and arrange player
bets. They make sure that al bets are for the correct amounts and placed properly on the
table.

The mgjor job of the stickman isto control the flow of thedice. A stickman will also
advertise the different betting options of the game available to the players. For example, if
the last shooter just sevened out, the stickman will ask the next player, "Would you like to
shoot the dice?' Or, he may say, "Do you want your bets working on the come- out." Or,
"Who wants their hardways working on the come-out rol|?"
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An active stickman can redlly liven up
the game. The action of the game can be
announced in avery enthusiastic and
colorful fashion. Thistendsto stimulate
the players to make more and bolder
wagers, which is exactly what the house
wants. The person on the stick will
constantly extort players to make betsin
the center of the table where the odds
range from miserable (Hard Six or Hard
Eight — 9.09% in favor of the house) to
ridiculous (any of the oneroll bets—
house odds from 11.11% to 16.67%).

The stickman often uses craps superstitions to exhort the players to make the worst bets.
One craps supergtition is that if the player's point is one of the even numbers of 4, 6, 8 or
10, for which there is a corresponding hardway bet, betting the number to show the hard
way will help bring out the number.

In general you can ignore the betting advice of the dealers on stick. Their recommended
bets are the best wagers for the house, not for you.

The stickman a so sets the pace of the game. He must observe both the playersand the
dealers sothat potential betsare not missed and the inside dealers are not rushed into
making mistakes. Stickmen will aso help dealers with the payoffs of bets when possible.

Ether the inside dealers or the stickman can book the proposition bets located in the center
of thetable. If the stickman gets bogged down, an inside dealer will usualy pitch in so that
they work together asateam. A boxman may also help the stickman.

While players should be given areasonable amount of time to make the prop bets, the game

shouldn't be dowed down. If you want to wager on a proposition bet, be sure that the
stickman or the nearest inside dealer hears you and acknowledges the bet. Once the dice
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arein the shooter's hands, the stickman's eyes will be glued on the dice and he may not see
incoming bets.

Each table hasits own table limits. These limits are usually shown on small plaques at
each end of the table, on the side rail next to the standing dealer. Both minimum and
maximum bets for the table are shown. Typical table limits are $2 minimum, $200
maximum (smaller casinos) or $5 minimum, $1,000 maximum (larger joints). Sometimes
the plagues are colored to match the chip color of the minimum wager required. The color
red is used for tables with $5 minimums, while green might signify a $25 minimum bet
requirement. Minimum wagers will vary from casino to casino and from tableto tablein
the samejoint. A $5 minimum table may be operating next to a $25 minimum table. Table
minimums will be raised whenever more players are available such as at night or on
weekends. It isawaysto the casino's advantage to have higher minimums set. Many
players, who should be making $2 wagers, will make $10 or even $25 wagersif that's what
the house mandates.

From a player's viewpoint, higher minimum wagers can be devastating. If the house does
not offer aminimum wager within your range, then don't play the game. Many players
have no idea of the relationship between the bankroll used for a craps session and the
minimum wager that should be used. As aresult, they get cleaned out in short order playing
beyond their means.

If you want to play where the maximum wagers won't restrict your style, try Binion's
Horseshoe Club in downtown Las Vegas. The place catersto craps players, offering ten
times odds and wall-to-wall crapstables. Y our maximum wager is limited to the amount of
your first wager. If you want to bet amillion bucks a pop, just clear it with one of the
managers, they will accommodate your action.

The Horseshoe Club till follows Benny Binion, its founder's rule for maximum wages
accepted, which isthat your highest wager is limited to the amount you will bet for your
first bet. Several years ago a player waked into the Horseshoe Club with two suitcases.
One was empty and the other was filed with cash. After counting his cash, the bosses
agreed to accept his wager in the amount of $777,777. He bet on the don't pass, which is
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marginally better than a pass line bet. The shooter picked up the dice and rolled six as his
point. Now six isavery easy point to hit and not the best number to be wagering against as
the big player was. The shooter rolled anumber. Then herolled one more. Undoubtedly
the big player gave thisroll hisundivided attention, as he was only aroll awvay from
doubling hismoney or losing it al. On the third roll a seven showed. The casino paid off
the wager in cash, the same way in which it was wagered. The big player left with two
suitcases full of cash, which isthe best way to leave any casino.

While we are on the subject of downtown V egas, which isthe location of the Horseshoe
Club, | want to mention quarter craps. Some of you eastern players who have been
weaned on ten buck minimum tables may sneer, but | have had some of best
action on the quarter craps tables. For twenty bucks, you can begin your craps education.
Here, for five bucks, you can have several bets working for you. The games are getting
harder to find, but you can still find them in down-town Vegas.

Casinos use checks or chipsin place of cash at the crapstable. While the casino bosses
prefer to call them checks, | will call them chips like 99.9% of the players do. Chips come
in$1, $5, $25, $100, $500 and $1,000 denominations with twenty five-cent chips thrownin
for the tables that allow them. Each chip is colored differently. One-dollar chips may
comein any color, or the casino may use dollar dot tokens as chips. Five-dollar chipsare
usually red, $25 chips, green and $100 chips, black. Five hundred-dollar chips are usualy
purple. The big $1,000 chips comein variousflavors. 1'm sure you will remember the
color if you are playing with them.

Cash isnot used at the table, so you must change your cash for chips. When you first
arrive at the table, you lay your cash on the table and ask the dealer for change. Watch the
table before you barge in. Wait until the shooter has thrown the dice. It is extremely bad
dice etiquette to have the dice bounce off your hand. When you are buying in, you do not
hand the cash to the dedler. Instead, placeit on the table when the dice are not rolling. If
you want a certain number of chips of different denominations, just ask the dealer. For
example, let's say you buy in for $500. Normally the dealer will give you $100 in red $5
chips and $400 in green $25 chips. If you want some $1 chips, just ask the dealer and he or
she will accommodate you.
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The boxman will count your cash, drop it into adot in the table where it falsinto the
dropbox, and tell the dealer the amount of chipsto give you. The dropbox is also known as
the coffin, as once your cash goesinitisgoneasin "buried." You will not deal in cash
again while you are at the table and will only convert your chips back to cash at the casino
cashier's window.

After hearing the amount approved by the boxman, the inside dealer will place the chipsin
front of you. Itisyour job to pick up the chips and get them off the table. Y our chips may
be kept in therail in front of you on the top of the sidewall of the table.

Sometimes players throw currency on the table for a bet, for change or for odds on acome
or don't come bet. Many timesthe dealer doesn’t know what it isfor. Most dealers will
ask the player what they want to do, or acknowledge the bet asin "Twenty dollarsas a
come bet,” or "Ten dollarson thefield." If the dealer is uncertain what the bet isfor he will
call out "No bet on the ten dollars.”

Most tables have two grooves for chipsin the siderails. | liketo use onefor chips| usefor
tracking my bets and the other for the remainder of my chips. When | am winning | also
like to separate my original buy-in from my winnings so that | can tell at a glance how far
ahead | am.

When you have finished playing, you must take your chips to the casino cashier to convert
them to cash. The craps table only takes cash for chips, not vice versa.

With your chipsin therail in front of you, you are now ready to begin playing. |
recommend that you keep one hand over your chips. Some thieveslike to snatch chips from
careless players and you should keep your eye on your chips.

Unless you are the only player at the table, the craps game will bein progress when you
arrive. The game consists of a series of mini-games. A player who rollsthe diceiscalled
the shooter. This player will roll the dice on one or more come-out rolls until a point
number of 4, 5, 6, 8, 9 or 10isrolled. After apoint number isrolled, the shooter will
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continue to roll the dice until one of two things occurs. If a7 isrolled before the point
number, the shooter has sevened out and anew shooter will try hisor her hand at making a
point. If the point number isrolled before a7, the shooter has made the point and has the
opportunity to shoot again.

Many persons use the term "crapping out." Thereisno such thingin craps. A shooter may
throw a craps number of 2, 3 or 12 but this does not affect his term as the shooter. The
designated shooter may continue to hold the dice and shoot so long as he does not roll a
seven after establishing apoint. Then he has sevened out and must relinquish the dice to
the stickman who will offer them to the next player.

Each mini-game at the dice table consists of a shooter establishing a point and then rolling
the dice in an attempt to repeat the point number. Of course, in bank craps, alot of wagers
can be made in between. Thisis part of the excitement of the game. There may be
thousands of dollarsriding on each roll of the dice.

After ashooter failsto make his point and sevens out, the dice will be offered by the
stickman to the next player. The dice circulate around the table in a clockwise fashion,
with each player, in turn, being offered a chanceto roll the dice. The only requirement to
shoot the diceisfor the shooter to make aline bet, that is, a bet on the passline or don't
passline.

Any person who does not wish to shoot the dice may refuse when the dice are offered.
Thereis no stigmato not shooting the dice, and many players do not shoot asarule.
Usually the players, who are betting against the other shooters (wrong bettorsin craps
parlance) by making such wagers as don't pass and don't come bets, will refuse to shoot.

A white disk, called a puck is used on the table to indicate whether a shooter isin the
"coming out” phase of the game or whether heistrying to roll an established point. When
the player iscoming out, the disk usually isplaced in the don't come betting area,

with the black side marked "Off" showing. | have aso seen the pucks placed in the center
of the table in front of the boxman's chips between points.
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Thereis one puck at each end of the table and the inside dealer working that end of the
table handles one. After apoint is established, the puck will be in the come point box for
the shooter's point, with the white side marked "On" showing.

There are two sidesto each puck. When the white "On" sideis up al odds, place and buy
bets are working. When the black "Off" sideis up these bets are off unless stated otherwise
by the player. If some bets are working and some are off, on and off buttons are placed on
top of the wagers to show the status of each bet.

By observing the disk you can alwaystell if the shooter istrying to establish apoint, or if a
point has already been made. Thisisimportant as pass line and don't pass wagers are made
before a point has been established, and other wagers, such as come and don't come bets
are aways made after the point is established.

| have one more word of advice before moving into the intricacies of the game. Keep track
of your own bets. Dedlerstrack individual bets by positioning the chipsin each betting
areato correspond with the position of the player at thetable. By observing where the
dealer places your chips, you can tell exactly which bets are yours. When the table action
is heavy, it is not uncommon for adealer to miss paying off awinning bet, or to place your
winning chipsin front of another player. It isyour responsibility to watch your own bets
and know when they win or lose so that you won't reach for another player's winnings or let
another player pick up your winnings.

| was playing on one of the casinos in northern New Mexico shortly after Indian gaming
becamelegal. | was ready to finish the session and had only one bet remaining up, a $100
wager on adon't comesix. Naturaly since my bet would win only when the shooter rolled
aseven, hisroll continued onand on with every number hitting except my

no-6. | waited and waited, not wanting to make any additional bets since | had aready
had a good winand wasready to leave. Finaly, the shooter rolled a seven. Since he had
had a good roll, the table was covered with lots of come bets with odds and place bets and
my singular black chip on the no-6. When the 7 wasrolled, the dedler swept al of the
chipsin the point boxes over to the house side of the table, appropriating these bets for the
house. Thiswas correct except for one small detail. The shooter's seven was awinning
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roll for me and the dealer owed me $200. When | pointed out the error, the dealer just
stared at the mound of chips he had created when he swept al of the losing wagersinto a
pile. Fortunately the boxman remembered my wager and instructed the dealer to dide two
black chips my way.

Whenever you win a bet, remember to pick up the chips promptly. Chipsleft on thetable
will probably be considered awager, and if you forget to pick up your winnings, you will
probably be making another wager whether you intended to or not. Many players act like
the dealers are the enemy at the crapstable. They're not. Most are decent people working
at athankless job where obnoxious players are the rule rather than the exception.

There are afew deaerswith an "attitude." When | encounter one of these people, | just
changetables. Lifeistoo short to put up with aggravating people. But most dealers are
competent, efficient and friendly if you give them half achance. A good dealer will remind
you to take odds or to make some bet that you normally make. Most dedlers are rooting for
youtowin. A deadler'ssaary isvery low, and dealers depend on tips or tokes to make a
decent living. When you are at atable with friendly, helpful dealers, you should plan on
tipping or toking them.

Many playerstoke or tip dealers by tossing a couple of chipsfor the boys on the hardway
bets. These arelong shot bets which pay either 7 to 1 (Hard 4 and 10) or 9to 1 (Hard 6 and
8). Most dealers appreciate a bet made on their behalf on awager with a better chance of
winning. If you are wagering on the passline, you should make an occasiona

pass line wager "for the boys.” When you make awager for the dealers, tell your dealer
that the bet isfor the dedlers. He will tell the boxman, and if the wager wins, you will have
toked the deders. Y ou will notice that when you make a dealer bet which wins, adeder
will place the winningsin his breast pocket. The dealer'sword for atip "toke" comesfrom
the word "token.”

It is not necessary to tip the dealers asfrequently if you arelosing. They will understand.
If you are winning, they appreciate the occasional tip. It is better to tip the dealers while
you are playing rather than tipping as you prepare to leave. When the dealers know that
you are not a stiff, their normally good service becomes even better.
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If you are using Quick Strike Craps, you will be winning most of thetime. | liketotip
dealers early in the game so that they know that | am a"George" or tipping player. Believe
me, dedlersreceiving tips will go out of their way to watch out for your interests.

| have had many occas ons when deal ers whom | was regularly tipping have overpaid me.

| have aso had losing bets ignored and left up. If adeaer overpaysyou, you should never
cal attentiontoit. | have felt on many occasions that the dealers were repaying me for my
tipping with an unspoken agreement between us.

Onetime a deder was consistently overpaying me on come bets. My come bets were
going "off and on" which means that | would have anew come bet in the come box
replacing a come bet which had just hit. In this situation agood dealer will leave both of
the come bets up and just place the winnings in a separate stack in the come betting box.
This particular dealer overpaid me for a couple of bets. | made a come bet for the boys
which promptly won and | gave the chipsto the dealer. My next winning come bet was
overpaid by achip. | continued to make occasional wagers for the dealers, and the dealer
continued to overpay my come bets. | believe that we had formed a kind of partnership
that was benefiting both of us. Whenever the boxman was watching my end of the table
the dealer paid off the bets correctly. However, there were two large bettors at the other end
of the table, and the boxman's attention was focused there.

Evenif you are not rewarded by overpaid bets, the atmosphere at the craps table will
improve once you are perceived to be atipper. What's more, al of the casino personnel will
respect you as a class gambler who knows the rules and respects and appreciates the hard
work the dedlers perform.
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HOUSE ADVANTAGE IN CERTAIN CASINO GAMES

Keno

Horse Racing
Big Six

Slot Machines
Video Poker

Roulette

Baccar at

Blackjack

Craps

Average about 25.00%

15.00% and up

11.00% and up

1.50% to 25.00%, use 8.00% as an average

Double zero —

Single zero (Atlantic City) —

Single zero with
en prison rule (Europe) —

Player —
Banker —

No strategy —

Basic strategy

with multi decks —
Card counting
theoretical advantage

Pass, Come,

Don't Pass, Don't Come —
Odds Bets:

Single odds —

Double odds —

Hardway 6 or 8

Hardway 4 or 10

Any Craps

Place, field,

proposition bets —

0.00% to 15.00%

5.26%
2.63%

1.35%

1.36%
1.17%

5.00% to 20.00%

1.50%

-2.00%

1.40%

0.80%
0.60%
9.09%
11.11%
11.11%

1.51%t0 16.70%
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The Casino Craps Layout

The layout of the crapstableis printed on the felt surface of the crapstable. The layout
consists of boxes, spaces and other defined areas showing the various types of bets
accepted by the casino. Players, who typically stand around the craps table, may view their
bets at any time by observing the chips, representing their wagers, placed in the appropriate
betting box.

While most bets allowed by the casino are shown in the printed layout, one of the most
important wagers, the odds bet, is not shown on the layout. | will show you how to make
thiswager alittle later.

Most layouts are printed with white letters and lines against a green background. Some
casinos use yellow printing on green felt. The Las Vegas Hilton uses a blue felt cover for
its craps tables, and | have had the displeasure of playing on eye-jarring red colored layouts
in some casinos.

Green isthe best background color for craps layouts. It iseasy on the eyes and the lettering
iseasy toread. Playing with different color combinations, dreamed up by some marketing
department, can be extremely fatiguing, especialy the red background with white | ettering
combination.

The Las Vegas craps layout is shown below. Thisisthe most common craps layout in the
United States and is the one you are most likely to encounter. The layout isdivided into
three distinct parts. The two end sections are mirror images of each other, and between
them is a betting area known as the center. This section containsal of the hardway and
proposition bets.
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Las Vegas Craps Layout
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These wagers are managed by the stickman, who places the wagers and makes the payoffs.
This center section could just as easily be called the "lousy bet section” as none of the
wagers offered in this section have decent payoffs. If you customarily make many betsin
the center section of the craps table, you will be giving the house a huge advantage over
you. Unlessyou are using some of these wagers as an occasiona hedge type wager, my
adviceisto stay away from them.

The end sections of the table are controlled by a standing dedler at each end. These
sections contain the wagers we will be most concerned with.

Some of the end section wagers include the pass line wager, which the mgjority of craps
players make. Thisisthe bet which is perfect for those who want to wager that the shooter
will make his point.

Other important wagers located at the end sections are the come bets and the place bets.
While these types of wagers are made in different ways, they each accomplish the same
thing. These wagers are on the box or point numbers of 4, 5, 6, 8, 9 or 10, printed across
the row of boxes near the top of each end section. If aplayer wagers one or more of these
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numbers, either through come or place bets, he sets up a game within a game where he can
win on many different numbers and not just the shooter's point.

Photo with man pointing out proposition betsin center of table layout

Don't pass and don't come wagers are made in boxes much smaller than the pass line and
come boxes as these wagers are not nearly as popular.

Buy and lay bets are also made with the assistance of the standing dealer at an end section.
Field bets dominate a large area on the bottom half of the end section. Field bets are one-

roll wagersthat one of the wagers printed on the layout, that isa 2, 3,4, 6, 8,9, 10, 11 or 12
will show on the next roll.
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Thelarge irregularly shaped areas at the lower corners of the end sections are the Big 6 and
Big 8 wagers. These wagers offer decent payoffs under the rules played in Atlantic City,
but are terrible wagers on most craps tables. | will have alot more to say about thislater.

Some of the most important wagers in the craps game are odds bets which are also made at
the end sections of the table. These are the only wagers which pay off at correct odds and
offer no advantage or "vig" to the house. Naturaly, there are no boxes for these wagers on
the layout but they are easy to make. I'll show you exactly how to make these wagers.

In England, you will find win instead of pass line wagers and don't win replacing don't pass
wagers. Some foreign casinos do not allow come or don't come wagers, and if you wish to

bet on the numbers, you must do so with place bets.

Before we learn more about the specific wagers which can be made at craps, let's get some
background on the math behind this game.
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Dice Math

The combinations possible with two six-sided dice determine al of the possible payoffsin
craps.

Each dieisimprinted with from one to six dots so that the lowest number which can be
rolled with two diceisa2 (1-1) and the highest number, 12 (6-6). Together, atotal of
thirty-six combinations are possible ranging from 2 to 12.

Casino dice are different from the ordinary dice sold with most games. The casino dice
measure about 3/4 of aninch in diameter and are precisely made so that each sideisthe
same size as every other side. They are made of clear transparent plastic and are usually
colored red.

Each die has a code number imprinted on it corresponding to a numbering scheme
implemented by the casino where the dice are used. The code numbers of the five dice used
at acrapstable are noted by the boxman, so that no other dice resembling the officia dice
may be introduced into the game by dice cheats.

Dice Combinations

The combinations of numbers possible with a pair of six-sided diceare 2, 3, 4,5, 6,7, 8, 9,
10, 11 and 12 for eleven numbers. Not al of these combinations are equally likely to
appear. The differencesin the likelihood of different combinations appearing form the
basisfor al payoffs and probabilitiesin craps.

The most common number is 7. There are more waysthat a 7 can be rolled than any other
number. If you examine adie, you will notice that the totals of any two opposite sides

awaysequa 7.

A 7 can be made no matter what number ison one die, for a 7 can be made with either al
or a6 showing on one die, which no other number can do. For instance, a6 cannot be
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rolled if a6 isshowing on onedie, and an 8 is not possible with a1 showing. The key
number indiceis7. It determines most of the odds of the game because of its unique status
determining winners and losers on both come-out rolls and against established points.

The next most common numbers are 6 and 8. They can berolled five different ways. The
5 and 9 follow with four combinations possible and then the 4 and 10 with three
combinations possible. The 3 and 11 can be rolled two ways while the 2 or 12 can only be

rolled in one way.

The following table shows the various ways that dice can be rolled:
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COMBINATIONSOF DICE

Ways Number
Number  Combinations Can beMade
2 1-1 1
3 1-2,2-1 2
4 1-3,3-1, 2-2 3
5 1-4,4-1,2-3,3-2 4
6 1-5,5-1, 2-4,4-2, 3-3 5
7 1-6, 6-1, 2-5, 5-2, 3-4, 4-3 6
8 2-6, 6-2, 3-5,5-3,4-4 5
9 3-6,6-3,4-5,54 4
10 4-6, 6-4, 5-5 3
11 5-6, 6-5 2
12 6-6 1
Tota 36

7isKing

All point numbers are measured against the possibility of a7 being rolled in determining
the correct odds against rolling a point number beforea 7 isrolled.

The point numbersare 4, 5, 6, 8, 9 and 10. If any of these numbers are wagered on, either

through pass line wagers, come bets, buy bets or place bets, the odds are always against
that number being rolled beforea 7 isrolled.
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In addition to the point numbers, wagers can be made on the numbers 2, 3, 7, 11 and 12.
These numbers can only be wagered as one-roll bets. The numbers can be bet as
proposition bets, located in the center of the table, or by making field betsin the field
betting arealocated at each end of the table. With these bets, the player is wagering that
the number will appear on the next roll of the dice. The table below shows the correct odds
against any of these numbers being rolled on the very next roll.

PROBABILITIESOF 2,3,7,110OR 12
BEING MADE ON NEXT ROLL

Odds Against
Number Waysto Roll on Next Rall
2 1 35-1
3 2 17-1
7 6 6-1
11 2 17-1
12 1 35-1

Odds Against the Point Numbers

The advantage the 7 has over any point number is overwhelming. The following table
shows the odds against rolling any point or box number before 7 shows. These odds are
determined from the previous table, where the number of ways a number can be made are
compared for each number versus the six ways a7 can be made.
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ODDSOF ROLLING A 7VERSUSPOINT NUMBERS

WaystoRoll OddsAgainst

Point Point Point
Number Number Number

4 3 2-1

5 4 32

6 5 6-5

8 5 6-5

9 4 32

10 3 2-1

In craps, the number 7 cutstwo ways. On come out rolls, right bettors, wagering pass line
or come, will winif a7 isrolled, and wrong bettors, betting don't pass or don't come, will
loseif a7isrolled. That isthe bane of wrong betting. Once adon't bet isin place, it hasa
devastating advantage over the house, but it must run the gauntlet of the first roll.

Casino Payoffs

All of the casino payoffs are at |ess than correct odds except for odds wagers. However,
the catch to making odds wagersis that they can only be made in conjunction with a pass
line, come, don't pass or don't come wager, each of which offers an advantage to the house.

The casino gains its edge by paying off wagers at |ess than the correct odds. It isby
shortchanging winning wagers that the casino extractsitstoll in the craps game. If you
walked up to a craps table, lost five straight wagers and walked away cursing the casino,
you could not really claim that the house advantage got you. Since you only had losing
wagers, the house did not extract any mathematical advantage over you on these wagers.
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Let me show you how thisworks. Let's consider the any craps wager which is shown at
the bottom of the center section and which pays off a 8 for 1. Thiswager isaone-roll bet
that a craps number of 2, 3 or 12 will show on the next roll. Referring to the Combinations
of Dicetable, you will seethat there are four ways that any of these numbers can be rolled.
Since the total number of combinations of numbersis 36, the chance of rolling acraps
number is4/36 or 1/9, whichisthesameas8to 1. Ataglanceitlookslikethecasinois
offering true odds on this wager.

However, if you win this wager, the casino will give you seven chips back for each one you
wagered. If you bet $1 and win, the casino will give you $7 back and leave your $1 bet up.
If you take your bet down, you will have $8 in your hand in place of the $1 you wagered.
Notice, however, that you did not receive the payoff at true odds of 8 to 1, but rather, you
got 7 chips back for each 1 chip wagered whichisa7 to 1 payoff. The"8 for 1" payoff
shown on the craps layout isredlly the sameas "7 to 1." Thereisno atruism here; the
casino is not paying off the wager at true odds. In fact, the casinoisengagingin alittle
deceit in that many playerswill think that the "for one" designation is the same as "to one,"
which it isnot.

What does paying off the wager at 7 to 1 instead of 8 to 1 gain the casino? The casino
advantage over the player who makesthe any craps bet is 11.11%

The House Edge

All craps wagers, except for the odds wagers, have a built-in toll or vig favoring the casino.
Consider some of the other proposition bets offered in the center of the craps layout.

Y ou can wager that a 12 will be thrown on the next roll by tossing a chip toward the center
section and calling out to the stickman "Twelve please." Hewill move your chip to the 12
where it will stay until the next roll of thedice. If a12 shows, you will win. If it doesnt,
your chip will be pushed over to the boxman where it will rgjoin the chips on the house's
sde of thetable.
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Assume that you are lucky and a 12 shows. Most craps tables pay this wager off at 30 for 1
(29to 1). The correct payoff for thiswager is35to 1. By paying you at less than true
odds, the casino extractsitsvig of 16.67%. If you play in England you will be paid off at
30 to 1, reducing the house edge to 13.89%.

And so it continues. The house gainsits advantage in craps by shortchanging the winners.

Protecting the Dice

The casino bosses constantly check the dice during the course of agame. With regulation
dice in the game they are confident that they will maintain an edge over the players, but
with gaffed dice the odds could very well change to player advantage.

Dealers, aswell as the boxman and floor supervisors, all share the responsibility for
protecting the dice, however the stickman has the greatest responsibility to watch the dice.

If you watch the stickman, you will notice the he will keep hiseyeson the dice at al times
when the dice are not in the center of the table. When the dice are in the center of the table
between rolls, a stickman will constantly rotate and turn the dice with his stick to insure
that the spots on each side of each die add to seven. If they don't then someone has
introduced gaffed dice into the game. Y ou will notice that thereisamirror at table level
opposite the person on stick. Thismirror hel ps the stickman check the dice as any die will
show both the facing side and the opposite side as reflected in the mirror.

A pit supervisor or boxman observing the game may change the dice at any timeif he
suspects the dice have been tampered with or phony diceintroduced. | have never
observed a casino supervisor changing the dice on a shooter, but it is an option available to
the house.

A shooter may request to have different dice at any time, although thisisrare. Most
shooters want to continue to use the same dice and will request "Same dice” if one of the
dicerollsoff thetable. If thedieisfound, it will be returned to the stickman after the
boxman has examined it. It the die cannot be found or if requesting the same die would
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dow down the game, the dealer will explain the problem to the shooter and ask that he
select new dice.

Stickmen and supervisors are constantly on the lookout for miss-spots, loads and bad
edges, shaved corners, irregular shapes and the casino's log and identification number.

Loads are dice with weighsinside. One of the reasons casino dice are transparent is so that
a casino employee can look through them and see it they have any objectsinside or if any
of the spot inlays are thicker than they should be.

One way to check for loaded dice isto spin the dice between your forefinger and thumb. If
thedieisloaded iswill swing back and forth and always land in the same position. Y ou
will commonly see the boxman examine adie thrown off the table by gently rotating or
spinning it in this manner.

Casino employees also observe the shapes of dice. Edges that have been shaved or beveled
will influence thefall of the dice. Shapes are special rigged dice set to have certain
numbers roll more often than they normally would. With shapes, four of the sides of one
die are not the same size with one side larger than the others. The side with the largest
surface areawill have a better chance of landing face down, with the opposite side being
face up.

No Dice Rolls

Ideally, both dice will land flat after aroll and the stickman will call out the number.
However there are times when it is difficult to do so. The dice may by cocked, which
occurs when adie lands on an object, usually achip. A dieleaning against an object will

be called according to what would be its natural fall if the object was removed.

If the dice happen to land on the dedler's working chips or on the top of abet, it is"dice"
and therall isafair roll. If the dice happen to land with one die on top of the other, it is
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dice and anumber will be called. Theinside dealer will usually removethetop die, set it
on the table and call the number.

Dice that cannot be read are called out "no dice" by the nearest dealer. The stickman will
announce "Noroll." No dice rolls occur when the dice land in the house's stacks of gaming
chipsin front of the seated boxman; one or more of the dice goesinto the player'srail; adie
is suspended equally between two objects; one or more of the dice leave the table, or if one
or both of the dice land in the tray containing the extra dice called a boat.

A good stickman will quickly make the call to reduce the likelihood of player disputes.

How to Shoot the Dice

The correct way to throw or shoot the dice isto use one hand and lob them using an
underhanded throw so that they bounce on the table and then bounce off the back wall

Dice should not be thrown over handed, nor should they be lofted highinto the air. You
definitely should not aim for the stickman's nose when shooting the dice. My rule hereis
to never hit anyone with a stick in his hand.

It’ sthe stickman's job to make sure that both dice are rolled properly. The dice should roll
down the table. The shooter should not loft the dice or try to dide them down the table.
When aroll isconsidered fair is up to the stickman. If theroll isvery weak and does not
bounce off the back wall the stickman may call "No roll."

Wesak or erratic rolls are common from players new to the game and most casino personnel
will advise the shooter on how to improve hisrall, rather than embarrassing him by calling
no roll.

Some casinos permit setting the dice and others discourage it. Setting the dice consists of

arranging the dice so that certain spots face up before shooting them. Most casinos will not
object to you setting the dice so long as you do it quickly and do not delay the game.
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Next we will take alook at how the bets are made and paid off at craps.
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Crap Bets

PassLine Bets

Pass line bets are the most popular bets in the craps game for they involve the basic game
asit has been played for thousands of years. There are two types of line bets. passline and
don't pass.

Pass line bets, also called front line, or do bets are the basic bets made by right bettors,
those bettors who are betting that the shooter will make his point.

The bets are made by the player placing chipsin the long narrow space on the craps layout
marked pass line in this country, or Win Line in some games outside the United States. The
house pays the wager at even money (1 to 1) and enjoys a percentage advantage of 1.414%
over thewager. It isthe most common bet at craps.

A pass line bet is made before a come-out roll. Come-out rolls occur during three different
circumstances:

1. When anew shooter is starting.
2. Afteranatura (a7 or 11) or acraps (a2, 3 or 12) isrolled on a come-out.
3. After ashooter has made a point and isrolling the dice to establish another

point.

A pass line wager wins on acome-out if a7 or 11 isrolled, and losesif acraps number of
2, 3 or 12 appears. If any other number isrolled (a4, 5, 6, 8, 9 or 10), that number
becomes the shooter's point. If the shooter repeats the point number beforea 7 isrolled,
the pass line wager wins. If a7 shows before the shooter is able to repeat the point number,
the pass line wager |oses.
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When the dealer pushesthe dice to you to roll for thefirst time, thisis your come-out roll.
If youroll a7 or 11, you haverolled anatural and have an instant win. If you bet $5, you
will win even money and the dealer will place another $5 chip along side your wager. Be
sure to pick up your winning unless you want to press or double your bet.

When naturas are thrown on the come-out roll, the shooter will continue to roll the dice
and the next roll will also be acome-out roll. If ashooter rolls a craps number, the pass
line wager loses, but the same shooter will roll the dice. When a2, 3 or 12 craps number is
rolled causing aloss of the pass line bet, novice shooters sometimes think that they have
lost the dice and "crapped out.” However, thisis not true. Only rolling a7 after apoint is
established will cause the shooter to have to relinquish the dice.

Let'sassumeyouroll a7, 2 and then a5. Since5isa point number, it becomes your point.
Y ou will continue to roll the dice until you ether roll a5, giving you awin on the passline,
or roll a7, and seven out.

A pass line wager involves a sort of contract with the casino. Once the bet has been made
and a point has been established, you have contracted with the casino to leave that bet in
position until the bet either wins when the shooter repeats the point number or losesif the
shooter rolls a seven first and "sevens out.”

The passlineisfavored to win on acome-out roll as there are 8 combinations of dice
producing a7 or 11 which are instant winners for the bet versus only 4 combinations of
craps numbers of 2, 3 or 12, which are losing numbers for a pass line bet on acome-out
roll. With 8 ways of winning versus only 4 ways of losing on a come-out roll, the passline
wager isfavored to win 2 to 1 over losing.

However, once apoint has been established, the pass line wager suffers atremendous
disadvantage. If the pointisa6 or 8 the pass line wager is at a 16.67% disadvantage to the
house. With apoint of 5 or 9, the disadvantage increases to 33.33% and with a4 or 10; the
pass line bet gives up 50% to the house.
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Don't Pass Bets

Don't pass wagers, aso called back line or don't bets are the basic bets made by wrong
bettors, those bettors who are betting that a7 will be rolled before the shooter makes his
point number.

The bets are made by placing chipsin the areamarked Don't Pass or Don't Win in casinos
using the Las Vegas style layout. In Northern Nevada casinos in Lake Tahoe and Reno, the
don't pass and don't come line are combined and located just below the comeline. To
make adon’t pass bet here, just place your wager in the combined don't pass don't come
line.

In aprivate craps game, the wager gives the player afavorable percentage of 1.414%. In
bank craps, the casino bars either the two sixes or two aces on the come-out roll. When the
barred combination appears on that roll, it is a standoff; there is no action for the wrong
bettor. With either the 2 or 12 win barred, the don't pass wager gives the house an edge of
1.402%.

The wager pays even money, that is, 1 to 1 for awin. Don't pass wagers are much less
common that passline bets. At atypica crapstable, you will see one or two wrong bettors,
with the remaining players making pass line bets.

A don't pass wager wins on acome-out roll if a2 or 3isrolled if the 12 isbarred or ona 3
or 12 if the 2 isbarred. If the casino bars the 3, don't play there, they are taking advantage
of you. If a7 or 11 isrolled on acome-out, the bet loses. If any other number isrolled (4,
5, 6, 8, 9 or 10), that number becomes the shooter's point. |If the shooter rollsa 7 before
repeating the point number, the wager wins. If the shooter repeats the point number before
a7isrolled, the bet loses.

A don't pass wager is at its greatest disadvantage on the come-out roll. There are 8 waysin
which a7 or 11 can berolled for aloss, and only 3 waysa?2 or 3 can berolled for awin.
Thus, on acome-out roll, the don't bettor faces 8 chances of losing versus 3 opportunities of
winning.
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Like pass line bets, once a point is established, no numbers other than the point number or
7 can affect the wager. Unlike pass line wagers which are contract bets and must be left up
after apoint is established, don't pass bets are not contract bets. The player can cancel,
reduce or take down the bet anytime after apoint has been established. However, you
should never take down a don't pass wager onceit is established. When you make a don't
pass wager, you face horrific odds against you on the come-out roll. Once the point is
established, you have the casino in acorner as your bet is heavily favored to win.

Many bettorswill ask the dealers to take down their don't pass betsif the pointisa6 or 8 as
these numbers are the easiest numbersto roll nexttoa7. If you do, thisyou are making a
big mistake as your no-6 or no-8 has a 6 to 5 advantage over the house for a 16.67% edge.
A point of 5 or 9 gives you a 33.33% edge, while with apoint of 4 or 10, your don't pass
wager has a 50.00% edge over the house. The mora of this should be smple. Don't ever
take an established don't pass or don't come bet down.

Don't pass bets are not nearly as popular as pass line bets even though they have dightly
lower vig, short for vigorish, than the front line bets. Looking at the don't pass betting area
on the craps layout you will notice that the area marked "Don't Pass Bar 12" is much
smaller than the areafor pass line wagers.

Thereason for this difference in size is easy to fathom whenever you play craps. Thereare
hardly any players making don't pass wagers. Usually the most don't or wrong bettors you
will see at atablewill be one or two.

| can recall one craps session at the Las Vegas Hilton in 1984. The particular system | was
using called for betting only from the don't side, and | had been holding my own, neither
winning nor losing for about an hour. | was about ready to quit when several players
sevened out in quick succession. | started to accumulate some decent winnings so |
decided to play alittle longer. | watched, as shooter after shooter would establish a point,
roll one or two numbers and then seven out. | concentrated on strictly making don't pass
wager and laying odds and was winning almost every wager. The dice passed completely
around the table with no passes made. Normally atable this cold will drive all of the right
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betters — those making pass line and numbers bets — off. However, | noticed that the
players, instead of leaving were switching to making don't pass wagers. At this point,
about half the table had switched to the dark side.

The dice continued around the table. A few disgruntled right bettors |eft, but amazingly
most of the playersjust sort of shrugged their shoulders and switched to betting wrong.
Thiswas highly unusua behavior, as most playerswill pick one playing style or the other
and would rather fight than switch.

Finally, a one memorable point, every player at the table was betting wrong and actually
cheering for the seven to appear. We grew quite noisy, cheering for the sevens. Most
wrong bettors never cheer when they win, fearing the wrath of the 90% of the players who
bet right.

Our cheering started to attract attention as a noisy craps table is usually the sign of a hot
table where athe shooter is having agood roll. Here we were acting in a manner hardly
any craps player had ever seen. Every player at the table would take his turn shooting with
his inevitable seven out followed by hollering and high fives all around.

A new player arrived, undoubtedly attracted by our noise. He bought in for five hundred
bucks not even glancing at the bets on the table. The shooter sevened out accompanied by
the usua yelping. He made a $25 pass line and then surveyed the table. Every other wager
at the table was on the don't pass, and several of the other players were grinning at him. He
cursed us al, picked up hiswager and left, shaking his head and muttering.

Finally one shooter made a pass, followed by groans all around. A couple of our wrong
betting group moved their wagers over to the passline. | counted up my chips. | have
never made as much betting wrong in aslong atime period as | did on that onetable. |
knew that this once in alifetime period of almost an hour of nothing but seven outs was
over, and | colored up my chips (had the dealer exchange my smaller denomination chips
for larger ones prior to leaving the table) and cashed in.
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Come Bets

Many players are confused about come bets, as the name of the wager doesn't really tell
them anything about the wager.

The difference between a come bet and a pass line wager is only in the timing of the bets.
Pass line wagers are made on a come-out roll before a shooter has established a point.
Come bets are made after a point has been established.

Come betswin or lose exactly like pass line wagers. If anatural of 7 or 11 shows on the
first roll of acome bet, the bet wins. If acraps number of 2, 3 or 12 isrolled on thefirst
roll, the bet loses. If any other number appears, that becomes the point number for that
come bet.

To make acome bet, just place the chipsfor that wager in the large comeline area. Place
the chipsin the portion of the box nearest to you. That way the dealer will know that it is
your bet.

If anumber affecting the come bet on its come-out roll shows, the dealer will either pay the
bet off immediately, if it isawinning bet, or remove the chipsfor alosing wager.

Let'ssaya7or 1lisrolled. Thedealer will pay off the winning come wager by placing
chips equal to your original wager adjacent toit. It isup to you to pick up your winnings.
Most come bettors treat a winning come bet as abonus win and immediately pick up their
winnings, leaving just the chips representing the amount of the original come bet in the
comeline area.

If acraps number of 2, 3 or 12 isrolled when the come bet is on its come-out roll, the
dealer will remove the losing wager, and you must replaceit if you want to have a come bet

up.
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Whenever a point number isrolled when the come bet isin the come line, the dealer will
move the come bet to the come point-box representing the number rolled. That number
becomes the come-point number for that particular come bet.

Assume that the shooter's pass line number isa4. If you choose to have another number
working besides the pass line wager, you could make acome bet. If the next roll isa6,
you'll be rooting for two numbers to show beforethe 7. Either the 4 or the 6 will make you
money. Of courseif a7 shows before either number, you will lose both bets. Y et another
possibility is that one number might hit and the other lose. With crapsthere are dways
many combinations possible when playing individual numberswhich is one of the reasons
the gameis so intriguing.

While you can only have one pass line wager working at atime, you can, if you chose,
have all six of the point numbers covered by come bets with an additional come wager
waiting in the come box, for atotal of seven come bets wagered at onetime.

Whenever a come bet wins, the dealer will move the original come wager, plus any odds
bet made with the come bet, along with the winnings, back to the come box directly in front
of the player.

It isyour job to watch your own come bets. Come bets are placed inside the front part of
the point number box for its come point, at a spot roughly corresponding to your position at
thetable. When you make a come bet and the dealer movesit to a come point-box, watch
where he places it and remember this position. The come bet is positioned according your
position at the table.

Each additional come bet you make will be placed in the same relative position in
additional boxes covered by come bets. Once you know where the dealer is placing your
wagers, you can look at the table at any time and tell exactly where your wagers are.

| have seen many craps players who lose track of their own wagers and don't even redlize

when they have awinning wager. Dealers will do everything they can to pay off your
wagers correctly; however, many dealers make mistakes, and | have had my winnings
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grabbed more than once by another player which | instantly brought to the player's
attention. However, if | had not been attentive, | might have lost the chips.

Y ou simply must stay on top of your own wagers. After you have played for awhile,
keeping track of your bets will become second nature to you. Sometimesin the heat of a
frenzied game your dealer may lose track of who a come bet belongsto. If the dealer
points to your come bet and asks "Whose bet is this?" by all means speak up.

If you have anew come bet waiting in the come box for a number to be established, and in
addition you have come bets already up on the box numbers, you may have one of your
established wagers win while your new wager iswaiting in the come box. Inthiscase, the
dealer will smply place your winnings from the first come bet next to your new come bet
and announce that your bet is off and on. Normally a dealer would remove awinning come
bet and any odds from the number box and place the wagers, plus any winningsin the
come box. Any new come bets would be moved to the appropriate box number. In this
case, since you had awinning come wager coming back to you and a new one moving to
the same box, he used a shortcut and smply placed your winnings next to your new come
bet as the bet went off and on.

If this happens while you are playing, and you don't want to make another come bet, just
pick up the chipsleft in the come box after the bet goes off and on.

Like apass line wager, once a come bet has survived its come-out roll and has been moved
to abox number, you cannot take it back or take it down. Thisbet isacontract bet. It must
remain in place until either the box number isrolled, for awin, or a seven shows and the
bet loses.

Odds can be taken with come bets just like pass line wagers. The odds payoffs are exactly
the same for both pass line and come bets.

Because many players believe that sevens are more likely to show on come-out rolls, the

house bows to this supertition and the odds taken with come bets are automatically off on
come-out rolls unlessthat player tells the dealer that he wants his odds working on the
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come-out. Thisaccommodation is provided by the house so that when a shooter rolls
come-out sevens, only the come bets lose.

Don't Come Bets

Don't come bets win or lose exactly like don't pass wagers. They are to come bets as don't
pass bets are to pass line wagers. A don't come bet differsfrom adon't pass bet only inits
timing. Don't pass wagers are made before a shooter's come-out roll, while don't come bets
are made after apoint is established.

In casinos using the Las VVegas Layout, don't come bets are made by placing chipsin the
area of the crapslayout labeled Don't Come. For casinos using the Northern Nevada
Layout, don't come bets are placed in the combined Don't Pass Don't Come Line.

A don't come wager will winonif a2 or 3isrolled on its come-out roll with apush on
either al12if the 12 isbarred, or a2 if the 2 isbarred. The bet will loseif a7 or 11 isrolled
on the come-out. Using either the Las Vegas or Northern Nevada layout, after apoint has
been established for that wager, the dealer will move adon't come bet inside the back part
of the box for the point number.

Let's say you have a pass line bet on the 8 and make adon't come wager which is moved to
the back line point-box for the number 4. If a7 isrolled, you will win the don't come bet
on the number 4, since thisbet winsif a7 isrolled beforea4. However, you will lose the
passline. If the shooter makes his point of 8, your don't come bet will not be affected.
Only its point number of 4 or the appearance of a7 will affect thisbet. The shooter could
very well make his point of 8, giving you a pass line win and then promptly roll a7, giving
you awin on the don't come bet.

The bets pay even money for wins. Pass line and come bets are contract bets and must be
left up once made, as these wagers enjoy atemporary advantage on come-out rolls, and the
house will not allow you to make these wagers only on come-outs. Once you make the bet,
you are stuck with waiting to see if the shooter can repeat the number.
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Don't pass and don't come wagers are not contract bets and may be pulled or reduced after
come-out rolls, asthe player has the house at an overwhelming disadvantage once the bets
are up. However, anyone who pulls an established don't pass or don't come wager, is
making the single most foolish move in craps.

OddsBets

Odds bets are the only wagers in craps where the house has no advantage over the player.
But there€'s a catch. The odds wagers can only be made in conjunction with pass line and
come bets for right bettors or with don't pass or don't come bets for wrong bettors.

Because the odds bet must be coupled with another wager, the odds bet only reduces the
house advantage over a particular wager. Remember that thereisno free lunchin craps.

With pass line and come bets, aswell as don't pass and don't come bets, the odds betsare
made only after a point is established. The house will define the size of the odds bets
which may be made by allowing single odds, double odds, five times odds or some such
multiple. These multiples define how large the odds bets may be in relation to the origina
wagers.

For pass line wagers, odds bets are made by placing the chips representing the wager
directly behind the pass line wager. For don't pass wagers made using the Las Vegas
Layout, the chips are placed next to the don't pass bet in the don't pass betting area. With
come and don't come bets, aswell as don't pass wagers made where the Northern Nevada
Layout is used, the dealer must place the odds bet. To make an odds bet, lay your wager on
the table and tell the dealer what you want, asin "Odds on my come bet on the 6, please.”
After you have taken or laid odds a couple of times, most dealers will know what you want
when you place the chips on the table.

Odds bets may be pulled down or called "off" at any time, at the player's discretion. If the
odds are taken or laid in conjunction with a come or don't come wager, you will have to
have the dedler's assistance. Odds bets taken with pass line or come bets are automatically
off on come-out rollsfor pass line and come bets unless you instruct the dealer otherwise.
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Odds bets made in conjunction with don't pass or don't come wagers are laid rather than
taken and are always working unless you take them down or tell the dealers that your odds
bets are off.

Odds bets pay in exactly the same proportion to the point number as the number's chance of
being made as compared to a 7 being rolled first.

The following are the odds payoffs for odds taken on pass line or come bets:

Number Odds Payoff
40r 10 2101
S5o0r9 3to2
6or8 6to5

These payoffs are determined mathematically by comparing the number of ways a number
can be made as compared to the number of ways a7 can berolled. Sincethere are only
threeways a4 or 10 can be made, compared to six ways a 7 can be rolled, the odds of
rollinga4 or 10 beforea 7 are 6 to 3, which reducesto 2 to 1. With four ways of rolling a
5o0r 9, compared to six ways of rolling a7, theodds are 6 to 4 or 3to 2. With five ways of
making a6 or 8, the odds of rolling either of these numbers beforea 7 are 6 to 5.

When single odds are taken, the wagers should conform to the following rules:

1. Oddstaken on 4 or 10 are always the same or less than the pass line wager. If $5is
wagered on the pass line, with 10 as the point, the odds wager will be $5 or less.

2. Oddstakenon5 or 9 are dways for an even amount. If $5 iswagered on the passline,

with 5 as the point, the odds wager should be for $4 or $6, so that the wager, which
pays off at 3 to 2, may be paid off correctly.
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3. Oddstaken on 6 or 8 are dways in increments of five units, dependent on the betting
unit the player isusing. In most casinos offering single odds, a $3 pass line wager with
6 or 8 asthe point may take $5 odds. Using the same reasoning, when acasino alows
five unit odds bets to be taken with athree unit wager, a $15 pass line wager may take
$25 for odds ($5 is the basic betting here) when 6 or 8 isthe point. A $75 passline
wager may have $125 taken as odds with a point of 6 or 8. In genera, casinos offering
single odds alow players with three unit wagers to round the odds portion of the bet up
to the nearest five units, when the point is 6 or 8.

For example, assume you make a $5 pass line wager and the shooter's point is 5. If you
take $6 for odds, your total wager will be for $11, consisting of a $5 pass line wager, and
$6in odds. If the shooter repeats the point number beforea 7 isrolled, you will be paid
$14 in winnings, consisting of $5 for the even money pass line bet, and $9 on the $6 odds
wager. Of course, your original wager of $11 will be returned, so you will receive atotal
of $25 for the $11 wager.

When double odds are alowed, aplayer with apass line or come bet can make an odds bet
up to double the amount of the flat-bet. The points of 6 and 8 can usually take two and a
half times the flat-bet. For example, a $10 bet on the 6 can take $25 as odds. If you are not
sure how much odds you can take, you can aways ask the dealer.

Odds can be working, off and down. Working odds mean the bet isabet in progress and
canwin or lose on the next roll. An"off" bet meansthe bet is not active. If you want your
odds bet to be off for the next roll or two, just tell the dealer, "My odds on the come bets
are off.” Many playerswill call their come odds off and remove their pass line odds after
certain craps events occur such as one of the die flying off the table.

If you want your odds bets returned, just ask the dealer "Can | have my odds down?' The
term "down" tells the dedler that the player wants the bet returned to him. The dealer will
physicaly take the bet(s) down and set the chipson the layoutin front of the player.
Please remember that even though odds bets are not contract bets and can be take down at
any time, pass line and come bets will always work and can never be take down. The
player cannot pick up these bets until they win. If they lose, the dealer will pick them up.
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With wrong bets, odds must be laid rather than taken. Sincethe 7 ismorelikely to be
rolled than any point number, the player must lay more odds than the payoff for awinning
wager.

Odds arelaid asfollows;

Number Odds Payoff
40r 10 1to2
5o0r9 2t03
6or8 5to6

Odds should be laid so that the correct payoffs can be made. When single odds are laid, the
wagers comply with the following rules:

1. Oddslaid against a4 or 10 can be as much as double the size of the original wager. If
$5 iswagered on don't pass, odds of $10 or some lesser even amount may be laid.

2. Oddslaid against a5 or 9 should be divisible by three. Here you will lay three unitsto
win two. With a$5 don't pass wager, odds of $9, $6 or $3 can belaid.

3. Oddslaid against a6 or 8 should be divisible by six. Here you will lay six unitsto win
five. With a$5 don't pass wager, odds of $6 can be laid to win $5. With a$3 don't pass
wager, the house will till alow you to lay $6 odds. With a$15 don't wager, you may lay
$30 to win $25.

If you take odds in an amount less than the casino minimum, to pay off the bet correctly,
you will not be paid the correct amount for the odds wager. A common error isfor a player
with a $5 pass line bet to take odds of $5 when the point isfive or nine. Where single odds
are allowed, the correct odds bet would be for $6. Y ou could even take odds of $4 or even
$2 for your wager and be paid off correctly. Just remember that when the point is5 or 9
the odds bet must be for an even dollar amount.
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While the right bettor has the option of taking odds and being paid more than even money
on the odds bet if he wins, the wrong bettor must lay odds, putting up more money for the
odds wager than he can win.

Thisisamajor reason that many craps players do not like betting on the wrong side. The
idea of betting more money than they can win is not nearly as attractive as winning more
than they wager.

When you lay odds, you are betting that a 7 will show before the point number. The point
number can either be the shooter's point, if you have adon't pass wager, or adon't come
point if you made that wager. Sincethe 7 isthe easiest number to roll, the person laying
odds will always have the better of thiswager. Therefore, when you want to make an odds
bet in conjunction with either adon't pass or don't come bet, you must put up more money
than you win. The proportions are shown in the previous table.

Lay odds are not contract bets, and they may be taken down or called off at any time.

Let's assume that you have a $5 don't pass wager and you want to lay odds. If the shooter's
pointisa6 or 8, you will lay $6 to win $5. With apoint of 5 or 9, thelay is $9 to win $6.
Against a point number of 4 or 10, you must lay $10 in an attempt to win $5.

Let'stry another example. Assume you are playing at adouble odds table. Y ou bet don't
pass and your point becomes a 10. Y our money would be brought up behind the 10 on the
Northern Nevada Layout. On alLasVegas Layout, your bet would remain in the Don't
Passline. If you have a $10.00 bet, you could lay as much as $40.00. Her€e's how you
figurethisout. Since a passline bettor can take $20.00 odds with a $10.00 pass line bet,
which if won would pay 2 to 1 for a $40.00 win on the odds bet, then a don't pass bettor can
lay $40.00 to win $20.00 on the odds portion of the bet.

If the point is5 or 9 with a$10.00 don't pass bet, you can lay $30.00 to win $20.00. With a
point of 6 or 8 you can lay $24.00 to win $20.00. However, these are only the maximum
amounts you can lay in adouble odds game. Y ou can aways chooseto lay alesser amount
or forego laying odds at al.
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Many smart wrong bettors never lay odds. They reason that once awrong bet has survived
the come-out roll when it is at aterrific disadvantage, the odds swing overwhelmingly in
favor of the wrong bet winning. Why dilute a strong wager by laying odds that pay less
than 1to 1?

Assume awrong bettor bets $10 on don't pass and the shooter's point is9. His don't pass
wager isnow favored to win by 3to 2. If helays against the point taking an odds wager of
$15 to win $10, he will have wagered $25 to win $20, diluting his advantage from 3to 2 to
5to 4. Onadecima bass, he would have reduced his edge over the house from 33% to
20%.

Place Bets

Place bets are some of the most popular bets in bank craps. The point numbers can be
played by making pass line wagers, which give the player the opportunity to bet on one
number. Come bets allow the player to wager on multiple numbers. Place betsaso allow
the player to bet on multiple box or point numbers.

A place bet isawager on any of the point or box numbersof 4, 5, 6, 8, 9 or 10. It can be
made at any time between any rolls. A place bet can be called off (not working) or on
(working) at any time. These bets are not contract bets. Unlike a come bet, a place bet can
go directly to a specific number. Place betswin if the place bet number shows beforea 7
and losewhena7isrolled.

Place bets are made by setting chips on the table for the wager, usually outside of the
layout, or in some casinos in the come line betting area, and telling the dealer the numbers
you want to "Place.”" Place numbers are located on the front and rear portions of the come
point-boxes. Y ou can tell which bets are place bets and which are come bets by observing
their positionsin the point boxes. Come bets are placed inside the box while place bets are
grouped on the front and rear outside lines of the box. Some casinos have a separate place
bet area between the front and rear portions of the point box.
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Players may increase, decrease or take down their place bets at any time. Place betsare
automatically off on come-out rolls, unless you tell the dealer that you want the wagers
working on come-outs. Once a point is established and you call a place bet "off,” many
casinos allow the bet to be off a maximum of three rolls before the bet must be taken down.

If you have severa place bets, you cannot call just one or two of them off. They are either
al onor al off. If youwant certain bets off, with others left working, you can ask the
dealer to take down the bets you want off.

Place bets are often pressed after awin. A pressed bet isusually doubled. For instance, if
you win a$12 place 6 bet and you pressit, the dealer will return $2 of the winningsto you
and add $12 of the winningsto the bet. If you want to pressit by only $6.00, tell the dealer
"Press my 6 by $6."

Place bets differ from come betsin a number of ways. They win or losein basicaly the
same way: the number on which you have wagered must show beforea 7 ismade. The
differences between come and place bets are:

1. For acome bet to win, the number must be repeated. A come bet which has 6 as a point
can only win if the 6 isrepeated before a 7. With place bets, a 6 needs to be made only one
time for the bet to win.

2. Come bets are aways working, even on come-out rolls. Place bets are automatically off
on come-outs unless the player stipulates otherwise.

3. The player may pull place bets a any time. Come bets, as contract bets, must stay in
place until they are either won or lost.

The flexibility of place bets attracts many players. Place bets may be made and pulled after
acouple of wins. With come bets, once the bet is established, the player must wait for a
decison. Many times a hot shooter will make his point and then roll a7 on a come-out
roll. The place bets are safe as they are automatically off on theroll, but the come bets will
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all go down with the appearance of a7. The come bettor must start all over in establishing
his bets, while the place bettor will have his betsin place with the first roll after the come-
out.

Place bets pay off at lessthan true odds. The next table shows the correct odds for payoffs
on the point numbers, the place bet payoffs, and the house edge on each wager.

Place bets should always be made in multiples of five unitsfor betson 4, 5, 9 or 10, and six
units on wagers made on 6 or 8. In quarter craps, where atwenty five-cent chip isthe basic
chip, the minimum place bets are $1.25 (five chips) on 4, 5, 9 or 10, and $1.50 (six chips)
on6or 8. If youareafivedollar bettor, you will make place betsin multiples of $5 chips,
asin $5, $10, $15, $25 and so on.

PLACE BET ODDSAND PAYOFFS

Correct Oddsversusa7 ~ Casino Payoff Casino
on Place Bet Advantage
40r 10 2t01 9to5 6.67%
S5or9 3to2 7105 4.00%
6or8 6105 7106 1.51%

To make a place bet, you must tell the dealer what you want to do as the dealer handles the
chips used for place bets. After you set your chips for the wager on the table, the dealer
will place your wagers on the front outside border of a number's box or the back border of
the box, depending on your location at the table. If you are making a place bet on the six,
your bet will be placed on the outer or inner edge of the box for the number six ina
position roughly equivalent to your position at the craps table. When the dealer places your
wager, you should note the position of your wager so that you can keep track of all of your
place bets.
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Many place bettors like to cover al of the numbers as soon asapoint is established. A $5
pass line bettor might decide to place all of the numbers except for the shooter's point.
When the point is 6 or 8, the player might say to the dealer "26 across’ which in craps
parlance tells the dealer to place every number except the shooter's point as follows:

$5 on the 10
$50onthe9

$6 onthe 8
$50onthe5
$50onthe4

for atotal of $26.

Because of the high vig or house edge on the numbers 4 and 10 (the house edgeis 6.67%),
some players like to bet only on the inside numbers. For example, with a point of 4, the
player might tell the dealer, "22 inside" and lay down $22 in chips. The dealer would know
that the player wantsto play the inside box numbers as follows:

$5onthe5
$6 onthe 6
$6 on the 8
$50nthe9
for atotal of $22.

Because al of the place betsloseif a7 isrolled, the house ruleisthat place bets are off on
come-out rolls. This rule enablesthe right bettor to win pass line wagers on come-outs
without losing his place bets. Also, place bets may be taken down or called off at any time,
while come bets, once made, cannot be taken down and are always working, even on come-
out rolls.

The house advantage over place betsis larger than on come bets. The odds against a4 or

10 can be reduced somewhat by buying these wagers instead of placing them (more on this
later). However, place bets are much more flexible than come bets.
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Let's summarize the main differences between place bets and come bets:

1. Place bets are automatically off on come-out rolls; whereas, come bets are dways
working.

2. Place betsare"complete” betsin and of themselves and no odds may be taken.

3. For acome bet to win, the number must be repeated before the shooter rollsaseven. A
Place bet on the same number will be paid the first time the number isrolled.

4. The player can increase the size of his place bets, reduce their size, or cal the bets off
anytime he wants. Come bets are contract bets with the casino, and once made, they must
stay in place until they win or lose. The only option the player has with a come bet iswith
odds taken with acome bet. The player can take down odds at any time, or call them off
for even asingleroll. In addition, odds bets are automatically off on come-out rolls unless
the dealer isingtructed that "my odds bets work on come-outs.”

5. The house advantage over place betsis greater than for come bets, especially if odds are
taken with the come bets.

6. Place bets should be made in multiples of five chipson the 4, 5, 9 and 10 and multiples
of 6 onthe 6 and 8 in order for the payoffs to be made correctly.

At nearly any craps table you will usually see several right bettors making place bets. After
apoint is established, many place bettors like to cover al of the box numbers or at |east the
inside numbers, excluding the shooter's point, which they have covered with their pass, line
wagers.

Many place bettors will only place the six and eight as the vig on these numbersis only
1.51%, about the same as apass line or don't pass wager.

The greatest problem with place betting is that for a player covering al of the numbers,
usualy with a pass line wager with single or double odds and place bets covering the five
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remaining numbers, the shooter must win on four of his place bets before a seven shows to
have a profit from the place bets. Too many times the shooter will only roll one or two
numbers before sevening out, and the place bettor will lose most of the money bet.

Of all the right bettors at the craps table, the place bettor who covers all or most of the
numbers with place betsis most vulnerable to a seven being rolled. If the sevenisrolled on
the next roll after the point is established, the place bettor will lose his pass line wager, the
odds bets taken with the pass line bet and every place bet. For a $5 bettor taking single
odds, thisloss would be $36 in oneroll of the dice!

| have played many times with high rollers who signed $10,000 markers. Typically they
will start betting with $100 or even $500 chips covering al of the numbers. On many
occasions | have watched them lose all of the buy-in in less than fifteen minutes.

The key to successful place betting is to limit the number of numbers placed and to be
careful about when to make the place bets. However, most place bettors do not limit their
betting. After covering the numbers, they will press or double their wagers for any
winning place bets. They must believe that a seven will never show, for when it does, it
will wipe out most, if not al, of their winnings.

| will show you how to play ahot roll when we discuss betting strategies. But you can be
sure that covering al of the box numbers with place bets and pressing each winning bet is
not the way to beat the craps game.

Incidentally, call bets are not accepted by dealers on place bets or any other bets unless
your cashin on the table. Old time dealers remember a scam which was used at 25¢ craps
tables. A player would call out "six fifty across" just before the dice left the shooter's hand.
If the dealer accepted the wager, the player calling the bet would wait for the outcome. If a
place number hit, he would hand the dealer $650 and collect hiswinning wager. If the toss
was aloser, he would hand $6.50 to the dealer to cover the losing bet.

Thistype of scam is possible at the 25¢ tables, as the minimum place bets are $1.25 on the
4,5,9and 10 and $1.50 on the six and eight. If the bet logt, the player would simply bet
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the minimum amounts. Most dealers are wise to this trick and will not accept call bets
unless your money ison the table.

Put Bets

Put bets can be made on any box number of 4, 5, 6, 8, 9 or 10 at any time. These bets are
considered aflat-bet on the particular number. They are put in the come point-box of
numbers after they are bet or on the passline if the number isthe passline point. Put bets
can take odds up to the amounts allowed for the flat-bet.

Often put bets are unknowingly made by inexperienced players. If aplayer throws afive-
dollar chip down and says "Gimme afive," the deader very well may "put” the bet. Thisis
especialy true for off beat amounts, like $5 betson a5 or 9 (a proper place bet would be
for an even amount) or a $5 bet on a6 or 8 (place bets on the 6 or 8 should be in multiples
of $6).

Odds can be added to a put bet, but often the same money placed will pay better. Assume
that a player puts abet on a5 and decides to take $6 odds. If he winsthe bet, he will win
$5 on the flat-bet and $9 on the odds for atotal of $14. However, if he had placed the bet
for $10, adallar less than the put bet with odds, he would till have won $14. Would you
rather risk $11 to win $14 or $10 to win $14? Place bets will almost always pay better than
put bets with odds.

Thereisaplacefor put bets. Assume that you are playing in a house that offers double
odds. Y ou made a $5 pass line bet and the point is 6. Y ou would like to take maximum
odds on the wager which would be $10. However, most casinos would let you "put"
another $1 on the pass line wager for atotal bet of $6. Now, you could wager $20.00 on
the odds portion of the bet.

Most put bets are made by persons who don't understand how to make place bets.
However, judicious use of put bets in connection with taking odds can sometimes improve
your position asin the case on increasing a pass line or come wager enough to take better
odds.
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Buy Bets

Point numbers may also be bought. Like place bets, abuy bet isawager on a specific
number. These bets are not contract bets and may be called off or taken down at any time.
The minimum buy bet is for $20.00 plus $1 commission. Buy bets pay off at correct odds,
but you must pay the casino an amount equal to five percent of the wager in order to
receive true odds. The effect of this commission paid to the casino isto give the house an
edge of 4.76% over abuy bet. The normal house edge on a4 or 10 placed is 6.67% so the
buy bet isardative bargain. Because the house vig islarger than any of the other place
bets, only the 4 and 10 should ever be bought.

The commission is called vigorish or "vig" for short and is the charge the house collects for
offering true odds. The vig will be returned to you if you decide to take the bet down.
However, if the bet wins or |oses the house will keep the vig asits fee for offering you the
chance to play at true odds.

The vig will be collected each time you make a buy bet. Let's say you decide to buy the 10
for $40, giving the dealer $42 in chipsto cover the $2 vig. Two rollslater the 10 isrolled.
The dedler will place your $80.00 winningsin front of you and ask "Do you want to keep
the bet up?' If you do, just place an additional two one-dollar chips on the layout and the
dealer will leave your $40 buy-10 up, having collected an additional two bucks vig for
the second wager. Isn't thisthe easiest $78.00 ($80.00 for the wager less $2 commission)
you ever made?

If your place bet on 4 or 10 islarger than twenty units on one number, or ten units each if
both the 4 and 10 are placed, you should buy the numbers rather than placing them. With a
$20 wager on one or both numbers, the casino will charge you a$1 vig for the privilege of
buying the numbers. A $20 place bet on the 10 will pay off $36, while abuy bet on the
same number will pay off $40, less the $1 commission, for anet $39. So long as your
combined wager onthe 4 or 10 is at least twenty units (which is five bucks at twenty five-
cent craps), the buy bet isabetter deal than the place bet.
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Most casinos will let you buy a4 or 10 for $25 and only charge you a$1 vig. If you must
play these numbers, try to buy them for at least $25 and take advantage of the lower house
edge.

Lay Bets

The lay bet is the opposite of abuy bet, and is used by wrong bettors who are wagering that
a7 will show before the number laid against. Lay bets are paid off at correct odds, but the
bettor must pay the house a commission of 5% of the projected win to get this payoff.

Because odds are laid instead of taken, lay bets always pay off |ess then even money.
These wagers are not contract bets and may be increased, decreased or taken down at any
time.

The bets are based on the size of the minimum payoff. The minimum payoff for alay bet
i$$20.00. To lay behind the 4 or 10, the minimum lay bet is $40.00 plus $1.00 vig for a
total of $41.00. The $1 vigis computed on the possible winning of the bet. A $40 lay
against a4 or 10 would pay a player $20.00 winnings plus return of the bet of $40.00 for a
total of $60.00 less the $1 vig.

Laying no-4s or no-10s can be quite profitable at times. If you find avery cold craps table
where the shooters seven out after a couple of rolls, then laying odds against either the 4 or
10 can be very profitable.

To lay against the 5 or 9 you would invest $31.00, consisting of a$30.00 wager plusthe
$1.00vig. If a7 shows before your number, you will win $20.00 less the $1 vig.

Tolay against a6 or 8, give the dealer a minimum of $25.00, comprised of a $24.00 bet
and $1.00 vig. A win here will pay you $20.00 less the $1.00 vig.

Lay bets are placed in the rear of the point-boxes with buy buttons on top. A winning lay

bet will be paid on the don't pass line on the Las Vegas Layout and on the don't pass/don't
come line with the Northern Nevada Layout. Payoffs will then be moved in front of the
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player to pick up. If you want to keep awinning lay bet up, tell the dealer, "Keep me up on
my no-4," and place the amount of vig on the table.

Lay bets may be made at any time and normally work on come-out rolls unless called off.
They are made by placing your chips on the table, along with the required commission and
telling the dealer what you want to do asin "$40 no-4," while placing $41.00 on the table."

Big 6 and 8 Bets

Big 6 and Big 8 bets are prominently marked on the craps layout. These bets can be made
a any time. Like the place bets, with these wagers you are betting that the number you bet
on, either 6 or 8 or both, will repeat before a7 shows on thedice. If it doesn't show before
a7, you loseyour bet. If a6 or 8 (whatever you bet on) isrolled before a7, you win your
bet.

Players make these bets and it is not necessary for the dealer to book them. For this reason,
many novices like the bets because they don't know how to place the same numbers, which
entails having the dealer handle the bets.

These wagers usually pay off at even money. With an even money payoff, instead of the
correct odds of 6 to 5, the wager gives the house a 9.09% advantage. In Atlantic City
casinos, the bet pays off at 7 to 6, the same as placing the 6 or 8.

Some players play the Big 6 and Big 8 at $1 or $2 minimum tables and wager less than the
$6 required to make a place bet on 6 or 8.

Wagers on the Big 6 and Big 8 cannot be split between the two numbers like a split wager
made at roulette. In other words, if a player wants a bet on each number he must place a
wager in each betting box. Players should track their own Big 6 and 8 wagers which
should be easy as the bets are seldom made by most craps players.
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My advice isto never make these bets, except where the wagers are paid off the same as
place bets. If you are short of bankroll and want to bet on the 6 and 8, you should find a
twenty five-cent craps table, where the 6 and 8 can be placed for $1.50 each.

Field Bets

Players make their own betsin the field by placing their wagersin the large rectangular
shaped box at each end of the crapstable.

Field bets are one roll bets that one of the numbers showninthefield, 2, 3, 4, 9, 10, 11 or
12 will show on the next roll. Seven out of the possible eleven dice numbers arein the
field, which makes the wager look like agood one to many players. Field betsloseif a5,
6, 7 or 8 shows on the next roll. Whileit looks like there are many more numbers paying
off than losing on afield bet, there are only 16 ways for the dice to show for awinning
field number compared to 20 ways which will cause the wager to lose.

Thefield bet ispaid off dightly differently in downtown Las Vegas and in Northern
Nevada. In downtown Las Vegas, the casinosusually pay off a2at2tolandal2at 3to
1. In Northern Nevada, most casinos pay triple on a 12 and doubleon a2. In either case,
field numbers other than 2 or 12 are paid at even money. When either the 2 or 12 ispaid at
3to 1, the house edge is 2.77%.

Players are responsible for making and keeping track of their own bets. Many players new
to the craps game like to play the field bets since they can make their own wagers without
involvement of adealer. However, it isnot unusual for playersto sometimes forget that
they have abet in the field. These orphaned bets are called deeper betsand if |eft
unclaimed will be appropriated by the house and returned to the casino's side of the table.

Most casinos pay 2to 1 on either a2 or 12, and even money on any other field number.
With these payoffs, the house advantage is 5.56%.

In either case, the house edgeis too high for field bets to offer much interest to those who
want to win at craps.
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Proposition Bets

We now cometo the center of the table, where bets are placed and paid off by the
stickman. These areal oneroll bets except for the hardways. All of the wagers pay off at
high odds for the players and include wagers on specific numberssuch as 2, 3, 7, 11 or 12.
Y ou can wager on single numbers, or groups of numbers such as Any Craps and the Horn
Bet.

Players sometimes cover two bets with one chip aslong as they are next to each other on
the layout. These are called split bets. Hardway bets cannot be bet thisway. However, you
can make a split bet on Any Craps and Eleven (called C & E), the High-Low (2 and 12).
There may be other split proposition bets depending on the casino's layout.

A split bet isrealy two bets. Consider a$2 C & E bet. The Any Craps bet pays 7 to 1 and
the eleven pays 15to 1. If the eleven shows on the next roll, you will be paid $14.00 and
not $15.00. All casinoswill keep your prop bets up and working after wins unless you ask
to take them down. The $14.00 payoff has been reduced by $1.00 so that

the losing $1.00 Any Craps bet can be put back up. If you call the bet "down" you will
receive $16.00 (the $14.00 payoff plus return of the $2.00 C & E bet).

Hardway Bets

A Hardway Bet isabet on one of the even numbered point numbers of 4, 6, 8 or 10 that the
number will berolled asapair, before either a 7 or the number rolled any other way shows.
For example, if you bet the Hard 6, you are wagering that a6 will berolled asa 3-3 (apair)
beforeitisrolled asal-5, 5-1, 4-2, 2-4, or beforea7 isrolled. Rolling anumber asapair
isreferred to asthe "hard way.” If the number isrolled any other way, it isreferred to as
the "easy way" or rolling the number soft.

Hardway bets can be made any time and stay up until they either win or lose. They may be
called off on come-out rolls. Casinos usually pay 9to 1 (usually shown as 10 for 1, which
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isthe same payoff) onthe Hard 6 or 8, and 7 to 1 (8 for 1) for the Hard 4 or 10. With
hardway wagerson 6 or 8, the house edge is 9.09%. Hardway bets on the 4 or 10 give the
house an 11.11% edge.

Many times players will make a hardway bet on the shooter's point. Assume that the
shooter establishes 4 as his point. Players having pass line bets will be rooting for the 4 to
show. Some will tossa chip or two to the stickman and make awager on the 4 to show
hard. 'Y ou might toss the stickman anickel chip ($5 chip) and say "$5 Hard 4." Two rolls
later the shooter rolls a 3-1, making his point, but causing your hard 4 to lose because 4
showed the easy way.

The same shooter sets up a6 as his point after the next come-out and you toss the dealer
another $5 chip saying, "l want aHard 6." Two rollslater, the dice land 3 and 3 for a hard
six. Thededer pays you $35, leaving your $5 wager up on the Hard 6. If you ask the
stickman to take the bet down, you will receive $40.00. Not bad for a couple of rolls work!

While regular hardway bets stay up until they either win or lose or the player takes them
down or calsthem off, there is another type of hardway bet you can make which isaone-
roll bet. If you want to bet that a hardway number shows on the next roll, you will be paid
30to 1if youwin. Thistype of bet is called a hopping hardway. These bets have such
high payoffs because they can only berolled one way. Thusthey have the same payoffs as
aone-roll betona2or 12. If you want to make a bet that a 6 shows the hardway on the
next roll, just toss the dealer your bet and tell him, "'l want ahard 6 on the hop."

Any Seven

Any Seven, also called Big Red or sometimes a Skinny Doogan, isaoneroll bet which pays
off at4to 1 (5for 1) if a7 showson the next roll. Since the correct odds of a7 being
rolled are 5to 1, thiswager gives the house an edge of 16.67%.

Big Red is probably the rarest of the prop betsand it is very rarely played. If you aretrying

to make money off of the shooter rolling a7, | prefer the lay bets, especialy the no-4 or no-
10 lay bet which gives you odds of two to onein your favor.
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Any Craps

The Any Craps wager isaone-roll bet that a craps number of 2, 3 or 12 will show on the
next roll. Thebet ispaid off at 7to 1 (8 for 1). Since craps numbers can berolled only
four ways out of thirty-six, the true odds on rolling a craps number are 8to 1. The lower
payoff givesthe casino an advantage of 11.1%

Many players like to hedge a pass line or come bet by telling the stickman, " Craps check
for$ !" If you have a $10 passline, you might tell the stickman "$1.00 Any Craps." If

a2, 3 or 12 showed on the next roll, you would lose your pass line bet but be paid $7 with a
$1 bet |€eft up for the Any Craps bet.

Bettingthe 2, 3, 11 or 12

These are al one-roll bets that win or lose depending on whether the number bet on
appears on the next roll of the dice.

The 2 or 12 can berolled only one way, and the odds against rolling either of these
numbers on the next roll are 35to 1. The casinos usually pay these wagersat 29to 1 (30
for 1), for ahouse edge of 16.67%. Some casinos pay these bets at 30 to 1, reducing the
house edge to 13.89%.

If a2 and 12 are bet at the same time, the player may call out to the stickman, "High-low
forg "

The 12 is often called boxcars or midnight, while the 2 is called aces or snake eyes.
The 3 or 11 can be rolled two ways each, and the correct odds against rolling either number

onthenext diceroll is17to 1. With typica payoffsof 14 to 1 (15 for 1), the house edgeis
16.67%. With a payoff of 15 to 1, the house edge falsto 11.11%.
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The 11 isapopular bet on come-out rolls and is often referred to as Yo asin yo-leven. If
you wanted to make a $5 bet that the 11 would show on the next roll, just toss anickel chip
to the stickman and call out, "$5 Yo, please."

The house loves the action on any of these bets with the sucker-like oddsin favor of the
casino

Hopping Bets

Hop Bets are not usually shown on the craps layout. They are bets that a particular number
or aparticular dice combination will show on the next roll. Numbers with one way of
showing, such asa 3-3 or a5-5, are usualy paid at 30 to 1 (correct odds are 35to 1).
Wagers on numbers which can be made two ways, such as5-4 or 2-3 arepaid at 15to 1,
where the correct odds are 17 to 1.

The hopping hardway bets all pay 30 to 1 or in some casinos, only 29 to 1, giving the house
an edge of either 13.89% or 16.67%.

Other combinations of bets can aso be bet to show on the next roll, such as a"hopping 5-
4," or a"3-1 on the hop," indicating that the player wants to wager the 9, in the form of a 5-
4 combination, or that a4, in a3-1 combo, will show in the next roll. These hopping bets
usually pay 15 to 1 giving the house an edge of 11.11%. Some casinosonly pay 14 to 1 for
these wagers, increasing the house edge to 16.67%.

Since | seldom make these wagers | rarely bother to check the house payoffs on them, but

they will usually be paid in the same proportions as the single roll betson a2 or 12 for the
hopping hardways and a 3 or 11 for the other hopping bets.
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Horn Bets

With thiswager, the 2, 3, 11 and 12 are covered with one bet. At least four chips must be
used for the wager. If any of these numbers show on the next roll, the casino will pay the
usua payoff for that number, and keep the three losing chips. Most casinos pay 15to 1 for
the3 and 11 and 30 to 1 for the 2 and 12. The vigorish for the 3 and 11 betsis 11.11%; for
the2and 12 it is 13.89%.

Let's say you toss the stickman $4 and say, "$4 horn bet." The next roll isa 3 paying 15 to
1. However, the other three bets are lost. The stickman will pay you $12 ($15.00 won less
$3.00 lost) so that the horn bet will stay up for the next roll.

If you really want to impress the table instead of tossing four dollar-chips down, try
throwing the stickman anicke chip and say "Horn, high eleven." This meansthat $2 will
be bet on the 11. If you are showing off for your girl friend, you have got to try this one.
World or Whirl Bets

Y ou will seldom find this bet in the books on craps and | have heard it called both aworld
and awhirl bet, so | am not sure which is more correct. The bet isahorn bet with the fifth
chip covering any seven. The theory behind the bet is that you cover every number that is

not a point number.

If your friend is not impressed with your "Horn, high eleven,” try throwing a nickel chip to
the stickman and proclaim, "$5 world bet."

Just don't watch the boxman snicker, since you have just made one of the worst bets at the
crapstable.

Three-Way Craps

Thisis another of those exotic sounding one-roll bets. Imagine a horn bet without the 1.
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That's what a three-way craps bet is. Like ahorn bet each bet is paid as a separate wager.
Some players like this bet better than the any craps bet because it pays better if a2 or 12 is
thrown. But thiswager aso costs more because it must be made in amounts divisible by
three.

Two-Way Craps

Thisis another cool sounding bet. It isafancy way of making a bet for yourself and the
dealer on the any craps wager. If you want to makeit, just toss $2 to the stickman and tell
him "Two-way craps." The boys (dealers) will appreciate the toke.

C & E Bets

If you look back at the image of a crapstable layout, you will see a bunch of connected
circleswith the letter C & E printed onthem. The C & E standsfor crapsand eleven. The
reason there are so many betting spotsis that this bet is quite popular with players,
especialy on come-out rolls.

It isabet that can act as a hedge for either afront line player with chipsin the passline, or
aback line bettor betting the don't pass.

The bet isjust what it sounds like - a bet covering any craps, paying 7 to 1 and the 11,
paying 15to 1. If a2, 3, 11 or 12 shows on the next roll, the bet wins. Itislikea
condensed horn bet, requiring only two unitsinstead of four. Most stickmen will also
accept nickel C & E wagers.
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CRAPSBETS, PAYOFFSAND CASINO ADVANTAGE

Casino

Bet Payoff Advantage
PassLine 1tol 1.41%
Come 1tol 1.41%
Don't Pass lto1l 1.40%
Don't Come 1tol 1.40%
Taking Odds— Passor Come

40r 10 201 None

S5or9 3to2 None

6o0r8 6105 None
Laying Odds— Don't Pass or
Don't Come

40r 10 1to2 None

50r9 2103 None

6or8 5t06 None
Place Bets

40r 10 9to5 6.67%

50r9 7105 4.00%

6or8 7106 1.52%
Buy Bets

40r 10 201 4.76%
Lay Bets

40r 10 1to2 2.44%

50r9 2t03 3.23%

6or8 5t06 4.00%
Big 6 and Big 8 1tol 9.09%

6to 5 (Atlantic City) 1.52%
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Casino

Bet Payoff Advantage
Field
With2and 12 paying2to 1 1to 1 except 2and 12 5.55%
With 2 or 12 paying 3to 1 1to 1 except 2 and 12 2.78%
Hardways
40r10 7tol 11.11%
Casino
Bet Payoff Advantage
6or8 9to1l 9.09%
Any Craps 7tol 11.11%
20r12 30tol 13.89%
29to 1 16.67%
1lor12 15to1 11.11%
14t01 16.67%
Horn Bet
20r12 6.75t01
3orll 3tol 12.50%
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The Casino's Point of View

Thefirst reason most gamblers would give for why casinos win more than they lose isthe
house edge. While most persons have no idea how ahouse edge is calculated, they vaguely
know that somehow the casino has an edge over them.

There is no question that the house edge is like an insurance policy the casinos carry,
insuring them that if the mob of players play long enough the casino will grind out its
inevitable win percentages. However, the casinos rely on alot more than percentagesto
beat most players. Casinos are experts at creating the psychological triggers than give them
amuch bigger edge than the house edge.

The Qucik Strike Strategyis awinning strategy which will help you win consistently at the
craps game. But using it or any other winning strategy is still no guarantee that you will
win. The casino's power and charms are formidable, and when you face the casinoin a
battle for its money, it will employ every resource at its disposal to relieve you of your
money, hopefully in the most pleasant manner possible.

The House Edge
The house edge is the mathematical edge the casino has over most bets. Thisedgeis gained
by paying players less than the correct payoff for winning bets. Thereisa precise

probability for each bet in acasino. If you were paid the mathematically correct payoff, in
theory, the house would have no edge over you.
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Let'stake alook at roulette to illustrate how
the house edge works. The American version of
the game has thirty-eight numbers on awhed: 1 to
36, plus 0 and 00. If you placed abet on one of
these numbers, you would be paid 35 to 1 for your
winning bet. Doesthis sound right? Y our
probability or chance of winningisonein 38,
which can also be expressed as 37 to 1. By only
offeringyou 35to 1 ona37to 1risk, thecasinois
gaining an edge by reducing the amount it pays you
for winnings.

On an American whedl, the casino's edgeis 5.26%. This means that on the average, you
will lose $5.26 to the casino out of every $100.00 wagered.

The house edge is the casino's ultimate weapon to insure that in the long run it will have a
profit. However, it isjust insurance for the casinos. The mgjority of most casinos winnings
are created because the players find ways to beat themselves.

The Casino Environment

Casinos go out of their way to create attractive, appealing and often unique environments.
No expenseis spared to create an environment filled with hospitality and enough other
attractionsto rapidly put you in adaze. In addition to the constant racket created by the dot
machines, you will see dazzling lights, custom designed carpets, and scantily clad cocktail
waitresses who will bring you free drinksjust for playing agame. Y ou will see players with
piles of chipsin front of them enjoying extraordinary runs of luck. On top of al this, you
are presented the charming prospect of making huge amounts of money in just afew turns
of the card, spins of the wheel or rolls of the dice.

When you walk through a casino, you will notice that there are usually no windows to the
outside and no clocksvisible. Thisispart of theillusion created for you. Y ou have entered
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aland where time doesn't matter, within its own protected cocoon, well insulated from the
realities of the outside world.

Casinos want you to be undistracted by outside influences when you are risking your
money. Even more, they want you to become so beguiled by the games offered that you
lose your sense of time and the money you arerisking. Casino checks or chips help create
part of thisillusion, asthey do not seem asred as currency. Casino winsdon't seen quite
real when they only consist of piles of chips. Losses can be shrugged off until you run out
of chips.

All of thisis designed to trigger your compulsive nature. Y ou may fedl that in thistimeless
wonderland, lady luck is just waiting to bestow great sums of money on you.

Many persons who travel to casinos find that they have trouble even deeping whilein a
casino. They can't bear to think that they might miss out on all of the action happening on
the casino floor.

A few years ago, my aunt, who was nearing ninety at the time, visited Las Vegas with one
of her grown children and hisfamily. My cousin, Jim, had made sure that his mother was
nice and secure in her room about 10:00 p.m. He went downstairsto play alittle longer.
After avery successful blackjack session he decided to have a midnight snack in the coffee
shop and thought his mother might like to join him. He debated waking her, but finally
decided to call her anyway - after dl this was a vacation and normal rules did not have to

apply.

He got no answer when he called her room. He called his own room next and spoketo his
wife, Ann, asking if she had seen his mother. But Aunt Angie was no where to be found.

His anxious wife met him in the casino. They checked the coffee shop, thinking his mother
might have decided to eat asnack. Shewasn't there. They walked up and down numerous
aisles between hundreds of dot machineslooking for Aunt Angie. She seemed to have
pulled off avery successful disappearing act.
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They were getting ready to go back to their room and decide on their next course of action
when Jim heard afamiliar voice coming from the craps pit.

"Gimme a big seven, come on baby. Great, now how about ayo-leven.”

They saw that Angie was rolling the bones at a crowded crapstable. The players were two
deep surrounding the table with bets stacked on amost every square inch of layout. Angie
was on a hot roll and there was no holding her back. She ailmost seemed to be in a daze,
caling for her favorite numbers. When the dice were passed back to her, she would swoop
them up, shaking them vigoroudly in her right hand then releasing them in a graceful arc
usually followed by screams of delight from the crowd as more bets were won.

When Angiefinally sevened-out, there was spontaneous applause from the entire table, and
numerous green and black chips were tossed to her from the grateful winners.

Jmwalked up and asked if she would liketo take alittle break and celebrate. She
responded with, "I'll take a break, but you're not getting me back in that room. | want to stay
wherethe action is!"

Unfortunately, not al players are aslucky as Aunt Angie. For most, the siren call of the
games proves to be no more than one of the many tools the casinos expertly use to relieve
the uninitiated of their money.

Length of Games

While many players can't wait to play against the casino, often extending their playing
sessions way beyond what they might have intended, casinos have al the timein the world.
Casino games move fast. Decision follows hurried decision. Twenty-four hours a day,
seven days aweek, the games continue. Thisisanother tool in the casino's arsenal of
weapons. The casino has dl the time in the world to play, but you don't. If you play long
enough, sooner or later you are likely to engage in one of many player self destruction acts,
like betting too large.
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A friend of mineisan inveterate craps player. Heloves craps, anywhere, anytimeit is
played. Heisfairly good at beating the casinos for short stretches, but he nearly aways
loses and goes home aloser. How can that be?

What happensto him iswhat happensto many players. They are able to get ahead at some
point, but they will not stop playing. The siren call of the gameistoo strong. The casino
bosses can afford to be patient. If they can just keep the player playing, the combination of
player errors, player fatigue, foolish betting and other aspects of loss of control will cause
the player to lose.

Casinos know alot about human frailty. Gambling can be a pressure cooker nvironment for
most players with great highs followed by even greater lows. Meanwhile, the casino games
continue 24/7, but, of course, they let their craps ded ers take a twenty-minute break every
hour. They know how taxing the game can be. Do you?

Player Compulsion

The casino atmosphere and the adrenaline rush of gambling are tough opponents for any
player to overcome. Players constantly have to fight the twin compulsions of greed and

despair.

If you have ever flown to Las Vegas on a plane |oaded with passengers all heading to the
gambling Mecca of the world, you will notice that the passengers behavior is much different
on the flight arriving than it is on the one returning home.

On the flight coming into V egas, passengers are revving up for aparty. Nearly everyoneis
boisterous, drinking, talking too loudly or even pulling out cards and playing afew
blackjack handsto warm up. Asthe plane nears its destination, you can ailmost feel the
crowd enthusiasm rising until it has amost reached afever pitch by the time the plane lands.
The would-be players eagerly depart the plane, amost dashing to be the first to hear the
sound of the dot machines residing in the lobby of McCarran International Airport.
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The return trips are always much different. What talking thereisis subdued, amost like a
whisper. Some passengersjust close their eyes and press their heads back into the seat
cushions, while others quietly pull out the airline magazines and pretend to read. Many of
the passengers are dmost in a state of shell shock. They are recalling events of the past
severa daysin crystal clarity and wondering how they could have acted they way they did.

One man, who was up almost $5,000, is returning home with aloss of $3,000. Heistill not
quite sure what happened.

Acrossthe aideisalady sitting quietly thinking how she lost her Christmas money. She
didn't mean to. Her original plan was to take the $800, win at least $500 and then quit. Her
second day she was up amost $400, but decided to keep on playing. After al, shewason a
lucky winning streak. A couple of hours later, she was down to her last $100 hoping to at
least break even.

There may be awinner or two on the plane, but not many more. Sadly, many of the
passengers could have returned home winners or small losers, even playing against games

with ferocious house edges. But they didn't.

| asked my friend the craps player why he wouldn't quit while he was ahead. "Hell, | can't
quit them, I've got the casinos just where | want them.”

| then asked him why he wouldn't pull off and take a break when he was losing.

"l can't stand to quit when the casinoisahead. If | lose all of my money | have to quit, but |
don't liketo give up and | won't."

Compulsion. It may be the casino's greatest weapon against the players.
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Money

Compared to your bankrall, the casino has al of the money in the world. And you don't.
The casino limits the maximum size of wagers it will accept from players so that it never
risks too much of its bankroll on asingle hand or asingleroll of the dice.

However, most players don't do this. When you arelosing, it iseasy to dip into a state of
panic. You can't possibly absorb the losses you just took. You're hurt and alittle bitter over
what the casino has done to you. The main thought racing through your mind is how you
are going to get your money back.

Maybe now isthe timeto place afew large bets.
After all, since the casino has beaten you by
winning many smaller wagers, it makes sense
that if you can just win afew larger bets, you
can win back all of your losses and maybe even
get ahead.

Y ou muster your resources and put together another five hundred dollars. But thistime it
will be different. Your plan isto wager $50.00 on ahard 6 or 8 for five consecutive tries.
Since the payoff for awinis9to 1, if you can just win acouple of times, you will recoup
most of your losses. Y ou further reason that since a6 or 8 isamost as easy to hit asa 7, that
this bet really isn't that risky, forgetting that the house edge is over nine percent.

Y ou lay your cash on the table and ask the dealer for chips. Y ou toss two green $25 chips,
saying, "Give meahard 8." The shooter rollsa5, and then an 8, 5-3, the easy way. The
stickman removes your bet and asks you, "Would you like your hard 8 back up?'

The game continues. Y ou may win, which will encourage more of the same type betting.
Or you may lose quickly. But onethingisfor certain. You are now out of control. Y our
origina plan has been thrown out the window. Y ou are now playing the game the casino
wants you to play. You are over betting on along-shot proposition heavily favoring the
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house and your emotions are shot. The odds are very great the casino will wear you down
in short order and keep your last heroic buy-in.

Many players come inadequately bankrolled to play against the casino. If you bring $500
and expect to make $1,000, you have great odds against you. If you bring $1,000 and will
settle for making $200, then you have a much greater probability of success. | will have
quite a bit more to add on bankroll in afew more chapters, but just remember that the casino
has the bankroll to wait until you stumble, but you don't have that kind of money on your
side. Generally, instead of trying to grind awin out of a casino, you will be much better off
to use "hit and run" tactics, where you can put acomparatively small bankroll to good use
by hitting the casino over and over for small wins. Thisis much like the strategy used by a
mongoose fighting acobra. The cobrawill strike again and again at the mongoose. The
mongoose knows that one successful strike will cause its demise and it jumps and weaves
out of the cobra’s strike path until finally the weary cobra leaves an opening and the
mongoose grabs the cobra with lightening speed, overcoming alethal adversary by using
stealth and speed. The mongoose's approach is not a bad lesson for casino payers.

Compulsion, the casino environment and the house edge are the big guns in the casino's
arsenal and should be feared in that order. | believe that most casinos would still be
profitable even without the house edge as player compulsion isthe greatest single
contributor to casino profits.

Compulsion entails keeping tabs on yourself at al times. Having a plan will help you
greatly. Most playersjust grab whatever amount of money that can find and play games that
are most familiar to them, with no plan other than "winning." When you use the Power
Craps approach, you will know exactly how much to risk in each game, how much

you expect to win, your maximum acceptable |oss, when to leave atable. The value of
having and following a plan is amost immeasurable. 1t will help you more than any other
thing you might conceive of to beat the casinos.
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Although the house edge is the least harmful of the casino's weapons, | am assuming that
you will have the good sense to avoid the bets with the highest house edge against you. At
crapsif you consistently wager large amounts on the one-roll proposition bets and the
hardways, you will lose much more often than if you stick to lower house edge wagers such
as pass line, don't pass and the inside place numbers.
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The Player's Edge

As powerful asthe casinos may seem to be, you can walk into a casino knowing that you
have an edge over the house. As a successful gambler you have to be able to win more than
you lose. What are the tricks you will use to gain an edge over this formidable adversary?

Y our edge will consist of the following actions:

When you are losing, you can quit.

When you are winning, you can walk out with the casino's money.

Y ou can vary the size of your wagers.

Y ou can pick where to play.

Y ou can modify your strategy based on table results and conditions.
Y ou can use discipline to develop awinning plan and then stick to it.

o g bk~ wbdpE

Most players never realize what an advantage these offer. The casino cannot be flexible. It
must continue to offer the same games, with the same rules, without the ability to react to
changing conditions. The nimble player can weave and dodge and even choose not to play a
particular game. Let's elaborate on the player's edge:

1. When you arelosing, you can quit. You can aways control your losses while the
casino must continue to offer its games regardless of the outcomes. | have seen hot craps
tables where the casino lost over a hundred thousand dollarsin lessthan an hour. All the
casinos can do is order in more chips and hope that the hot streak will end.

2. When you arewinning, you can walk out with the casino's money. Asaplayer you
can aways control when you stop playing. While the casino must continue offering its
games twenty-four hours aday, you can jump in, grab awin and pull off. Y ou have ultimate
flexibility while the casino does not.
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3. You can vary the size of your wagers. One approach aplayer can useisto increase the
size of hiswagers when he iswinning and reduce them when losing. He may aso choose to
raise hiswagers after |osses so that only awin or two out of many wagerswill put him
ahead. A player can set up options where he doesn't have to win the maority of his bets.
Using these techniques effectively goes along ways towards minimizing the house edge and
even turning it into aplayer edge!

4. You can pick whereto play. You can play at tables offering the best situations for you.
Y ou can choose to play at tables that are almost empty by playing during slack periods.
This can significantly increase your hourly win rate. Y ou can also make it your businessto
know where the best payoffs are. The casinos, which pay triple on afield roll of 12, turn
this wager from aweak one to one with acceptable risk.

If you are looking for certain table conditions, you can scout for the right table before you
play. Y ou have numerous options while the house must offer the game to anyone who isold
enough to play, conformsto fairly lax casinos standards and has some money to begin play.

5. You can modify your strategy based on tableresultsand conditions. Every table
develops different trends at different times. Some tables favor bettors who play numbers,
while others favor players who bet from the dark side, wagering on the don't pass or don't
come. Most tables are choppy, favoring neither right nor wrong betters. Y ou can adjust to
the changing playing conditions as they occur. If the table is repeating numbers, you can
modify your strategy to take advantage of thistrend. If thetableisice cold, you can make
still different moves. In short, you have the ability to bob and weave, duck and thrust, parry
and counter punch. The table can't react to anything. Every crapstableislike an inanimate
object that must endlessly grind out numbers, while you circle and pounce.

6. You can usedisciplineto develop a winning plan and then stick toit. The house has
ultimate discipline. The very structure of the casino games and atmosphere exhibit a
carefully planned approach designed to transfer funds from the players pocketsinto the
casino coffersin the shortest time possible. Of course, to alarge extent this relies on most
players lack of discipline. Once you gain the discipline to set up awinning game plan and
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then follow it, you can effectively neutralize much of the casino's edge over the crowd of
players.

| played a couple of hours of crapsin alocal casino last night. | played for low stakes,
buying in for $500. | used the Power Craps approach. The table varied from choppy to
cold the whole time | wasthere. | don't believe that anyone else at the table won any
money but me. The difference between the rest of the players and me wasthat | had a
plan for the evening and | stuck to it. With a$500 buy-in, | set $350 as my profit goal.
After less than two hours of play | checked my chips, found | was up $361 and cashed in.

The player's edge comes from all of the points listed above, plus the ability to hide your
wins from the casinos. Thereisreally no reason that anyone other than you

and your significant other should know about your casino prowess. There are people
who would kill you for fifty bucks. Casinosreally don't like winners. That'swhy a
number of Las Vegas casinos still bar blackjack card counters. It may not be fair, but
even with all of its advantages, if you somehow manage to win, the casino can deny you
access to their games.

The book How to Survive and Prosper as a Professional Gambler some excellent
suggestions on how to consistently beat the casinos and still stay on the bosses' good side.
| recommend it to you.

The net effect of applying al of the elements of the player's edge is to neutralize and even
overcome the casino's advantage. Y our biggest edge will come from your discipline.
Interestingly, thisis the same kind of discipline the casinos expect from their dealers,
floor bosses and staff. If it worksfor them, you know that it will work for you too!
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Bets Used in Quick Strike Craps

Once you have mastered the rules involved, the system you are about to learn is one of
the easiest to use at casino craps. Only two different craps bets are used with the Quick
Strike Strategy - the pass line and don’t pass bets.

These bets are two of the most common and easiest betsto learn in casino craps. Both
bets pay even money, so that awin will be equal to the amount of your bet. Both bets can
be played on any craps layout in the world. And both bets offer good odds to the player,
as the house advantage on either bet is about 1.4% against the player.

This house advantage is the mathematical commission the casino earns from the player

making these two bets. If aplayer were to make bets each time for the same amount on
either passline or don't pass, then, in the long run, the casino would be expected to win
about 1.4% of the amount bet by the player.

With the pass line bet, a player is wagering that the shooter will make his point and that
the dice will “pass.” The pass line bet wins on afirst roll bet (called the “come out” roll)
if aseven or elevenisrolled. It loses on the come out roll if atwo, three or twelveis
rolled (craps numbers). Any other number rolled (a4, 5, 6, 8, 9, or 10) will become the
shooter’s point, and the pass line bet will win if the shooter can roll this number again
before a seven shows up. If the seven isrolled before the point number, then the pass line
wager loses.
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The don't pass bet operates the opposite of the pass line bet. On a come out roll, this bet
losesif aseven or elevenisrolled. It winsif atwo or threeisrolled. If atwelveisrolled
on the come out, the don’t pass bet neither wins nor loses. The casino “bars the twelve”
on the don’t pass bet. And in thisway, it gains an edge over the player on the don’t pass
bet.

Quick Strike Craps is designed on the premise that the player or players will bet only on
either the passline or the don’'t pass bets. The players will use the concept of a betting
progression as their primary strategy in making their wagers. A betting progression is
defined as a series of wagers of different amounts which are made in a particular order,
depending on whether the player is winning or losing his wagers.

There are only three ways in which a player can bet in a game of chance involving even
money bets such as pass and don’t pass bets at craps. The player can wager the same
amount each time, called “flat betting,” he can increase his wagers after losing the
previous wager, or he can increase his wager after winning the previous wager. Quick
Strike Craps uses the rational e that a player can also move up and down a series of betsin
a betting progression, and in this way, he significantly increases his probability of
success.
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Quick Strike Craps is not atheoretical system. It has been thoroughly tested in casinos; it
works as presented. Like most of the endeavorsin which | have realized some modicum
of success, it requires an investment of time to master its principles, however, | am sure
that the reader will find thisinvestment a small priceto pay in exchange for a consistent
and reliable craps winning system.
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The Rhythm of the Dice Method

While there are many bets you can make at craps you will only make one wager at atime
on an even-money bet with Quick Strike Craps.

In this chapter we will cover how you determine where to place your even-money bet
using a strategy that has been tested and proven to produce superior results — the Rhythm
of the Dice Method or ROD Method for short.

With this strategy you will make an bet on either the pass line or don’t pass before each
come out roll.

Where you make this bet is dependent upon the ROD Method which uses a simple, but
highly effective formulato determine where you place each bet.

Here are some of the common methods players used by players to determine where to
place even-money bets. These concepts apply to any even-money bets and can be used in
craps, roulette and baccarat.

1. The hunch method. Here, you ssmply place each bet based on how you feel at the
moment. If passline has won three times you might decide to stick with passline. Or,
you might decide that adon’t pass decision is overdue. This system is only as good as
your ability to guess and isimpossible to test because it is very erratic.

2. Wager on a Repeat. Y ou may want to wager that the last decision that occurred will
repeat. Here, if passline won on the last dice decision you will bet passline. If don't
pass won, you will bet that don’t pass will repeat.. This system may be better than the
hunch method. However, a pattern of alternating decisions will cause you to lose every
wager. If, for instance, if we have (wherep = passlineand d =don’'t pass) pdpdpd,
you will lose every bet. This happens more often than you might think.

3. Wager that the 2nd preceding decision will repeat. To counter the problems inherent

with the second method of picking awager, you may decide to wager the same as the
second preceding decision. Hereif the wheel showsp d you will bet on p, the same as
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the second preceding decision. A series of decisionsin the form of repeating doubl ets
will defeat this bet selection method. Here, apatternof: pp dd p p d d will cause you to
lose every wager.

4. Try anumber of variations of these bet selection methods. Here are some that |
have tried:

a. Bet the same as the preceding decision until you lose two in arow. If you losetwo in
arow, you will switch to betting the opposite of the preceding decision until you lose two
inarow.

b. Bet the same as the preceding decision until you losetwo in arow. Then switch to
betting the opposite of the preceding decision until you lose one bet. If you lose one bet,
resume betting the same as the preceding decision.

c. Bet the same as the preceding decision until you have aloss. Then switch to betting
the opposite of the preceding decision until you have aloss. If you lose three betsin a
row, then stick with the last pattern for at least two decisions.

d. Observetwo decisions. If the decisions are pp or dd, then bet the opposite for the next
decision. For example, if you observe pp, then bet d. If any other pattern is observed,
such asp d or p d, then bet the same as the last decision. Continue to change with the
pattern throughout the game.

e. Bet the same as the preceding until losing abet. Then switch to betting the opposite of
the preceding until losing a bet. If you lose three wagersin arow, then stick with the last
pattern for two decisions.

f. Bet the same as the second preceding decision.

Y ou can go on and on in thisfashion. If you decide to test any of the many variations for

picking your bets, you may do so. However, | will save you many hours of testing and
reveal which method works the most consistently and produces the most wins, when
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coupled with the other components of Quick Strike Craps.

In testing and perfecting Quick Strike Craps, | used avery different approach from other
bet selection strategies.

Most bet selection strategies focus almost exclusively on how much to bet each time.
Thisisthe essence of the mechanical betting strategies, such as Martingale and the other
classical gambling betting systems.

Early in my craps playing | recognized that where you place you bet is just as important
as the amount wagered. The ROD Method focuses exclusively on where you will place
each bet.

However, with Quick Strike Craps, we go one step further than adding a bet placement
system to a bet sizing method or progression. We tested both aspects of the strategy in
unison so the results comprise a form of Dynamic Symmetry.

Y ou may think of the strategy as consisting of two parts, bet placement and bet sizing;
however, to achieve the consistent and reliable winnings we have done with this strategy
you must let the two parts of the strategy work in unison.

For thisreason, if you use the Quick Strike Craps Strategy but change the betting method
to something different, your results will not be consistent with our results.

Likewise, if you use the ROD Method with a different method of choosing your bets, you
will have much different and most likely greatly inferior results to those we have
obtained.

Simply put, you must use all parts of this strategy together as they are intended. 1f you
do, you will win at craps very consistently and have in your possession quite possibly the
best craps strategy ever created.

When you use Quick Strike Craps you will aways use the ROD Method to determine
where you place each even-money bet. Here are the rules for using the ROD Method:
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1. Bet the Same (S) asthe Previous Decision until you lose abet. Then switch to betting
the Opposite (O) of the Previous Decision until losing a bet.

2. Start agame by betting the Same (S) as the previous decision.
3. If you have the results of the previous dice decision, start out betting the same as the
previous decision. If you don’t know the previous decision, such as when you start

playing craps online, always start with the pattern Same and bet on Don’t Pass.

The following tables show a series of bets using this strategy:
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Example 1.
Using the ROD Method
P=PassLine D=Don’t Pass
O=Bet Opposite S=Bet Same

W=Win L=Loss
No | Observed | Bet Bet | Bet Comments
Decision Pattern | on | Outcome

1 P Observe decision, no bet.

2 D S P L Bet the same as previous, Bet P

3 D @] P L Since bet lost, change pattern and bet opposite of
previous decision, bet P.

4 D S D W Since bet lost, change pattern and bet same as
previous decision, bet D.

5 P S D L Since bet won, continue with same pattern and bet
same as previous decision, bet D.

6 D O D W Since bet lost, change pattern and bet opposite of
previous decision and bet D.

7 P @) P w Continue winning pattern and bet opposite of
previous decision and bet on P.

8 P @) D L Continue winning pattern and bet opposite of
previous decision and bet on P.

9 D S P L Since bet lost, change pattern betting method and
bet same as the previous decision, bet P.

10 | P @) P w Since bet lost, change pattern and bet opposite of
previous decision and bet pm P.
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Example 2.
Using the ROD Method
P=PassLine D=Don’t Pass
O=Bet Opposite S=Bet Same

W=Win L=Loss
No | Observed | Bet Bet | Bet Comments
Decision Pattern | on | Outcome

1 D Observe decision, no bet.

2 D S D W Bet the same as the previous decision, bet D.

3 P S D L Following awinning bet continue with the same
pattern and bet same as previous, bet D.

4 D @] D W Following alosing bet, change pattern to betting
opposite of previous decision, bet D.

5 P @] P W Following awinning bet continue with the winning
pattern of betting opposite, bet P.

6 D @] D W Following awinning bet continue with the winning
pattern of betting opposite, bet D.

7 D 0] P L Following awinning bet continue with the winning
pattern of betting opposite, bet P.

8 D S D W Following alosing bet, change pattern to betting
same as previous decision, bet D.

9 D S D W Following awinning bet continue with the winning
pattern of betting same, bet D.

10 | D S D W Following awinning bet continue with the pattern
of betting same, bet D.
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The Quick Strike Betting Series

In the previous chapter you learned about the ROD Method which is a proven strategy for
determining where to place each bet using Quick Strike Craps. In this chapter you will
discover the Quick Strike Betting Series (QS Betting Series), which is specifically optimized
to produce high profit when using the ROD Method.

Before | show you the QS Betting Series, let’ stalk about betting strategies in general.
Most betting strategies fal into one of three categories:

Flat betting isthe most common type of betting where the bet size never varies or bet size
is determined very arbitrarily based on feelings or intuition. Thisisnot areliable strategy
for winning at craps as thereis no way to take advantage of winning streaks by raising bets
when winning or reducing the risk of losses by reducing bets when losing.

Betting Progressions such asa Martingale Progression raise bets after [osses and operate
under the premise that eventually the player is bound to win, and when this happens a profit
will be generated. The downside of using these types of progressionsisthat the player must
risk alarge amount of money in exchange for small winnings. However, when aloss does
occur, it isvery large and may wipe out many hours of profitsin just afew minutes.

I ncreasing bets when winning can be a sound strategy, but many players increase their
bets too quickly with the result that a single losing bet can wipe out two or three winning
bets at onetime. These types of systemswill lose more often than they win and can be very
frustrating to a player who wants consistent winnings.

Needless to say, most betting systems are fixed progressions or betting schemesthat are
unable to adapt to changing table conditions. They have been developed in the pattern of

“onesizefitsal.” Unfortunately, these systemsfail all too often.

Extensive testing proves that fixed betting strategies seldom produce the kind of consistent
and reliable winnings needed to make gambling arealistic way of making money.
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What is needed to win consistently at crapsis away to automatically adjust the size of your
bets to match changing game conditions. And, it is very important that the method of
selecting where you place each bet interacts with the bet selection method to achieve an
optimum strategy.

The QS Betting Seriesis based on using a pattern of six levels of bets.

Here are the QS Betsif you use $5 as your minimum bet:

QSBetsUsing $5 Minimum Bets

Leve 1 2 3 4 5 6
Bet $5 $10 $20 | $40 | $60 $80
If Win 1 1 1 2 3 4
Returnto

Hereis how the Quick Strike bets are set up:

Therow labeled “Level” shows the level of each bet. With $5 minimum bets, the Level 1
bet isfor $5 whileaLevel 4 bet isfor $40

The row “Bet” shows the size of the bet for each level of betting. It you are at Level 6,
you will make an $80 wager.

The bottom row, “If Win Return to,” givesthe level of the bet you will make if you win
the previous bet. For example, if you win aLevel 3 bet, your next bet will at Level 1. If
you win aLevel 5 bet, your next bet will be at level 3.

Here are the rules for using the QS Betting Series:

1. Always begin agame making aLevel 1 bet. If the bet wins, continue to make a Level
1 bet. If the bet loses, raise the bet one level.
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2. Any time a bet loses the next bet will be one level higher. If youlosealeve 1 bet,
your next wager will be at Level 2. If you lose aLevel 3 bet, your next wager will be at
Level 4.

3. Whenever you win a bet your next bet will be at the level shown in the template. If
youwinaleve 1, 2 or 3 bet, your next bet will always drop back to Level 1. These first
three levels of betting are handled like a Martingal e progression where onewin is
sufficient to drop you al the way back to the first bet.

If youwinalLevel 4,5 or 6 bet, your next bet will be at the level shown in the template:
If you win aLevel 4 bet, next make aLevel 2 bet.

If youwin aLevel 5 bet, next make aLevel 3 bet.

If you win aLevel 6 bet, you next wager will be aLevel 4 bet.

The following table shows a series of bets using the QS Betting Series with aminimum

wager of $5.

Example 1.
Using the QS Betting Series
W=WinL =Loss

Outcome | Amount
Bet Amount | of Wager | Wonor | Cum

No. | Level | Bet (Worl) L ost Win Comments

1 1 5 W +5 +5 Start with Level 1 Bet

2 1 5 W +5 +10 After win bet Level 1 again

3 1 5 L -5 +5 After win bet Level 1 again

4 2 10 W +10 +15 Following Level 1 loss, bet Level
2

5 1 5 L -5 +10 Following Level 2 win, bet Level
1
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Outcome | Amount
Bet Amount | of Wager | Wonor | Cum

No. | Level | Bet (Worl) L ost Win Comments

6 2 10 L -10 -0- Following Level 1 loss, bet Level
2

7 3 20 W +20 +20 Following Level 2 loss, bet Level
3

8 1 5 W +5 +25 After winning Level 3 bet, bet
Level 1

9 1 5 W +5 +30 After win bet Level 1 again

10 |1 5 L -5 +25 After win bet Level 1 again

1 | 2 10 L -10 +15 Following Level 1 loss, bet Level
2

12 |3 20 L -20 -5 Following Level 2 loss, bet Level
3

13 |4 40 L -40 -45 Following Level 3loss, bet Level
4

14 |5 60 W +60 +15 After Level 4 loss, bet Level 5

15 |3 20 W +20 +35 Following Level 5win, bet Level
3

16 |1 5 L -5 +30 After winning a Level 3 bet, bet
Level 1.

17 | 2 10 L -10 +20 Following Level 1 loss, bet Level
2

18 |3 20 L -20 -0- Following Level 2 loss, bet Level
3

19 |4 40 W +40 +40 Following Level 3loss, bet Level
4

20 |2 10 W +10 +50 Following Level 4 win, bet Level
2

21 |1 5 W +5 +55 Following Level 2 win, bet Level
1

22 |1 5 w +5 +60 After Level 1 win, bet Level 1
again.

23 |1 5 L -5 +55 After Level 1 win, bet Level 1
again

24 | 2 10 L -10 +45 Following Level 1 loss, bet Level
2

25 |3 20 L -20 +25 Following Level 2 loss, bet Level
4

26 |4 40 W +40 +65 Following Level 3loss, bet Level
4

27 | 2 10 L -10 +55 Following Level 4 win, bet Level
2

28 |3 20 W +20 +75 Following Level 2 loss, bet Level
3
Stop play with $75 win.
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The Quick Strike Craps Strategy

Quick Strike Craps consists of combining the ROD Method, which determines where
you will place each bet (always on either Pass (P) or Don’t Pass (D) , and the QS Betting
Series, which determines the amount of each bet.

Combining these two methods is the foundation for Quick Strike Craps.
Hereisasummary of each part of the strategy.

ROD Method:

1. Bet the Same (S) as the preceding decision until you lose abet. Then switch to betting
the opposite (O) of the preceding decision until losing a bet.

2. Start agame by betting the same (S) as the preceding decision.

3. If you have the results of the previous spin, start out betting the same as the previous
spin. If you don’'t know the previous spin, such as when you start playing craps online,
always start with the pattern Same and bet on Don’'t Pass.

QS Betting Series:

Y ou will use a predefined betting series to determine the size of each wager. Thereisa
different size bet each level of betting. When you use $5 as your minimum bet, you will
use the following betting series:
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Quick Strike Betting Seriesfor $5 Bets

Leve 1 2 3 4 5 6
Bet $5 $10 $20 | $40 | $60 $80
If Win 1 1 1 2 3 4
Return to

The betting rules are:
1. Always start with aLevel 1 bet.

2. Following the loss of awager, the next wager will be one level higher. For example, if
you loseaLevel 1 bet, you will make aLevel 2 bet on the next wager.

3. After any win, you will follow the instructions on the third row for that level of bet.
For example, if youwin aLevel 3 bet you will returnto aLevel 1 bet on the next spin. If

you win aLevel 5 bet, you will make aLevel 3 bet on the next spin.

The essence of Quick Strike Crapsis combining the ROD Method with the QS Betting
Series. The easiest way to learn the strategy isto practiceit. An example game follows.
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Sample Game 1 Using Quick Strike Craps Strategy

No Observed Bet Where Bet | Bet Level QOutcome Net Won Cum Won
Decision Pattern Placed & Amount | of Bet Or Lost
NA
1 P S D 1-$5 L -5 -5
2 P (0] D 2-$10 L -10 -15
3 D S P 3-$20 L -20 -35
4 P (0] P 4-$40 W +40 +5
5 P (0] D 2-$10 L -10 -5
6 P S P 3-$20 W +20 +15
7 P S P 1-$5 W +5 +20
8 P S P 1-$5 W +5 +25
9 D S P 1-$5 L -5 +20
10 P (0] P 2-$10 W +10 +30
11 P (0] D 1-$5 L -5 +25
12 P S P 2-$10 W +10 +35
13 P S P 1-$5 W +5 +40

The columnsin the table above are set up asfollows:
No. —the number of the pass or don’t pass decision. Thisisfor reference only.

Observed Decision —the outcome of the decision. If aD shows, this means adon’t pass
decision was made, while a P means wagers on Pass Line won.

Bet Pattern —refers to which of the two bet selection patterns was used, where S means
we bet the same as the previous Observed Decision, and O means we bet the opposite of
the previous Observed Decision.

Where Bet Placed — shows where we wagered, where P means a wager on Pass and D
indicates a wager was made on Don’t Pass.

Bet Level & Amount — shows both the bet level and the amount bet. For example, 2-
$10 means we were at Bet Level 2 and we wagered $10.

Outcome of the Bet — indicates whether we won or lost the wager, with W standing for a
win and L for alosing bet.

Net Won or Lost —the amount won or lost on that decision.

Cum Won —is the cumulative amount won or lost for the game.
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Let’s go through our bets in this game, decision by decision.

1. Weadways start by betting the same (S) as the previous decision and if no decisions
were observed (as for instance in an online game where we are starting the game), we bet
on Don’'t Pass (D). Our first bet isalwaysalLeve 1 bet so we wager $5. The wager is
designated “1-$5” in the table. The decisionisP. Our bet on D loses.

2. Whenever we lose a bet we change the pattern for selecting our bet and raise the
amount of our bet by onelevel. Since our original pattern was the S Pattern (bet same as
preceding decision) and this bet lost, we change to the O Pattern (bet opposite of the
preceding decision). The preceding decision was P. We now bet the opposite of the
previous decision of P and bet on D.

Since we lost the preceding wager, we move our wager up one level and makealLevel 2
bet of $10, shown as*“2-$10" in the table. The observed decisionis P and our bet on D
loses.

3. Since we lost the wager we will change the pattern for selecting where we place our
bet and increase our bet one more level. We change from betting the O Pattern to betting
the S Pattern, the same as the preceding observed decision. Since the decision for Spin 2
was P, we bet P, the same. We increase our wager one level and make a Level 3 bet of
$20, shown as“3-$20.” Our wager on P loses as D shows.

4. Losing yet again, we change the bet selection pattern from the S Pattern back to the O
Pattern. Since the outcome of Decision 3 was D, we bet on P, the opposite of the
observed decision of D. Having lost a wager, we increase our bet one level and make a
$40 bet, shown as “4-$40.” We win the bet since P shows!

5. Since we won the previous bet we will continue with the bet selection pattern used
previously. We will continue to use the O Pattern, betting opposite of the preceding
observed decision which was P. We wager on D. Following the win of aLevel 4 bet we
consult the bet series guide which shows us that our next bet will drop back to Level 2.
We make aLevel 2 bet of $10, shown as“2-$10." Our bet loses. At this point we have
lost four out of the last five bets and our cumulative lossis—5.

6. Following our losing bet on Decision5, we change our pattern selector from the O
Pattern, which previoudly lost, back to the S Pattern and bet the same as the preceding
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observed decision. Since a P showed on Decision 5, we bet on P. Following aloss, we
move the amount of our bet up one level in the betting series and make aLevel 3 bet of
$20, shown as “3-$20.” The decisionisP. Our bet wins.

7. Since we won the last bet we stick with the same betting pattern and bet the S Pattern
again. Since the previous observed decision was P, we bet Same Pattern and wager that P
will show again. With awinning bet we know our next bet will be reduced. We consult
the betting series guide that tells us that after awin of aLevel 3 we drop back to Level 1.
We make aLeve 1 bet of $5, shown as“1-$5,” which wins.

8. Since our previous bet won we stick with the same betting pattern and bet S again,
wagering that a P will show. Following thewin of aLevel 1 bet, we repeat the bet. We
bet $5 on P and win.

9. Since our bet won we continue with the S Pattern, and bet that P will repeat again.
After winning aLevel 1 bet, we continue at this level and wager $5, shown as*“ 1-$5.”
Our bet loses. Our cumulative win is now +20 and we have won four out of five bets.

10. Following alosing bet we change our betting pattern from the S Pattern back to the
O Pattern, betting the opposite of the previous observed decision, wagering on P. We
move our bet up one level, wagering $10 on P. Our bet amount is represented as “ 2-
$10.” Our bet wins. Our cumulative win is now up to +30.

11. Since we won the previous bet we stick with the same betting pattern of O and wager
on D since the previous decisonwason P. WemakealLevel 1 bet of $50nP. The
observed decision is P and our bet |oses.

12. Since we lost the last bet, we change our betting pattern from the Opposite to the
Same Pattern.. Since decision 11 was P we bet on P. Our met moves up one level to a
Level 2 bet of $10. Wewin the bet. Our cumulative win is now up to +35.

13. Since we won our last bet we stick to the same betting pattern of S and bet on P
again. Following awin, our wager drops back to Level 1 and we bet $5, shown as “1-$5”
inthetable. We win the bet. Our cumulative win is now $40 and we decide to stop this
game.
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This game took only 13 wagers. We won seven out of thirteen bets and won $40. Our
buy-in or the amount of cash we exchanged for chipsfor thislevel of play is $225.

Since we won $40, we earned a return on our investment of $225 or 40/225 or 17.8%. If
you were investing your 401(K) plan in stocks, 17.8% would be considered a respectable
return for the year.

However, it didn’t take you a year to earn 17.8% on your investment. It took just 13
craps decisions.

In aland-based game, played at 30 decisions per hour, it would take you about 26
minutes to win $40. If you kept playing, your hourly win would be about $92.
Comparing thisto your investment of $225, you’ll compute a return on investment (ROI)
of 41% an hour.

It gets even better when you play online. 1n a 150 decision per hour game, you would
win about $545. Here, your ROI would be an amazing 242%.

| will present a couple more sample games so that you can see how Quick Strike Craps

performs. Each of these games, as well as the one we just discussed, are real games
played using Quick Strike Craps.
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Sample Game 2 Using Quick Strike Craps Strategy

No Observed Bet Where Bet | Bet Level QOutcome Net Won Cum Won

Decision Pattern Placed & Amount | of Bet Or Lost

NA
1 D S D 1-$5 W +5 +5
2 P S D 1-$5 L -5 -0-
3 P (0] D 2-$10 L -10 -10
4 D S P 3-$20 L -20 -30
5 P O P 4-$40 W +40 +10
6 D (0] D 2-$10 W +10 +20
7 P (0] P 1-$5 W +5 +25
8 P (0] D 1-$5 L -5 +20
9 D S P 2-$10 L -10 +10
10 D (0] P 3-$20 L -20 -10
11 P S D 4-$40 L -40 -50
12 D (0] D 5-$60 W +60 +10
13 D (0] P 3-$20 L -20 -10
14 P S D 4-$40 L -40 -50
15 D (0] D 5-$60 W +60 +10
16 P (0] P 3-$20 W +20 +30
17 P (0] D 1-$5 L -5 +25
18 D S P 2-$10 L -10 +15
19 D (0] P 3-$20 L -20 -5
20 D S D 4-$40 W +40 +35
21 D S D 2-$10 W +10 +45

Hereis adecision by decision explanation of how we played this game.

1. Without observing any prior decisions we always start a game betting the Same pattern
on D. Herewe bet S Pattern, on D at bet Level 1 for $5 and win.

2. Following awin, we continue without changing the bet pattern. We bet S Pattern on

D, again betting at Level 1, shown as*“1-$5.” P shows and our bet on D loses.

3. Following alosing wager, we change our betting pattern from the Same Pattern to the
Opposite Pattern and bet on D. We increase our bet to Level 2 and wager $10, shown as

“2-$10." A Pshows. Welosethe bet on D.
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4. Sincewe lost our last wager we change the betting pattern again, going back to the S
Pattern. Since observed decision 3 was P, we bet on P. We move our bet up one level to
alLevel 3 bet and bet $20 (3-$20). D shows and our bet on P loses.

5. Following aloss we change betting patterns and revert back to the O Pattern.
Since decision 4 was D, we bet opposite and wager on P. We bet $40 (4-$40) and win.

6. Since we won, we continue using the O Pattern and bet the opposite of the previous
outcome, wagering on D. Following a Betting Series Level 4 win, we drop to aLevel 2
bet and bet $10 (2-$10). We win the bet.

7. We continue using the O Pattern and bet opposite of the previous decision, wagering
on P. Following the Betting Series Level 2 win, we make aLevel 1 bet of $5 (1-$5) and
win.

8. Since we won we continue using the O Pattern and bet on D. We make aLevel 1 bet
of $5 and lose.

9. Following alosing bet, we change betting pattern. We change from the O Pattern to
the S Pattern and bet Same as the preceding bet this time, wagering on P. Sincewelost a
Level 1 bet we move up one level to aLevel 2 bet, betting $10 (2-$10). We lose the bet.

10. Following alosing wager, we change betting patterns and bet use the O Pattern this
play, placing awager on P. We move our bet up one level and bet $20 (3-$20), which
loses.

11. Following aloss, we change beting patterns again and bet Same Pattern betting on D.
We move our bet size up one level and make aLevel 4 bet of $40 (4-$40), which loses.

12. We again change betting patterns, changing from the S Pattern to the O Pattern. We
bet the opposite of observed decision 11 and bet on D. Our bet moves up to Level 5 and
we wager $60 (5-$60), which wins.

13. Since we won, we don’'t change betting patterns We continue to use the O Pattern

and we bet on P. Following aLevel 5win, we drop to aLevel 3 bet and bet $20 which
loses.
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14. Since we lost the wager we change betting patterns and go back to the S Pattern.
Betting same as the preceding observed decision we wager on D thistime. Following the
Level 3 bet loss, we make a Level 4 bet of $40 (4-$40) and lose.

15. Since we lost we change betting patterns. We now use the O Pattern and bet
Opposite of the observed decision of P, wagering on D. We make a Level 5 bet of $60
(5-$60) and win.

16. Following awin we continue with the current betting pattern of O and bet on P, the
opposite of the previous observed decision We make aLevel 3 bet of $20 (3-$20) and
win. Our cumulative win is now up to +30.

17. Sticking with the O Pattern we wager on D, making aLevel 1 bet of $5 (1-$5) which
loses.

18. Since we lost our bet we change our betting pattern to the Same Pattern and wager on
P. We make alLeve 2 bet of $10 (2-$10) and lose.

19. After alosing bet we change betting patterns going back to betting Opposite and
betting on P thistime. We make aLevel 3 bet of $20 (3-$20) and lose the bet.

20. Since we lost our bet we change patterns again. Using the Same Pattern, we wager
on D. Wemake aLevel 4 bet of $40 (4-$40) and win. Our cumulative win is now +35.

21. Since we won, we continue with the Same Pattern and bet Same as the previous
outcome, betting on D. We make a Level 2 bet of $10 (2-$10) and win. Our cumulative
winis+45 and we call the game over.

Sample Game 2 demonstrates how quickly alosing game can be turned into a winner
with Quick Strike Craps. After Decisionll, we had aloss of —-50. On the next decision
we turned thislossinto anet win of +10. By Decision 14 we had dropped back to aloss
of -50. However, from Decisions 15 to 21 we won four out of seven spinswhich was
enough to turn a $50 deficit into a $45 win.
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Let'stake alook at one more sample game. Seeif you can follow each play and
understand why we did what we did.

Sample Game 3 Using Quick Strike Craps Strategy

No Observed Bet Where Bet | Bet Level QOutcome Net Won Cum Won

Decision Pattern Placed & Amount | of Bet Or Lost

NA
1 P S D 1-$5 L -5 -5
2 P (0] D 2-$10 L -10 -15
3 D S P 3-$30 L -20 -35
4 D (0] P 4-$40 L -40 -75
5 D S D 5-$60 W +60 -15
6 P S D 3-$20 L -20 -35
7 D (0] D 4-$40 W +40 +5
8 P O P 2-$10 W +10 +15
9 P (0] D 1-$5 L -5 +10
10 D S P 2-$10 L -10 -0-
11 D 0] P 3-$20 L -20 -20
12 D S D 4-$40 W +40 +20
13 D S D 2-$10 W +10 +30
14 D S D 1-$5 W +5 +35
15 D S D 1-$5 W +5 +40

Sample Game 3 again demonstrates how quickly Quick Strike Craps recovers from loss
positions.

We lost the first four plays and by the end of Decision 4 we had aloss of —75. Our loss
turned positive by the end of Decision 7 and with the exception of Decision 11, stayed
positive the remainder of the game. Four consecutive wins on Decisions 12 through 15
quickly wrapped up this game with another win.

Y ou should understand how to use Quick Strike Craps before proceeding further. Inthe
next chapter we will add money management rules to the playing strategy.
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The Player’s Bankroll

Y our bankrall isthe amount of money you bring with you for gambling. Without it you
can't even start the game.  If you lose your bankroll, the game is over. The object of
gambling should be to increase your bankroll. | defineincrease asto leave the areawhere
you have been gambling with more money than you came with when you began the
gambling excursion.

If your major objectiveisto leave with more money than you started, then a corollary
objective must be to not lose all of your money. In between these two objectives of not
losing everything and leaving awinner, | have developed a number of rulesto help me
achieve my two magjor objectives.

First, let's consider the "not losing” side of the equation. It isactually easier to not lose at
gambling thantowin. Thisoneiseasy. In order not to lose at gambling, you don't gamble
at al. If you have $100 and want to keep it, just don't gamble to begin with.

This approach sort of defeats the purpose of trying to learn how to win at craps. It ismore
than alittle cynical to state that if you don't want to lose at craps, then don't play. However,
there are anumber of precautions we can take to never lose our bankrolls and still be in the
game.

Perhaps the first thing to do isto decide that it isimportant to you to never lose every single
cent on you in any single gambling contest. | don't know how you reach this conclusion,
but if you decide to agree with me that it isimportant not to lose all of your bankroll in any
single gambling excursion, then it is easier to learn to apply some rules | am going to show
you to prevent this from ever occurring.

First, | have to convince you that losing al of your gambling bankroll in asingle session, or
even during one casino excursion, isabad idea. Perhaps the main reason that losing all of
your bankroll isabad ideaisthat it feelsbad. Or rather, you feel bad. Itissimply bad
psychology to lose all of your money in agambling contest.

| know al the statements that you can make to rationalize that it isal right to lose a sum of
money brought exclusively for gambling.
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"It's OK to lose because it's my gambling money."
"l don't plan to win anyway."
"What the heck, it's only money."

Notwithstanding these statements, trust me for amoment that losing all of your gambling
money isabad idea. Maybe | can convince you if | tell you that not losing isthe first step
to becoming awinner. Let me give you an example.

Y ou have just come off atable with ahot roll with an additional $2,700. Areyou a
winner? Answering this question depends on a number of factors, not the least of whichis
"how much have you lost before winning?' It you have only lost $500 prior to thiswin,
then you are definitely awinner. If you have lost $6,000 prior to this session, you are still
inthe hole.

Thisisasmplistic example, but it will serve to make apoint. When you are gambling,
controlling your money is the key to winning. Of course knowledge of the gameis
important. Strategy isimportant. Self-disciplineisimportant. But theway | look at it, if
you are knowledgeable and use planned strategies and employ sdalf-discipline, theniitis
impossible not to control the amount of money used for gambling.

Controlling your bankroll for long-term play means bringing alarge enough bankroll to
outlast the inevitable lengthy losing periods.

The most important thing you can do with your gambling bankroll isto divideit up into
smaller bankrolls. Each of these smaller bankrollswill be used for one session, whichis

typically played during a set period of time, or even at asingle table.

Theideabehind thisisto give you severa opportunitiesto develop some winnings without
being overexposed to losses during any single session.

It isalso part of our strategy for controlling losses and preserving our bankrolls.

Using smaller bankrolls aso will allow you to accept losses. If you are playing with $300
at atable and have lost half of it, it is not too difficult to walk away with a$150 loss. But
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what if you are playing with $3,000 at atime? Y ou will belesslikely to walk away with a
$1,500 loss even though we are talking about the same concept.

Game bankrolls (I use the terms "game bankrolls' and buy-ins interchangeably) do more
than allow you to accept smaller losses. They aso become an important part of your plan to
take some of the casino's money and run. By splitting your gambling bankroll into smaller
game bankrolls, you will have several shots at the casino's bankroll with limited risk on
each try. Meanwhile, you will never give the casino asingle shot at winning all of your
bankroll.

Using game bankrolls helps control the emotional aspect of gambling. When you lose a
portion of asmaller bankrall, it isfairly easy to take a break, change tables or even stop for
theday. After all, winning at gambling isall about controlling emotions.

Game bankrolls can act like guides and tell us when to take a break from alosing session,
or on a happier note, when to take our winnings and run.

Game bankrolls can be any size within certain limits. Our objective in setting the size of
your buy-in isto have alarge enough bankroll to have areasonable chance of winning, but
not so large that we jeopardize our gambling bankroll.

For atypical casino excursion, you should divide your bankroll into at least five game
bankrolls.

Another way of stating thisisthat your total bankroll should generally be at least five times
the size of your Game Bankraoll.

Because of Quick Start Craps high win rate you will only need atotal bankroll three times
the size of your Game Bankrall.

Y ou can approach determining the size of your total bankroll several different ways. Here
are afew of the acceptable approaches:

1. Determine your optimal starting bet level. The size of your Game Bankroll is directly

related to the betting level you chose. Once you know *“how you want to play” you can
easily determine how much money you need to play at thislevel.
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2. Base the size of your bankroll on the minimum bets allowed where you play craps.

3. Set aside a certain amount of money for gambling and then determine which level of
play best fits your comfort level.

4. Useacombination of all of these rulesto decide on your bankroll.

Your level of play determines your bankroll. | usually liketo start my play with at least a
$500 buy-in. With this size of session, | will use the betting progressions and levels of play
set up for $10 minimum bets.

While most of my examples of games played entail using a buy-in of $225, the amount
needed for $5 minimum bets, Quick Strike Craps can be adapted to just about any level of

play.

If you can find atable with minimum bets of one dollar, (which are common online) you
will only need a Game Bankroll of $45 and atotal bankroll of $135.

Building Your Bankroall
| recommend that you start with $1 minimum tables when playing online and $5to $10
tablesin land-based casinos.

Wherever you start, be sure that you meet the minimum bankroll requirements | am
recommending.

Casinos are masters of illuson. They can create an aura of self confidence not supported by
reality. Itisnot unusua for gamblers, under the casino's spell, to think they are doing pretty
well, and to be aimost shocked when they finally realize that they have lost most of their
money.

The following tables summarizes minimum bets, Game Bankrolls and Total Bankroll for
games played with minimum bets from $1 to $1,000.
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Quick Strike Craps Bankroll Requirements

Minimum Bet Game Bankroll Total Bankroll
$1 $45 $135

$2 $90 $270

$3 $135 $405

$5 $225 $675

$8 $360 $1,080
$10 $450 $1,350
$15 $675 $2,025
$20 $900 $2,700
$25 $1,125 $3,375
$35 $1,575 $4,725
$50 $2,250 $6,750
$75 $3,375 $10,125
$100 $4,500 $13,500
$200 $9,000 $27,000
$300 $13.500 $40,500
$400 $18,000 $54,000
$500 $22,500 $67,500
$750 $33,750 $101,250
$1,000 $45,000 $135,000
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The Power of Using High Probability Profit Goals

We have covered the concepts of Game Bankrolls and Total Bankrolls. Using these
predefined bankroll levels accomplishes a couple of things:

1. They set realistic minimum amounts of money you will need to play the system and
they

2. Act asthe ultimate Loss Limits when you use this strategy.

The Game Bankroll is the amount of bankroll you will use to play a game of craps using
the Quick Strike Craps Strategy.

When you first start agame, it is the amount of money you will convert from cash to
chips.

The amount of your Game Bankroll is determined by the Betting Series you are using.
The following table shows the bets for different levels of play using Quick Strike Craps.

This table shows very clearly the relationship between the level of betting and the size of
the Game Bankroll.

Let'stake alook at the betting series for $5 minimum bets. The betsin thisseriesare 5
10 20 40 60 and 80, totaling $215. The Game Bankroll is $225, which is enough to allow
for losing every single bet in the betting series.

If you look at every level of betting you will seethat in every case the amount used as the
Game Bankroll isjust slightly more than the amount you would need if you lose every
single bet with no winning bets.

However, losing al of the betsin the betting seriesis not likely to occur. In the next

chapter I'll give you the results of 4,440 craps games and you will see how unlikely
losses really are.
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Quick Strike Craps Bets for Each Level of Play

Min Bet | Buy-in Levels
1 2 3 4 5 6

If Win 1 1 1 2 3 4

Goto>
$1 $45 1 2 4 8 12 16
$2 $90 2 4 8 16 24 32
$3 $135 3 6 12 24 36 48
$5 $225 5 10 20 40 60 80
$8 $360 8 16 32 64 96 128
$10 $450 10 20 40 80 120 160
$15 $675 15 30 60 120 180 240
$20 $900 20 40 80 160 240 320
$25 $1,125 25 50 100 200 300 400
$35 $1,575 35 70 140 280 420 560
$50 $2,250 50 100 200 400 600 800
$75 $3,375 75 150 300 600 900 1000
$100 $4,500 100 200 400 800 1200 1600
$200 $9,000 200 400 800 1600 2400 3200
$300 $13,500 300 600 1200 2400 3600 4800
$400 $18,000 400 800 1600 3200 4800 6400
$500 $22,500 500 1000 2000 4000 6000 8000
$750 $33,750 750 1500 3000 6000 9000 12000
$1,000 $45,000 1000 2000 4000 8000 12000 16000

But, here | am not talking likelihood; | am talking about levels of money. And, to play
this strategy correctly you need to buy in, or convert enough cash to chips to cover the
loss of every single wager in the betting series.

Used this way, your Game Bankroll also acts asa Loss Limit for any game. Y ou know
going in that you can never lose more than the amount of your Game Bankroll.

If thisall sounds very negative, it realy isn't. You will discover just how infrequently
losses occur. However, you do need to be prepared for the unlikely occurrence of aloss.

Now for a happier note. Since we are going to limit losses to the amount of our Game
Bankroll, we are also going to set a profit goal for each game.

Thisisimportant for several reasons:
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1. Having a profit goal gives us aknowable reason to call agame over.

2. Using profit goals allows us to keep games short so that we are always utilizing the
“Quick Strike” approach.

3. Having aprofit goal gives us away to know when to lock up profits, even if we decide
to keep playing.

In short, using a Profit Goal becomes another very important tool in beating the casinos.
Y ou can think of it thisway —

The casino isvulnerable in that it has to offer its games virtually 24 hours aday to all
comers.

When we use a profit goal correctly we have a weapon where we can strike the casino for
quick wins, pull off and then strike again, anytime we feel likeit.

Many gamblers have very unrealistic ideas about how much they should win. Most
gamblerswould at |east like to double their money and some would never set any upper
[imit on how much they can win.

However, this approach to gambling is usually not the best way to play if you want to
win. | recall reading years ago a maxim about the stock market saying that a tree does
not grow to heaven. This means that even if stocks have been rising and rising, don’t
think for a minute that they will alwaysrise. Tree don’t grow to heaven and stocks don’t
rise forever!

The smart stock trader will take some of his profits out of the game as his winnings grow.

We will use the same approach with craps play. Our tool is called the High Probability
Profit Goal (HPPG Target).

If is defined as a number of units where aunit is equal to the size of the minimum bet you
are using.
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The HPPG Target is computed as:
The Minimum Bet x 8 = the HPPG for your level of play.

If you are using the $5 betting series, which | have used in the examples so far, your
HPPG will be $5 x 8 = $40.

If you are using $10 as your minimum bet, your HPPG will be $10 x 8 = $80.
In gambling parlance, you are looking for awin equal to eight of your betting units.
Setting a profit goal or atarget win isfairly common for gambling systems.

However, Quick Strike Craps has several advantages over other gambling systems using
atarget win. These advantages are:

1. You will reach your target win or HPPG very quickly using Quick Strike Craps.

2. The probably of reaching hitting your HPPG in agiven game isvery high. Inlong-
term testing we averaged winning 97.50% of our games.

3. With its high win rate and its ability to quickly reach its HPPG, there is no reason to
quick playing after you reach your HPPG.

Most other gambling strategies which use win or profits goals advocate after you reach
your win or profit goal you consider asession finished. Thus, if you win goal istowin
eight units, once you do so you should quit playing.

Most of these strategies recommend playing no more than two to three sessions a day.

S0, you upside with other systems might be three winning sessions a day, with atotal win
of 24 units.

As a$5 bettor a 24 unit win is worth $120.

Thiswould be your daily goal using many other gambling strategies.
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With Quick Strike Craps, you can do much better than this. While your can always quit
after reaching your HPPG, you don’t have to.

Instead of quitting after your reach your HPPG, you can lock up your profits and keep on
playing!

With this approach you can win much more per day than a person playing for three
winning sessions per day.

A $5 bettor playing for three 8-unit wins per day would be shooting for awin worth
$120.

With Quick Strike Craps, if you play craps for five hours in aland-based casino, you can
easily pull in ten winning sessions, worth $400.

Here' s how you do this.

Each time you hit your HPPG, you will remove the chips representing your HPPG
amount from play.

Y ou don’t have to remove them from the chip rail. | usually place them off to the right of
the rail with my remaining playing chips kept on the left side. By doing this| have

removed these chips from play.

After removing these chips | start a new game of play. | don't have to leave the table or
even skip a craps decision.

What | do issimply reset the strategy to its starting position.

| will start with making athe minimum bet in the betting seriesjust asif | wasjust
starting a game.

And, | will use the same starting position | recommended you use to start agame. You
will use the Same Pattern and make a bet on Don’t Pass to start a new game.
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This procedure of removing the chips representing your HPPG from play and resetting
your play to start over is called the Reset, Lock-up Procedure or RLUP.

While thisisvery easy to do, using it will give you an edge that no other craps system
has.

Y ou will have a predefined way to capture profits and then lock them up, while be able to
continue playing with no risk that you will ever lose your profits.

Thisisavery powerful way to play and it will let you rack up sizable winsin arelaxed
and controlled manner.

The following table shows the relationship between your minimum bets, Game Bankraoll
and HPPGs.

Quick Strike Crap Bankroll Levels and HPPGs

Game
Minimum Bets | Bankroll HPPG Goal Total Bankroll
$1 $45 $8 $135
$2 $90 $16 $270
$3 $135 $24 $405
$5 $225 $40 $675
$8 $360 $64 $1,080
$10 $450 $80 $1,350
$15 $675 $120 $2,025
$20 $900 $160 $2,700
$25 $1,125 $200 $3,375
$35 $1,575 $280 $4,725
$50 $2,250 $400 $6,750
$75 $3,375 $600 $10,125
$100 $4,500 $800 $13,500
$200 $9,000 $1600 $27,000
$300 $13.500 $2400 $40,500
$400 $18,000 $3200 $54,000
$500 $22,500 $4000 $67,500
$750 $33,750 $6000 $101,250
$1,000 $45,000 $8000 $135,000
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Keeping Track of Your Play With Chips

Y ou have seen the complete Quick Strike Strategy presented using tables to track each
bet.

When you are playing crapsin acasino you won't need to use paper and pencil to track
where you are. When | play | use a simple chip placement system which helps me keep
track of my bets.

| will show you how to use chips for making $5 bets, the same level of play | have used
in the previous examples. These same methods can be use regardless of your level of

play.

As a$5 bettor | will be using the following QS Betting Series, which requires a buy-in of
$225:

QSBetsUsing $5 Minimum Bets

Leve 1 2 3 4 5 6
Bet $5 $10 $20 | $40 | $60 $80
If Win 1 1 1 2 3 4
Return to

When | start agame | will buy in for $250 to $300 depending on my mood and the cash |
have on me. When | convert my cash to chips | will ask for five dollarsin one-dollar
valued chips. Even though the betting series for $5 bets doesn’t have any bets requiring
$1 chips | will need these chips for keeping track of my bets.

Every craps table has two rails on the tops of the walls of the craps table where players
can keep their chips. We are going to use the positions in these rails to keep track of our

play.
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Theserail positions will be used as follows:

Position 1 2 3

Far Rail Tracking Chipsntin Chips Locked up

F used from winnings

Near Rail Playing Chips Chips Used to Track | Chips Used to Track

N Level of Bet (Bet Betting Pattern
Level Chips) (Pattern Chips)

When start play you will place five $1 chips and one $5 chip in the upper Far Rail in the
left-hand position, shown as F-1 above. Y ou will place the rest of your chipsin the left-
hand position of the near rail, N-1.

Before you start play, your chipswill look like this:

Position 1 2 3
Far Rail 5 - $1 Chips

F 2 - $5 Chips

Near Rail Remainder of Chips

N (Playing Chips)

The positions shown above are your pre-game positions. Once the game is under way
you will always have chipsin positions N-2 and N-3 tracking the level of your bets and
your betting pattern.

For tracking purposes our tracking chips will have dual meanings.

ChipsPlaced in N-2: Bet Level Chips: The only chips placed here are chips used to
represent the level of your bet. A $1 chip represents alevel one bet, while three $1 chips
represents alevel three bet. A $5 chip and a$1 chip indicates alevel 6 bet. When chips
are placed in this spot we are interested in their numerical valueto tell usthe level of bet
we are currently making.

If we see avalue of 3inthe Bet Level Chip spot, we know that our current bet isa Level-
3 bet of $20.
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If we see avalue of 6 in the Bet Level Chip spot, we immediately know that our current
bet is aLevel-6 bet of $80.

We will place tracking chips equal to the betting level in the Bet Level Chip spot as soon
aswe make the bet. Thisis most important after we have won or lost abet. Let's say we
just lost abet. If we see chips valued three from the previous decision we know that we
must go to a Level-4 bet, represented by chips valued at four for the next wager.

Conversely if we win the bet and we see chips valued three from the previous decision
we know that on the next round we will reduce the level of our bet to a Level-1 bet.

We are simply letting the value of chips placed in the Bet Level Chip tracking spot keep a
history for us of your previous bet.

ChipsPlaced in N-3: Betting Pattern Chips: Let’'s take alook at how we use the right-
hand N-3 position.

This position is used to track the betting pattern we are using. Here a $1 chip will
represent the Opposite Pattern (betting the opposite of the previous observed decision)
and a $5 chip will represent the Same Pattern (betting the same as the previous observed
decision).

If weuse O to represent a$1 chip and @ to represent a $5 chip, then we have:
O = Same Peattern

® = Opposite Pattern

We will always start a game by making a Level-1 bet on Don’t Pass, using the Same
Pattern.

Using chips, we represent thiswager in thefirst rail as follows
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1 2 3
Level of Bet Betting Pattern
Near Rail Remainder of Chips | $1 o
N (Playing Chips)

At aglance we can see that we are making a Level-1 bet using the Same Pattern.

Let’s assume our bet wins.

Since we are making a Level-1 bet we will continue to bet at this level. Since our bet won
we will not change our betting pattern. In this scenario, our positions for next bet will be
the same as for the first bet.

Now, let’s see what happens if we lose the next bet.

If we lose the next bet we will have to increase our bet onelevel. We will place another
$1 chip in the N-2 spot so that we now have $2 in N-2, representing aLevel-2 wager.

Since we lost the previous bet, we will change betting patterns from the Same (O) to the

Opposite Pattern (@).

Here' swhat our chips will look like before we make the next bet:

1 2 3
Level of Bet Betting Pattern
Near Rail Remainder of Chips | $2 °
N (Playing Chips)

If we win this bet we will change our bet level from aLevel-2 bet to aLevel-1 wager.
With awin, the betting pattern doesn’t change. After awin, our chipswill look like this:
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1 2 3
Level of Bet Betting Pattern

Near Rail Remainder of Chips | $1

N (Playing Chips) ®

Let’s assume that we lost the Level-2 wager instead of winning it. We will raise our bet
one level, from Level-2 to Level-3. In addition, since we lost the bet we will change the
betting pattern from betting opposite to betting same. Before the next wager, the chipsin
therail will look like this:

1 2 3
Level of Bet Betting Pattern
Near Rail Remainder of Chips | $3 o
N (Playing Chips)

Below is Sample Game 1 presented earlier, now shown with three columns added at the
right representing the three positions used in the near nail to track each bet. The chipsin
the rail represent how the tracking chips will be placed after each round of play as the set
up for the next round of play.
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Sample Game 1 Using Quick Strike Craps Strategy

No | Observed | Bet Where Bet Level | Outcome | Net Cum Chipsinrail before
Decision | Pattern | Bet & of Bet Won Or | Won next round of bets
Placed Amount Lost 1 2 3
Set Up 1 o
1 P S D 1-$5 L -5 -5 2 °
2 P (0] D 2-$10 L -10 -15 3 o
3 D S P 3-$20 L -20 -35 4 °
4 P (@] P 4-$40 W +40 +5 2 °
5 P (0] D 2-$10 L -10 -5 3 o
6 P S P 3-$20 w +20 +15 1 o
7 P S P 1-$5 W +5 +20 1 o
8 P S P 1-$5 W +5 +25 1 o
9 D S P 1-$5 L -5 +20 2 °
10 P 0] P 2-$10 W +10 +30 1 °
11 P 0] D 1-$5 L -5 +25 2 o
12 P S P 2-$10 w +10 +35 1 o
13 P S P 1-$5 W +5 +40 1 o

The easiest way to learn how to use this tracking system is to use some poker chipsto
track your play while playing a practice game. If you have accessto a craps table you
can practice on it, or play online in practice mode and use poker chips to track each play.

When you play in a casino you can take a Quick Strike Pocket Card with you.

Before playing you should fill in the amounts of the bet you will use so that you can refer
to the card for each wager.

Below isablank Quick Strike Craps Playing Card:
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Blank Quick Strike Craps Pocket Card

Quick Strike Craps Pocket Card
Bet Same as preceding until loss,
then bet O until Loss.

Chips. Left=0, Right=S
Buy-in 80 = $300. TP = $40

L evel 1|2 3 4 5 6

Bet

If Win 101 1 2 3 4
Return
to

Tracking Chips Placed in Rail
Get $10 in $1 chipsfor tracking

Left Chip Stack: All chips. They can be
segregated into Buy-in and Win Pile.

Middle Chip Stack: Use $1 chipsto track bets.

Example: Making Bet One = 1 chip,
Bet 2= 2 chips

Right Chips: Bet Pattern: $5 = Same
$1 = Opposite

Quick Strike Craps Pocket Card Set Up

For $5 Betting

Quick Strike Craps Pocket Card
Bet Same as preceding until loss,
then bet O until Loss.

Chips. Left=0, Right=S
Buy-in 80 = $300. TP = $40

L evel 112 3 4 5 6

Bet 5 10| 20 | 40 | 60 | 80

If Win 111 1 2 3 4
Return
to

Tracking Chips Placed in Rail
Get $10 in $1 chipsfor tracking

Left Chip Stack: All chips. They can be
segregated into Buy-in and Win Pile.

Middle Chip Stack: Use $1 chipsto track bets.

Example: Making Bet One = 1 chip,
Bet 2= 2 chips

Right Chips: Bet Pattern: $5 = Same
$1 = Opposite

Quick Strike Craps
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The Power of Using Quick Strike Craps
As a$5 bettor you can easily win an average of $62 an hour playing craps in aland-based
casino. In afaster online game you will clear an average of $311 an hour in profits using

the Quick Strike Craps Strategy.

Move up to making $25 minimum bets and you can clear $311 an hour in land-based play
and $1,556 an hour playing online.

The table below summarizes some of the hour rate wins using Quick Strike Craps.

Win rate are shown by the speed of the game. Asyou can see, the faster the game, the
higher the hourly winnings.

Games played at 30 to 50 decisions per hour are appropriate for craps games played in
“brick and mortar” casinos. Theterm “decisions’ is not the number of dice rolls but the

number of pass line—don’t pass decisions per hour.

With online play you will see games with 100 to 200 decisions per hour.

Hourly Win Rates for Quick Strike Craps

Rolls per Hour $5Bets $10Bets  $25Bets $50 Bets $100 Bets
30 decisions per hour $62 $124 $311 622 1240
50 decisions per hour 104 207 519 1037 2074
100 decisions per hour 208 415 1037 2074 4148
150 decisions per hour 311 622 1556 3110 6222
200 decisions per hour 415 830 2074 4148 8296

Asyou can see Quick Strike Crapsisastrong performer. If we only consider play at a
30-decisions per hour rate, we see that once we move up to making $25 base bets, we
will easily exceed $300 an hour in winnings. It isno unredlistic at thislevel of play to
make $1,000 a day playing craps alittle over three hours a day.
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Online play wins much higher amounts per hour than land-based play. Consider play at
150 decisions per hour. At thisrate of speed a $5 bettor can make more than $300 an
hour. A $25 bettor in a 150-decision per hour game, will clear more than $1,500 an hour
in profits.

All of these amounts are based on keeping records of play in both land-based and online
Craps games.

Over the past nine months my associates and | completed 4,440 games using Quick
Strike Craps.

While we played a variety of betting levels, ranging from making $1 bets to $200 wagers,
| have converted all of our play to the equivalent of making $5 minimum bets so the all of

the information derived from different levels of play is comparable.

The following table shows the results of 4,440 games played using the Quick Strike
Craps Strategy:

Summary of Games Played Using Quick Strike Craps

Total Games 4,440
Games Won 4,329
Games Lost 111
Win Rate 97.50%
Total Number of Craps Decisions 72,261
Net Won $149,850
Average Winnings per craps decision $2.0737
$149,850/72,261 =

Total Won excluding losing games $173,250
Number of Winning Games 4329
Average Winnings per winning game $40.02
$173,250/4329 =

Average Win for All Games $149,850/4440 $33.75
Average Loss per losing game $225

Quick StrikeCraps  © 2010 Silverthorne Publications  All Rights Reserved

128



Average Length of a Game (Craps decisions) 16.275
Average Time Length of Game in Minutes:

Land-based game (played at 30 decisions per 33 minutes
hour)

Online Game (played at 150 decisions per hour) 6.5 minutes

We won 4,329 games out of 4,440 games played, for a 97.50% win rate.
Another way of stating thisisthat we lost one game for every forty games played.

Thisis an extraordinarily high win rate and is another one of the reasons that this strategy
is such a powerhouse.

A very important number derived from this play is the Average Winnings per Craps
Decision of $2.0737.

Thisisthe average amount won per pass line-don’t pass decision over 72,261 recorded
decisions, played using $5 base bets

This number is more important then the win rate because it reflects both winning and
losing games.

In other words, the Average Winnings per Decision of $2.0737 is the net amount you can
expect to win per pass line- don't pass decision as a $5 bettor.

Because thisis a net number it can be used for forecasting expected winnings at different
levels of play.

The table below shows the win rates per craps decisions for different levels of play:
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Average Win Rate per Level of Play

Minimum Total Average Won
Bet Buy-in Bankrall per Decision
$1 $45 $135 0.4148
$2 $90 $270 0.8296
$3 $135 $405 1.2444
$5 $225 $675 2.074
$8 $360 $1,080 3.3184
$10 $450 $1,350 4.140
$15 $675 $2,025 6.222
$20 $900 $2,700 8.296
$25 $1,125 $3,375 10.370
$35 $1,575 $4,725 14.518
$50 $2,250 $6,750 20.740
$75 $3,375 $10,125 31.1141
$100 $4,500 $13,500 41.480
$200 $9,000 $27,000 82.960
$300 $13.500 $40,500 124.44
$400 $18,000 $54,000 165.92
$500 $22,500 $67,500 207.40
$750 $33,750 $101,250 311.10
$1,000 $45,000 $135,000 414.80

This table clearly shows the relation between the level of play and the amount you can

expect to win per dice decision.

As a $5 bettor, you will win $2.074 per decision.

As a$10 bettor, you will win at twice this rate, or at $.140 per decision.

As a $25 bettor, your win rate will be five time the rate of a $5 bettor, or $10.370 per

decision.

With the ability to forecast the new winnings per dice decision for any level of play, we
can take the next step and forecast how much we will win at different game speeds.

Quick Strike Craps
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For example, as a $5 bettor, we will net $2.074 per dice decision. In aland-based game,
played at thirty decisions per hour, we can expect to win 30 x 2.074 or $62.22 per hour.

At the same level of play we will win faster in a online game since the gameis played at
afaster rate.

If we assume an online gameis played at 150 decisions per hour, then as a $5 bettor, we
can computer: 150 decisions per hour x $2.74 won per decision = $311.10 hourly win
rate.

The following table shows realistic net hourly winnings for games played in land-based
casinos, at 30 decisions per hour and online craps games, played at 150 decisions per

hour.

Hourly Winnings In Land-Based and Online Craps Games

Average Land-based Hourly | Online Hourly
Minimum Total Won per Winnings (30 Winnings (150
Bet Buy-in Bankroll Decision decisions per hr.) decisions per hr.
$1 $45 $135 0.4148 $12.44 $62.22
$2 $90 $270 0.8296 24.88 124.44
$3 $135 $405 1.2444 37.33 186.66
$5 $225 $675 2.074 62.22 311.10
$8 $360 $1,080 3.3184 99.55 497.76
$10 $450 $1,350 4.140 124.44 621.00
$15 $675 $2,025 6.222 186.66 933.30
$20 $900 $2,700 8.296 248.88 1244.40
$25 $1,125 | $3,375 10.370 311.10 1555.50
$35 $1,575 | $4,725 14.518 435.54 2177.70
$50 $2,250 | $6,750 20.740 622.20 3111.00
$75 $3,375 | $10,125 31.1141 933.42 4667.12
$100 $4,500 | $13,500 41.480 1244.40 6222.00
$200 $9,000 | $27,000 82.960 2488.80 12444.00
$300 $13.500 | $40,500 124.44 3733.20 18666.00
$400 $18,000 | $54,000 165.92 4977.60 24888.00
$500 $22,500 | $67,500 207.40 6222.00 31111.00
$750 $33,750 | $101,250 311.10 9333.00 46665.00
$1,000 $45,000 | $135,000 414.80 12444.00 62220.00

Interpreting this table is very straightforward.
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It shows expected new hourly winnings for games played in either land-based or online
casinos.

Let'stake alook at what a $100 bettor can expect.

In aland-based casino, a play making $100 minimum bets will average making $1,244 an
hour.

If you want to turn craps into avery high source of cash, thisisthe level where you wan
to play.

Play ten hours aweek and you will bring in $12,440 a week.

Put in twenty hours of play and you will bring in $24,888 a week.
There aren’t many careers | know of that offer such high rewards.

Y ou can accomplish the same winnings online as a $20 bettor.

As a $20 bettor playing online you will average making $1244 an hour.
Put in ten hours aweek playing and you will bring in $12,440 a week.

Work half time with twenty-hour work weeks and you will rake in a cool $24,888 a
week!
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Player Decisions

There are a number of decisions you can make in becoming a Quick Strike Craps player.
Y ou must decide where to play and whether you will tip or not.

Y ou will also need to make decisions on setting up and using acasino credit line aswell as
having your play rated. How you handle these situations can have a great bearing on your
long-term success as awinning gambler.

Picking whereyou play

Y our first choice in deciding to become a craps winner is deciding where to play. | rate
casinos on several different aspects. My first concern is whether the casino offers games
that | find playable.

Every casino sets minimum and maximum bets for its table games. Typical minimum and
maximum bets for craps games offered by small casinos might be $5 minimum bets and
$500 maximum bets. These limits will be acceptable for 90% of the players using the
Quick Strike Craps . But afew players may require higher betting limits.
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A moretypical problem faces playersin casinos which set minimum betstoo high. Many
East Coast casinos as well as high end casinos on the Las VVegas Strip, set their minimum
craps bets at $10.

Many casinos will change their minimum wagers depending on the time of day and day of
the week. Minimum bets are raised in the evenings and on weekends. If you arean
Atlantic City player looking for tables with lower minimum bets, you will find more craps
tables with lower minimums if you play during the week instead of on weekends.

Besidestable limits, | aso consider the atmosphere of acasino. | absolutely refuse to play
in casnos with rude dedlers. | can tolerate dow deders, dealers still in training and dealers
who don't talk much. But | refuse to put up with dealers who make sarcastic remarks to
other playersor criticizemy play. Lifeistoo short. Change tables or, if necessary, change
casinos.

Fortunately, most persons working in casinos are reasonabl e people and problematic
dealers are not seen too often.

Some casinos have other annoying quirks. Can you tolerate alot of smoke? Some casinos
have poor ventilation systems so that adull cloud of smoke seems to permeate the casino
area. If thisbothersyou, don't play there.

Other casinos are dirty or have crowded, uncomfortable playing conditions. For severa
years there was a casino less than ten minutes from my house where | absolutely refused to
play because the place resembled a dump (it has been updated and is now acceptable).

These are choices you must make. If you play in Las Vegas, you have just about every
choice you can imagine available. 1f you want to play in areal craps players joint, try
Binion's Horseshoe downtown. Would you like somereal elegance? Youll likethe
Venetian or Bellagio's.

Onething | don't do is discuss my system whilel play. Some dealers will comment on it;
most don't. Y ou may get questions from other players. If you decide to discuss your
system, keep it Simple. Y ou might state that you like to place the inside numbers, and you
vary your bets depending on how the tableis going. Y ou might add that sometimes you
will leave your place bets up longer, especially if you feel lucky. But that's enough.
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If you start talking about the system, you will undoubtedly lose your concentration. In
addition, it isalmost agiven that if you are trying to demonstrate the system to someone,
you are going to have aloss. Call it bad luck or bad karma, but you can believe that
discussing the system while you are playing is not a good idea.

Tipping

If you don't like to tip, most international play will suit you fine. Most casinosin Asia,
Europe and Commonwealth countries like England, Australiaand New Zealand forbid
tipping the dealers.

Inthe U.S. you redlly have no choice but to tip. Many players refuse to tip, arguing that
tips come right off their bottom line. | can't argue with thelogic, but | will question the
results of ano-tipping policy.

| personally have a great deal of respect for most casino personnel and especially deders. |
enjoy tipping them in exchange for good service, and onceit is established that | am a
"George" (dang for agood tipper), the level of service increases appreciably.

When | tip, | never just give the dedler thetip. | only tip by making bets for the deadler.
Most craps players make proposition bets for the dealers, like throwing a $1 chip on one of
the hardways and announcing "For the boys."

| tip by making afront line (pass line) bet for the dealersif the dice have been passing. The
dealers appreciate this type of wager as they realize that they are much more likely to win
the wager and get the tip with an even money wager than one with high odds against it.

Having a dealer on your side can make agreat deal of difference in afast game like craps.
Most dealers will figure out your betting pattern after you have made afew bets. Y ou may
forget to make your place bets, and the dealer will remind you, especidly if you have
tipped him.

Act likea gambler

Play like aloser. If you arein aprolonged winning streak, don't rub it in the casino's face
by continuing to play at the sametable. If you do, make sure that you consistently make the
kinds of moves which will throw the pit off. Occasionaly make erratic playsthat vary
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from Quick Strike Craps. But your best ploy is not to overstay your welcome, especialy if
you are winning abundle.

If you have a nice win and a floorman comments on it, you can casually mention that you
dropped abundle at blackjack last night and you are still not close to even. But don't do
thisif you never play blackjack. Make your story plausible.

Hide Chips
Asawinning player, you will want to look for ways to disguise the amount you are
winning. The easiest way to do thisis to pocket chips.

Thisis harder to accomplish if you are playing aone, and is easiest to accomplish if you
have a playing partner.

How to Survive and Prosper as a Professional Gambler, published by Silverthorne
Publications, has some excellent suggestions on chip hiding routines. With afemale
accomplice, it iseasy to dip chipsto her and let her hide them in her purse. Sometimes my
wife carries a shopping bag with her, which isagreat place to stash chips and offers
additiona cover to help uslook like apair of happy, typical tourists.

If you are ablack chip player, you are better off hiding green chips, as the bosses are more
concerned with watching your stack of black chips. If you commonly wager $500 or more,
then you can get away with hiding $100 chips, but don't try to stash the $500 chips asthe
bosses may catch on.

Play for Cash or on Credit?

There are many advantages to establishing credit with several casinos. Once you have
established credit, it is there any time you want to use it. Y ou don't have to carry cash,
arrange for wire transfers or try to talk casinosinto cashing checks. Y ou generaly will not
be able to even cash a cashier's check in acasino until it has been verified. If you show up
on a Saturday hoping to cash a cashier's check, you will be out of luck until your bank
reopens on Monday and can verify the check.

Another advantage to establishing credit is that when you use casino credit, you get to sign

markers at the table. Y ou will look like agambler, since most gamblers who play with
black chips have casino credit lines.
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I'll let you in on adirty secret. Casinos are not in the businessof loaning money to
gamblers, a least not now. If you have abad gambling habit and aweak bank account,
your locd friendly loan shark is more likely to accommodate you than your not-so-friendly
casino.

When you establish a credit line, the casino is agreeing to advance you no more than the
average balance in your checking account for the last six months.

Y our creditworthiness has nothing to do with getting casino credit. These guysdon't care
whether you are employed, just filed for bankruptcy or are dodging your other creditors.
Casino credit is based on how much bread you keep in your checking account.

Do you fed alittle better about the high rollers signing the markers? They are signing
magnetically coded checks which can be run through their checking accounts. Normally
markers are not handled this way as the casino prefers to be paid by check, but if necessary,
the casino markers can and will be deposited by the casino and will be presented for
payment at your bank just like any other check you have written.

If you are ablack chip player, casino credit is amost mandatory unless you want to carry a
large amount of cash with you, which | don't recommend. If you know where you will be
playing, you can arrange to have cash deposited with the casino cashier and sign markers
against your own front money on deposit with the casino.

Rated Players

Once you start playing with green or black chips, you are going to be asked by afloorman
if you want to berated. Many novice counters resent the intrusion of afloorman and
answer evasively or even negatively. Thisisabig mistake. By rating your play, the casino
is evaluating your ability to receive comps or freebies from the casno. Comps can realy
add to your bottom line and can be very profitable once you learn to play the comp game.
Another reason to become rated is that being rated and receiving comps from the casino is
what gamblers normally do. And you want to look like just another gambler.

Even if you are alow to mid-range player and want to get full RFB, which stands for
Room, Food and Beverages comped, there are many casinos which will accommodate you.
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AsaQuick Strike Craps player, you are in the perfect position to get and benefit from
comps. No matter what your level of play, you can increase your enjoyment and profits by
availing yoursdlf of casino comps.

Learn to play another casino game
| highly recommend that you learn to play at |east one other table game besides craps. My
number one choice of the gameto learn is blackjack.

Blackjack is till afavorite game of many high rollers. Just by learning basic strategy you
can play ailmost even with the house. If you add awinning strategy on top of this, such as
the unigue betting system revealed in Power Blackjack, then you are on the way to having a
second casino game you can bedt.

(See http://www.silverthornepublications.net/PBJ/)

Blackjack, using the Power Blackjack Strategy, is an excellent game for using hit and run
tactics. If you have been playing craps and are tired of concentrating on your wagers,
blackjack may give you just the break you need. Y ou can rest your aching legs, as players
customarily sit at the table rather than standing like craps players. This can't hurt your
reputation with the casino. Because many high rollers now favor blackjack, you will
enhance your appearance as a high roller when you add this game to your repertoire. By
mixing alittle blackjack play in with your craps games, you will look more and more like
another gambler to the casino bosses.

If your casino offers roulette, you may want to learn to play the game. Y our best chance
of winning at roulette is at awheel with asingle zero. Single zero wheels with the en
prison rule are the standard game in international casinos with house odds of only 1.38%,
about the same as the line wagers in craps.

If you play on American double zero whesels, you will be bucking house odds of 5.26%.
Thisisaharder gameto beat.

Y ou can play roulette for relaxation, but even when | relax | enjoy winning money. | use

an intriguing roul ette system which wins over 90% of the time and throws off nice
winnings even against the American wheels. It isdescribed in Target Roulette, published
by Silverthorne Publications. (see http://www.silverthornepublications.com/Roul etteGol d/ |
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And so, you are almost ready to start beating the casinos, but —

Y ou are almost ready to take on the casinos. | have presented a system which has been
proven to win against casino craps. Perhaps you have been practicing Quick Strike Craps.
Y ou have figured out how to put together your bankroll. However, the greatest battle still
awaitsyou. The casinos have even more powerful weapons at their disposal than the house
edge. They are masters at awhole number of psychological traps set to ensnare you, with
the end goal of relieving you of as much of your money as they can in the shortest and most
pleasant way possible. Let'stake at look at the casino's battery of weapons and see what
you can do about them.
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Life as a Gambler

At this point, you should have a good understanding about how to use Quick Strike Craps
to win money at craps. 'Y ou should know when to bet, how much to wager, and when to
quit. Y ou know about how your bankroll determines the size of your wagers and about
using game bankrolls. 'Y ou should have some definite ideas about how you want to interact
with casino personndl. Y ou have learned some ways to improve playing conditions by
interacting with and tipping the dealer. Y ou a so have been introduced to the idea of
playing on casino credit and playing for comps.

Now you have to deal with the largest obstacle to your success. The greatest single threat
to your success is hot the casino personnel. It isnot abad run at the tables. It isnot the risk
of consecutive losses eating up your bankroall. It is not the wine, the women, and the
atmosphere. The greatest single threat to your playing career will be yourself. Surprised?
Read on.

Self Control

Ultimately, success at casino gambling, business, romance or life, for that matter, largely
depends on self-control. Winning at gambling is all about self-control. It isabout
controlling the amount of money used for gambling. It's about reducing losses. It's about
[imiting the amount of money used for any session of play. And ultimately, it's about
walking out the door awinner.

Gamblersare alot like fishermen. They like to talk about the one that got away. How
many times have you been in a casino winning and ended up leaving anet loser? In the
real world, the only wins that count are the ones you go home with.

Actudly, it isno great feat to get ahead playing craps. Probably over 75% of all craps
players are ahead sometime in their play. But do they walk out the door winners? No.
Probably close to 90% of al craps players end up losing money. Thetypical casino hold is
about 20% for acrapstable. Hold isaterm referring to the amount the casino keeps asiits
win out of the money dropped at the table — e.g. the drop. If you buy in for a hundred
dollars and play for thirty minutes and leave with $85, you have lost $15 out of $100. Y our
contribution to the drop was $100 and your loss gave the casino a hold rate of 15%.
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Winning at gambling isfirst about controlling yourself. It isabout accepting
responsibilities for your own actions. In the long run, you don't win because you were
lucky, and you don't lose because you had a string of bad luck. Using Quick Strike Craps
will help you create your own luck. Used properly, you will be able to play at an advantage
over the casino and be a net winner.

If you think about the times you were ahead in a casino and ended up giving it al back plus
whatever additional cash you scrounged, who isto blame? The casino? The game? The
house edge?

Don't get angry with me for pointing this out. What iswrong with setting aside your
winnings when you are ahead? And what iswrong with limiting your losses when you hit
alosing streak? And what iswrong with leaving alosing table?

Control in acasino may require much the same discipline as that of areformed smoker.
Having alarge monetary loss only requires a temporary loss of control.

Trust me, winning is habit forming. Losing, especially at a game like craps when you
know you are using awinning strategy, istough. Some professional gamblers, especially
traditional blackjack card counters, will lose for months at atime. | am not surethat |
could continue to play blackjack under those circumstances. However, losing with Quick
Strike Crapsis arare occurrence, happening just once every forty games. The risk of
losing two gamesin arow in only onein 1,600 games!

Onceyou arein alosing streak, you will be hard pressed to continue with your set game
plan. Y ou will begin to question everything about the strategy. The dice rollswill not
seemright. The shooterswill al be lousy. You will start to feel like no matter how you
wager, your betswill lose. When your larger bets lose, you will begin to question the
betting strategy. After you have encountered afew very cold tables, you will even
question whether selecting the time you make your wagersisreally worth al of the effort.

Trends are adominant factor in gambling. Every crapstable has streaks. If you areina

winning streak, you may begin to feel omnipotent. However, when alosing streak hits, you
may start to question every aspect of your playing strategy.
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Perhaps the best thing you can do whenever you encounter losing tablesisto first change
tables. Your next option isto quit playing crapsfor atime. Depending on your feelings,
you should either quit gambling altogether during your break, or if you are still in the mood
to play, switch casino games. | have found on many occasions that a switch of games was
exactly what | needed to improve my mood.

Many players seem to become chained to a particular table at some point in their play. This
may be fine when the table iswinning, but could spell disaster during a prolonged losing

spell.

While losing is tough, winning may be even tougher for some people. Many players
subconscioudy feel that gambling winnings are "ill begotten gains.” Many times persons
raised with a strong work ethic cannot adjust to the reality that winning at gambling
requires agreat deal of effort too. Gambling winnings may not seem real or may even
seem shameful. Many people feel guilty when they win. For these people, waking out
with some of the casino's money doesn't fedl right.

Gamblers never cease to amaze me. Gambling falls into some special category of human
behavior that escapes the normal rules we usually live by. People change their behavior
dramatically in casinos. Consummate misers can't wait to throw their money away in
casinos. People who clip coupons every week to save ten bucks on groceries think nothing
of dropping a hundred, five hundred or even athousand in acasino.

Disciplineisal about the ability to develop awinning plan. Control is about being able to
follow it.

Ego Needs

We all share aneed for recognition. We liketo talk about our triumphs. Once you become
asuccessful consistent winner at craps, you are going to fedl the need to talk about it
occasiondly.

Y ou need to curb the urge to discuss the fact that you are awinner, especially while you are
inacasino. If you have abig win at the roulette whesl, feel free to comment on your
success. The casino is not concerned with roul ette winners, because they do not believe
that anyone can gain an advantage over them in this game, at least not without cheating.

Quick StrikeCraps  © 2010 Silverthorne Publications  All Rights Reserved

142



Obvioudy, you should never discuss your craps winnings with any casino employees.

Y our goal isto look as much like another losing gambler as possible. Casinos don't like
winners, and you are much more likely to get the roya treatment if you look like another
losing gambler.

Occasionaly | have been asked about how my strategies work outside of the casino. When
| first learned to beat the casinos, | was quite enthusiastic and wanted to share my
enthusiasm with other people. Thetypical reaction when | have revealed that | have a
winning craps system istotal disbelief. | am simply not believed. My best adviceisto act
like the vast majority of casino patrons who don't have a clue asto how to win.

Play the Part

| have given a number of suggestions about looking like agambler. Everyone has his own
style, and | am not suggesting that you disguise yourself physically or change your identity.
However, persons who look serious, never drink, never tip, or don't talk to dealers or
floormen do not look like gamblers and will not get the full benefit of casino generosity,
including comps.

| have tried to give you as much ammunition as | can, but you can add your own finishing
touches. Using casino credit isamust if you are ablack chip player. Y ou simply don't
want to walk around with ten thousand dollars or more on your person. Not only are you
literaly risking your life should a mugger decide to target you, but you could run afoul of
U.S. lawsif you leave the country with more than $10,000 on you and don't declareiit.
Using the casino's credit and signing markers will make you look much more like a
gambler, and it actually is a very convenient way to play.

Y ou should also play for comps. Once you are playing with black chips, you will have
comps offered to you and you might as well enjoy them. Even mid-range gamblers and
low rollers can avail themselves of substantial comps.

The CasinoisNot Your Enemy

The dedlers, floormen, cocktail waitresses, pit bosses, shift bosses and casino hosts are not
your enemy. While pit bosses often scrutinize the play of high rollers, they are just doing
their jobs. Many of the casino employees are actually rooting for you to win. We have
discussed how to get adealer on your side by being friendly and using your tips
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advantageoudly. But your floorman, who, incidentally, isjust aslikely to be awoman
called afloorman, is not against your winning. Aslong as you are not perceived as a threat
to the casino's bankroll and are not engaged in behavior the casino objectsto, e.g. card
counting, you are free to win occasionaly. Just don't rub it in their faces.

Hoormen are the primary decision-makers on the amount of comps you get, and | aways
chat with the nearest floorman. Starting a conversation is easy. Once you are a credit
player, you will interact with the floorman as soon as you buy in, by signing a marker.
After establishing some rapport with afloorman, | will occasionally ask him or her for
advice on certain craps wagers. It isaways better to down play just how knowledgeable
you are. Most floormen enjoy helping players and like to show off their own expertise.

In dealing with al casino personnel, your goal isto always be a polite, friendly person who
likes the casino, enjoys talking to pit personnel, isimpressed by the floorman's tremendous
knowledge of craps, makes large wagers and doesn't quite know how to play craps
correctly. Thisact will buy you atremendous amount of unrestricted playing time, and
your comp rate should go up exponentialy. You are the perfect player from the casino's
viewpoint, and the casino bosses will be willing to pay to ensure that you play in their
casino.

Thingsto Avoid

There are some things | just won't tolerate when | play craps. Top on my list of "the things|
like least" isacrew of rude dealers. If the dedlers start making comments about my play,
or arerude to other players, my adviceisto just leave.

| don't need thiskind of aggravation. If there are extremely obnoxious players at the table,
just leave. If you have abad feeling about the table, trust your instincts and leave.

Drinking

Y ou've been waiting for this part, haven't you? | have yet to read abook on gambling
where the author does not admonish the reader not to drink. Professional craps players, |
guess, are too engrossed in observing the game to even lift aglassto their beleaguered lips.
If they do manage a drink, it hasto be Evian water. For the bosses and for most players,
having adrink while you play is part of the fun. Gamblersdo it for sure. And you want to
look like agambler, right?
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| generally have afew drinkswhile | gamble. | also drink straight orange juice, coffee, iced
tea and even ice water at the tables.

Drinking something acoholic at the craps table is one more signal to the pit that you are
not athreat. | generaly go low on the acoholic drinks and time my drinks. In generd,
the fact that you are acraps player will go along way towards enhancing your reputation as
agambler.

Super stitions

Superstitions really have no effect on the outcome of cards or dice or little balls spinning
around inside of larger wheels or do they? Most gamblers and many pit personnel are
superstitious. Gambling itself seems to breed superstitions.

What happensis that we remember certain events that occurred prior to, or in connection
with other events, and we assume that there is a causal relationship between two seemingly
unrelated occurrences.

The dice gameisrift with superstitions. Lady shooters are lucky, as are virgin shooters,
who have never rolled the dice before. If adie or the dice fly off the table, many old pros
call their odds, place and buy bets off on the next roll, as everyone knows that sevens come
after the dice fal on thefloor.

Blackjack players have their own superstitions. Many of these concern upsetting the
natural order of the cards. If you have been playing one hand of blackjack and suddenly
spread to two hands, the other players may become unglued at the move. Likewise playing
ahand differently than they would have can cause a barrage of negative comments.

Poker players may wear their lucky hats, and where would a dots player be without her
lucky charm bracelet?

Many casino bosses have lucky and unlucky dealers. A craps crew which loses too much
money may find itself fired, or at least broken up and the members rotated into different
crews. If ablackjack player iswinning too much money, a boss may bring in alucky
dedler. Inthe good old days when Vegas was mobbed up, the lucky dealer may well have
been dealing seconds, with area reason behind theluck. Inthisday of corporate
casinos, acheating deder isunlikely, asacasino is not willing to risk its license over one
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winning player. However, many bosses believe certain dealers are lucky for the house, just
as other dealers are unlucky. If aboss decides adealer isunlucky, the hapless deder is not
likely to have afruitful career with that casino.

Because gamblers and bosses are supertitious, it makes sense for you to at least appear to
be superdtitious too. If you losg, it is because the table istoo cold, or in the alternative, if
you win, you are on a hot streak. Hot and cold streaks do occur, but it doesn't hurt to play
them up. Tak of hot shooters and hot rolls helps spice up any conversation with aboss as
well.

In addition to enhancing your conversation with bosses, you can use your superstitions to
influence dealersaswell. Morethan once | have told adealer that | feel that the next
shooter will be lucky and placed alarger bet when the floorman was watching.

Use superstitions to justify certain plays when you are talking to the bosses. Just don't get
caught up in believing too many casino superstitions yourself. Your lucky hat is not likely
to have been responsible for your last win, nor isaparticular casino necessarily unlucky.

| will admit that | partially subscribe to the "unlucky casino syndrome." There are some
casinos where | never seem to dowell. | have no rational explanation for this. However,
since | tend to play in Las Vegas where dozens of casinos vie for my attention, | can easily
avoid the casinos that are unlucky for me.

Moving Up Your Betting Levels

If you devote much time to craps using Quick Strike Craps, at some point you will want to
increase the size of base bets — jumping from a $5 base bet betting series to a higher level
for example. Many playersfind that an emotiona adjustment is required to make these
moves. The size of the wagers required may intimidate them to the extent that they fedl
compelled to modify Quick Strike Craps.

Of course, you must adhereto all of the requirements | have described before you decide to
increase the size of your base wagers. Y ou never want to over-bet your bankroll, and you
should only increase the size of your wagers when your bankroll is large enough to justify
it. If you are undercapitalized, then you clearly are out of your league to jump from green
chip to black chip play.
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However, once you have built the prerequisite bankroll, you should be able to increase the
size of your wagers. To acclimate yoursalf to making larger wagers, try moving in steps.

Probably your biggest hurdle will be moving up to black $100 chip play. Y ou will receive
agreat deal more attention from the casino than when you were ared chip or green chip
player. Most of the attention will be positive. When you play with black chips, you
automatically join an exclusive club with significant casino comps to be made available.
However, your play will aso be under greater scrutiny, and this bothers many players.

In addition to being showered with comps, you will also find that black chip play has other
privileges. It isusualy much easier to find uncrowded tables as a black chip player.

| suggest that you start wagering at a comfortable level for you. Your comfort level may be
asa$5, $10 or a$25 player. Stay at thislevel until you have thoroughly mastered, not only
the technical side of playing correctly, but the emotiona side of dealing with players,
bosses and dealers. When you are ready, both psychologically and with adequate bankroll,
try moving up just one step and then playing at thislevel for awhile. Continueto hone
your casino people skillsat each new level and don't forget to look and act the part. Black
chip players do act differently than nickel chip players.
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The Casino As Your New Office

Walking up to a craps table the first time can be an intimidating experience. If you have
not played much, you will not fully understand the roles of the dealers, the boxman, the
floorman, the pit boss, the other casino personnel, and the eye-in-the-sky cameras
following your every move.

If you are unfamiliar with casino surroundings, you may want to progress into your new
role as awinning craps player on a step-by-step basis.

Remember that the casino is not your enemy. The primary functions of modern casino
personal, including bosses, are to make sure the casino patrons have a good enough
experience that they will become repeat customers.

Once you become known in a casino, you will find yourself interacting with the casino
personnel even more. Dealerswill welcome you by name. Cocktail waitresses will
remember your favorite drink.

Bosses will invite you to coffee. A casino host will work with you to make sure that you
get al of the compsto which you are entitled.

Once you sense that everyone in the casino is genuinely rooting for you to win, you will
know that you have done your job well.

In order to reach thislevel, there is no substitute for putting in your hours. Y ou will need
to demonstrate that you are not only friendly, but reliable, honest and consistent in your
fair treatment of all you encounter.

Too many players complain to bosses, dedl ers and anyone el se who works in the casino.
Grumpy players are all too common, and you want to make sure that you don't present this
faceto your "fellow workers." If you aretired or grumpy, don't play. Itisimportant to
take breaks frequently and use the timeto relax. Y ou should be at your peak emotionally
when you play, and this includes having a positive mental attitude and interacting with
players and casino personnel on afriendly and helpful basis.
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Eventually the casino will recognize you as congenial, reliable and dependable. And, if
you decide to make playing craps your new profession, your relationship with your new
associates will serve as the foundation for your new business.
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Getting Paid to Gamble

Whether you chose to become arated player at the casino table games, join adot club or
both, once you get into the system, you can start getting your share of comps. Therearea
number of tried and proven ways to multiply the number of compsyou get. Here are some
pointers.

Chose a primary casino and then play there.

A basic premise of the whole comp system isto reward loyal players. Casinos offer comps
to lure new playersto their casino and to make sure that their current customers remain
their customers. If you think you have it tough trying to use the comp system to your
advantage, just think what the casinos are up against with new competition springing up
every day.

If you are awhale, you canignore my advice. Just plan on either bringing or setting up a
credit line of $100,000 or larger, and wherever you decide to land will be glad to comp you.
If you arein the million dollar plus range, the casino will not only comp you,

but anyone else you chose to bring with you. They'll even charter a 737 and fly in as many
of your friends as you want to bring along.

If you are not quitein thisrange, then it will pay to find a primary casino and reward it with
your patronage. A player with aslittle as $1,000 can get RFB treatment in some of the
downtown casinosin LasVegas. A player with a$2,500 bankroll will have an even greater
choice of hotel casinos. Move up to the $5,000 to $10,000 range, and awhole other batch
of casinos become available.

But, in order to get noticed and adequately comped with a bankroll from $1,000 to $10,000,
you have got to be willing to reward a casino with your playing time.

A friend of minevisits Las Vegas about ten timesayear. He usually takes $5,000 to
$10,000 and manages to lose between half and three quarters of it per trip. 1 won't
comment on his approach to gambling. Quite frankly, it stinks. Anyway, the subject is
comps.

Believeit or not, he doesn't get any. He stays at adifferent casino every trip. | think he
believes the constant changes might improve hisluck. Thisis not necessarily bad, if he
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would play at the casino where he stays. He invariably changes casinos every hour or two
and ends up playing in ten to twelve different establishments over the course of two or
three days.

Because of the size of hisbuy-ins, heis constantly asked if he wantsto be rated. He dways
declines. He confesses that he doesn't want the casinos to know how much heislosing. |
think that heistrying to kid himself about his losses.

| have explained the comp system to him. Aslong as heislosing, he might aswell have
the casinos kick in $750 to $1,000 per trip. Thismoney isthere for the asking if he would
only pick aprimary casino and give it areasonable amount of play.

| can't convince him to change hisways. But, maybe | can influence you.

There are many other benefitsto playing more in aprimary casino. Thefirst benefit isthe
application of the old saw, "If you scratch my back, I'll scratch yours.”

The casino will accelerate the rewards offered you the more you play. Some casinos
formalize this process and actually accelerate the compsto dot club members astheir total
number of pointsincreases. Many casinos offer more and more free rooms and
entertainment the more you patronize them.

The key to maximizing your benefits from this whole processis to find a casino which
matches your needs and then start playing there. 1f you have picked correctly, your loyalty
will be well rewarded.

Join adot club and/or get aVIP card.

The start of getting compsisto beinto the casino comp system. If you bet $25,000 a hand,
the host will find you. If you bet $5 to $25 a pop, you have to get the casino's attention.
And the easiest way to do thisiswith alittle piece of plastic which looks just like a credit
card.

Once you have a card, getting comped will become part of your routine. Thefirst thing
you will do as amachine player isto insert your club card in the card reader.
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When you sit down at a craps, blackjack or roulette table you will present your VIP card
when you buy in.

Y our card will go down with your cash at the craps table when you lay five hundred in
front of the dealer and tell him, "Chips please.”

Once you have the cards and use them, al of your play will count towards something.

Get to know your casino host.
The casino host or the ot host will be your key to getting the most comps in most casinos.

If you are amember of the casino's dot club, you will get nearly all of your comps by
asking the casino dot host. Many times comps for food, rooms, shows and merchandise
are built right into the dot club payoffs. If you have just joined adlot club, try giving them
some play for an hour or two and then asking the ot host for a buffet comp.

My experience with comps from playing slots or video poker is that the ot hosts are much
more likely to be generous with comps than the personnel at the dot club booths. If you
want brochures on the dlot clubs or general information on the dot club, talk to the clerks at
the booth. If you want a particular comp, ask the dot host.

Casino hosts, catering to the table game players, are at the top of the casino pecking order
for granting comps. Thelr top priority isto cultivate new customers and to keep the current
customers happy.

The casino hostesses are the persons working for VIP Services who help you check in,
arrange your limo service, make dinner and show reservations and so forth.

The hostesses will handle most of your scheduling and reservation needs. The casino hosts
are the people you need to talk to to arrange RFB and airfare reimbursement.

Y ou can meet a casino host anumber of ways. Oneway isto call acasino before coming

and ask to speak to ahost. Thisisagood way to ask about the casino's comp policy and to
tell the host that you are interested in playing there.
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If you are playing with front money, you should meet your host after depositing your
money with the cage but before you begin play.

If you are a cash player and make alarge enough buy-in, you may have a chance to meet a
host when the casino sets you up with aVIP card.

After you have played in a casino, you can make reservations through the casino host.
Making reservation through a host who knows you is a good way to get aroom even if the
front desk claimsthat no rooms are available. Casinos aways reserve ablock of rooms for
thelr best customers, and a casino host can get you aroom when areservation clerk can't.

| recommend taking alittle time to develop arelationship with ahost. Part of developing a
relationship is consistency. If you make one casino your primary casino and visit severa
times ayear, it will be easier to become known to ahost than if he only seesyou every
other year.

If you are using a casino credit line, the host will introduce himself to you. With front
money or cash, you will want to make a point of meeting the host.

Treat your host with respect and nurture the relationship. He can shower you with all kinds
of freebies, including gifts, food, afree room and VIP treatment. And heispaid to do this.
For your part, you have to convince your host that your action is sufficient to justify the
comps you want. And being anice person won't hurt either.

Be a nice person.
Y ou can get enormous leverage out of maintaining friendly relationships with the people
who work in casinos.

Start with the dealers and cocktail waitresses. These people have a couple of the hardest
jobsin the casino and are at the bottom of the casino hierarchy. A smile and areasonable
tipping policy will do wonders to get these folks on your side. | believe that creating a
positive atmosphere starts with how you act towards the casino personnel. A positive
atmosphere is conducive to winning as well asto getting your fair share of comps.

Y ou might look at it thisway. If you are agrump, the dealer will probably reciprocate.
Thisis contagious behavior, and soon the whole table will act the same way. The pit
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personnel not only will not be impressed with your play, they probably will be put off by
the whole scene at your table. Not only will your rating likely suffer, you won't have
nearly as much fun.

Y ou can't always control how dealers and other customersact. If | join atable where no
oneistaking, and the dealer barely grunts when spoken to, | will make my departure very
quickly. Usualy afew cheerful words followed by atoke for the dealer will turn the
atmosphere around. However, if thisfails, you can't be faulted for not trying. Lifeistoo
short to play under miserable conditions. It is always better to change tables than to
continue to play with an out of sorts crew and crabby complaining customers. Under these
conditions, you should just leave.

Vidt thecasino at off times.

| nearly always schedule my casino trips for the middle of the week. | will typicaly arrive
on aMonday afternoon and stay until Thursday afternoon. The benefits of visiting during
the week are many. If there are any drawbacks to avoiding the weekend crowds, | haven't
found them.

| don't like waiting and | hate lines. By timing my visitsto the middle of the week, | can
usually walk into any coffee shop, make reservations for a gourmet restaurant just about
any time | chose and get show tickets to the shows | want to see.

If you want to really reduce the size of the crowds, travel in the middle of the week during
off season. LasVegasisdower during the middle of summer when it ishot and in the late
fal and early winter when it's colder. The dowest timein Vegasis usually between
Thanksgiving and Christmas. But watch out for conventions. The Comdex isusually in
town in November. Then it'simpossible to get aroom (unlessyou are arated player or
belong to adot club).

If you liketo visit Atlantic City, try visiting during the middle of the week in the dead of
winter. You'l not only avoid the larger crowds, but you'll find that the minimum wagers

on many tables have been reduced.

Visiting during an off timeis also an excellent way to get noticed for purposes of getting
rated and getting your comp career off to aroaring start.

Quick StrikeCraps  © 2010 Silverthorne Publications  All Rights Reserved

154



With fewer players to contend with, ahost or afloorman is easier to meet and to visit with.
Also, during slow times, casinos tend to be more generous with comps. After all, they are
more likely to have adlew of vacant rooms just waiting to be given away to qualified
players on a Wednesday night in December.

Ask for comps

If you play $10,000 a hand at baccarat, you do not have to ask for comps. The casino will
shower you with them. If you are like the rest of us wagering anywhere from $5 to several
hundred a hand, you need to ask for comps.

Slot players have the more systematic approach as the card readers on the machines are tied
into a centralized computer system, and comps are based on points. If you are adotsor
video poker player, getting acomp is pretty straight forward with this system.

Table game players have to deal more with people. And unless you are awhale, aboss will
almost never offer you acomp unless you have just won big in asmaller casno which
watches every loss. Facing a player who might walk out with their money in hand, some
casinos will start throwing comps at the player. But most of the time, even rated players
can play and play and never be offered a comp unlessthey ask for it.

My advice? Always ask for the comp. | have given you several examples of how to do it.

Maximize your comps.

Anyone who follows the steps | have described can get comps. Your first step isto pick
your primary casino and give it most of your business. Before you pick your casino you
want to make sure that the casino has a reasonable comp policy and that it has beatable
games. You should also like the casino as you will be receiving alot of invitations there
once you get into their comp system.

After picking your primary casino, you need to joinits sot club and get aVIP card. |
usually do both. Some casinos, like Rio in Las Vegas, combine rating sot, video poker and
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table players on one card. Otherstrack machine and table action separately. However, it
usualy paysto join the dot club, even if you are mostly atable game player.

In many ways, dot club players have an advantage over the table game players. Their
rating is automatic, they don't have to get the attention of some boss. By joining the dlot
club, they start receiving mailing from the casino. | have received offers of free rooms
from casinos where | had never played a slot machine, but had joined their slot club.

If you are just establishing your rating and want to get aroom on a crowded weekend, your
dot club membership can be invaluable. After the reservation clerk tells you there are no
rooms available, tell her you are amember of the dot club or ask to speak to adot host.
Chances are, the casino will find aroom for you.

Getting to know the casino personal is critical. The more the casino personnel know and
like you, the more comps are likely to flow your way. Thisis even true for dot players
with their automated rating system. A dot host can easily "bump up” your comp from a
buffet for two to a coffee shop comp for two, even if your rating is not quite there.

With table players, interacting with the pit personnel iscritical. A boss can make or break
you in terms of your rating. If your average wager is $25, your goal isto be rated as at least
a$50 to $75 player. It isnot enough to increase your wagers when the boss is looking, you
need to be a nice person.

Playing with front money givesthe casino areal shot at beating you. When you deposit the
money in the cage, the casino knows that they have a shot at winning al of your front
money. If you are willing to risk $10,000, this will open the door to full RFB at most
establishments.

When you play with front money, be sureto put it al in play. If you deposit $10,000, draw
markers for the full ten grand. This doesn't mean you should lose the money. If you look
like aloser and the casino seesthat you have put al of your front money into play, your
rating will increase.
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Remember to ook like aloser. Y ou can save your bragging for when you get home.
Appear to lose, but lose gracefully. Dedlers and bosses hear players gripe about losing
every day. Look like aloser but don't complain.

If you run into a fantastic winning streak, don't worry about disguising the fact that you are
awinner. The bosseswill know that you are winning. If you try to hide enough chipsto
turn abig win into aloss, they'll know. When you have abig win, act like awinner. Go
ahead and tip alittle more. If you are playing craps, shouting is not out of line. | have had
some of my best comps come out of big wins as casinos hate to see winnerswalk out the
door with their money.

Once you know how to play the comps game, you will be able to milk the casinos for every
dime your action entitles you to. | have given you some pointers on how to get aquarter's
worth of comps for adime's worth of action.

When you combine getting the maximum number of comps with Quick Strike Craps you
arein the best position to maximize your profits from casino gambling.

If you at least break even, then the comps you receive constitute a profit for your play. If
you are able to win money at the casino games, then your profit will be even greater.
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Casino Pointers

If you know how to dine in afine restaurant without making a scene, or automatically
open doors for others and say thanks when someone holds open a door for you, you will
probably not have any trouble knowing how to conduct yourself in acasino. | normally
don't think much about etiquette until | see some jerk raising hell with adealer about his
losses, or chewing out a cocktail waitress for taking too long with an order. Then | have
to wonder how the concept of manners has escaped him completely.

| said him, because boorish, obnoxious behavior nearly aways comes from males, with
very few females managing to become the perfect asses that males seem to delight in
being.

Casinos seem to attract a higher than normal number of persons with a need to blow off
at some unfortunate casino employee. The times | have somehow gotten in the middle of
these disputes, | nearly always take the side of the dealer or floorman, especialy if amale
patron is unjustifiably berating a female employee for no reason other than he has poor
control over his gambling, managed to lose much more than that should have, and is now
looking for a scape goat.

For most persons who visit casinos, etiquette is simply a matter of common courtesy. It's
okay to get alittlewild in acasino. These are supposed to be places of fun, and drinking
alittle too much may be part of the entertainment. But for a successful Quick Strike
Craps player rules are not quite the same. The casino is your place of employment and
drinking should be limited. It goes without saying, courteous behavior should be
practiced at all times.

At al casino table games, the rules of etiquette are pretty simple. Treat the dedlers and
other players with respect and avoid being loud, pushy or belligerent. If you get into a
disagreement with adealer, stay calm and be gracious even if the dedler really iswrong.
It does not make sense to win an argument over a single payoff and create an enemy for
life. Whatever the problem is, you don't want to be cast as the bad guy - by the casino
employees or by other players.

Here are some specific tips that apply to the craps game.
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. Shoot the dice correctly. The dice should be rolled so that both bounce off the end of
the table opposite the shooter. The dice should not loft or slide. Many first time
shooters have weak throws that only roll half way down the table. The stickman will
tolerate a weak throw or two while a new shooter learns to throw the dice. However,
if you persist in weak throws or in lofting the dice, the roll may have to be
disregarded much your embarrassment.

. When you have the dice, hold them in one hand kept over the dice layout. Thedice
should not be switched from hand to hand and your hand holding the dice should
remaininview. This helpsthe craps crew ascertain that you are not a dice mechanic.

. Do not spend alot of time setting the dice or engaging in alengthy, elaborate ritual
before throwing. Both players and the casino crew expect you to throw the dice
within two or three seconds of receiving them. If you want the dice set a certain way,
ask the stickman to return them to you, showing boxcars, snake eyes or however else
you prefer them to be.

. Make sure you have the dealer's attention before tossing out chipsfor abet. You aso
need to be aware of the flow of the game and not try to bet at inappropriate times. If
thediceareintheair, for instance, your bet will not be accepted.

. Watch your own bets at al times. Line bets are easy to track as you handle the bets
yourself and place them directly in front of you. Place bets, however, are handled by
the dealer. Y ou should watch to see where the dealer places your bets so that you are
aways aware of them. Dealers do their best to track bets at crowded tables, but it is
also the player's responsibility to know what he has bet.

. Watch your hands when the shooter is throwing the dice. Unless you are shooting, do
not hold your hands over the table. If you are shooting the dice and someone's hands

arein the way, don't be afraid to call out "Hands up" before tossing the dice.

. Don' force your way into a crowded table. It thereisn't room for you to put your
chipsin a separate section of the table, perhaps you don't belong there.
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8. When you first buy in at atable, never try to hand your cash to the dealer. Wait until
the dedler is unoccupied and lay your cash on the table requesting, "Chipsonly." If
you want a particular mix of chips, just tell the dealer. When | buy in for $1,000, |
usually specify, "Give me six hundred in blacks, three hundred in greens and one
hundred in reds, please.”

9. Don't dow down the game by constantly asking the dealer basic questions about how
the game is played or how bets are made. There are hundreds of books on how to play
crapsincluding thisone. You should learn the correct payoffs for the bets you will be
making.

10. If one of the dice flies off the table and it lands on the floor next to you, you may
retrieve it and hand it to the dealer. Otherwise, you will never touch the dice unless
you are shooting.

11. Try to be discrete about your wins and losses. No one really cares to know how much
you are willing, and it doesn't do you any good to advertise that you are a consistent
winner.

12. While playing, conduct yourself courteously at al times. If you drink, refrain from
overdoing it and never get drunk. Y ou will need to stay alert to correctly make the
wagers required by Quick Strike Craps, and contrary to the opinion of some drunks,
alcohol does not make you think clearer.

13. Tokethededers. Dederscal tips"tokes' asin tokens of appreciation. Many players
don't redize that dealers are not paid much more than minimum wage. Craps dederstry
very hard to please the public. Most dealers want the players to win and have a good time.
They know that if the players enjoy themselves and win, they will get toked. | alwaystoke
thededers. If | win more | will toke them more, but even if | lose, | will make several bets
for the craps crew. Thisisnot only the right thing to do but will pay you off in spadesif you
do it consistently. Even floor personnel know who the tippers are, and my experience has
been that if you tip, you will be more than repaid by hard working dealers, who will watch
out for your bets and by casino complementaries, controlled by and large by pit personnel
who rate your play.
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Before You Play

Most people approach casino gambling as alark, and little consideration is given to the
amount of time, money or psychological preparation necessary for winning. Some
attention isgiven to finding a"system™ or "gimmick" and off the player goesto try hishand
at winning. Needlessto say, this approach hardly ever works.

Some work and advance preparation are essential to becoming a consistent winner at craps
or any other casino game.

The advance preparation isfairly easy. First, read and understand this book. Y ou may
wish to purchase craps software and practice the system. | encourage and recommend this.
The easiest way to learn this strategy isto practiceisto play in an online casino in “practice
mode” where no money isrisked. Thiswill giveyou aredlistic fedl for crapsasitis
played, whether you play online or in aland-based game.

Whichever way you go, practice is essential for two reasons. First, by practicing you will
gain agreater understanding of the system than you ever will by just reading about it.
Second, practicing the system will give you a greater feel for it than | can ever convey by
describing it. In practicing this strategy, you will gain alevel of confidencein your play
which isimportant before you ever venture forth to take on a casino.

In acasino, your enemy is not the casino or the dealer, it is your own lack of self-control.
If you can control yourself and have a mastery of your approach, you will become a
winner. If you cant, thenitisunlikely that Quick Strike Craps or any other system can
make you awinner.

After you have learned and practiced this strategy, you will want to begin planning to apply
itinacasno.

Planning begins with determining the size of bankroll you will take for your craps play.
The amount you will take for an excursion to a casino(s) is called your Total Bankroll, and
it should be three times the size of bankroll required to play agame. If you decideto play
online you can use these same concepts.
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It is necessary to use alarger bankroll for atrip to provide for an adequate cushion against

any possible losses.

Quick Strike Craps Bankroll Levels and Profit Traps

Game HPPG
Minimum Bet | Bankroll (Target Win) Total Bankroll
$1 $45 $3 $135
$2 $90 $16 $270
$3 $135 $24 $405
$5 $225 $40 $675
$8 $360 $64 $1,080
$10 $450 $30 $1,350
$15 $675 $120 $2,025
$20 $900 $160 $2,700
$25 $1,125 $200 $3,375
$35 $1,575 $280 $4,725
$50 $2,250 $400 $6,750
$75 $3,375 $600 $10,125
$100 $4,500 $800 $13,500
$200 $9,000 $1600 $27,000
$300 $13.500 $2400 $40,500
$400 $18,000 $3200 $54,000
$500 $22,500 $4000 $67,500
$750 $33,750 $6000 $101,250
$1,000 $45,000 $8000 $135,000

Using thistable, you can plan on the amount of capital you will need for atrip using Quick
Strike Craps.

Needless to say, this bankroll should come from money that is extra and will not be needed
for living expenses. If you take the money needed to pay mother's medical expenses and
useit for gambling, the psychological pressure will probably be too much for you, and in
generdl, thisisjust not agood way to approach any speculative venture.

After building your bankroll and practicing the system until you can perform flawlesdly,
you may begin your final preparations for agambling excursion. Y ou should have an
adequate number of tracking forms, a notebook for recording the results of your play and a
game plan for your trip.
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A trip game plan can be very informal consisting of an itinerary with playing time
scheduled in agenera way. You don't have to have every minute scheduled, but | have
found that my menta attitude isimproved if | have planned a definite amount of time for
gambling aswell asfor other activities.

If you wish to approach using Quick Strike Crapsin an extremely organized and
professional manner, you may wish to develop aplan to let the system help build your
bankroll.

Assume that your bankroll is $2,100. Y ou are planning atrip to Las Vegas and you find
out that the minimum craps bets accepted are $5 bets.

Y ou check with the table presented a couple of pages ago and see that the Total Bankroll
required to use the $5 is $675. Y ou redlize that with a bankroll of $2,100 you have alarge
enough bankrall to play with $15 minimum bets, which has a Total Bankroll requirement
of $2025.

Y ou decide to start out making $15 bets and gradually work your way up to making $25
bets. Your goa for thetrip isto be able to move up to making $25 bets by your second day
of play.

Let’ stry another example. Y ou want to play craps online making $2 bets. Here you will
need a Total Bankroll of just $270 to get started. If you don’t have this much or just want
to grow your own bankroll, you can find many online casinos accepting smaller bets that
will accommodate a smaller bankroll.

Here' s a sneaky way to build your bankroll instantly! Many online casnos will giveyou a
100% cash bonus when you make your first deposit. Let’s say you only have $135 but you
would like to be able to play at the $2 betting level, which requires a Total Bankroll of
$120. Just sign up and deposit $135 with one of the 100% bonus casinos. With the $135
bonus you will have a $270 bankroll.

Here' saquick checklist before you go to a casino.

1. Your bankroll islarge enough for your level of play.
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2. You have practiced playing at thislevel in online practice sessions, with no money at
risk.

3. You know how to use the strategy and that you know how to use our tracking system to
keep track of your bets.

4. You have set up agame plan showing you Game Bankroll, HPPG Target. and
Betting Series.

The key to winning is to have practiced enough that play in areal casino seems natural
and easy.

| will give you aproven plan for aways going home awinner in the next chapter.
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Summary of Quick Strike Craps

The Quick Strike Craps Strategy consists of combining the High Probability Bet Placer
(ROD Method) which determines where you will place each bet or either Pass Line or
Don't Pass and the Quick Strike Betting Series (QS Betting) which determines the size
of each bet.

Combining these two methods is the basis of Quick Strike Craps, where each leg of the
strategy helps support the compl ete strategy.

Hereisasummary of each part of the strategy.

The High Probability Bet Placer (ROD Method)

1. Bet the Same (S) as the Previous Decision until you lose abet. Then switch to betting
the Opposite (O) of the Previous Decision until losing a bet.

2. Start agame by betting the Same (S) as the previous decision.
3. If you have the results of the previous dice decision, start out betting the same as the

previous decision. If you don’t know the previous decision, such as when you start
playing craps online, always start with the pattern Same and bet on Don’t Pass.

The Quick Strike Betting Series

You will use a Bet Seriesto determine each bet. There are different bets for each level of
betting. When you use $5 as your minimum bet, you will use the following betting series:
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Optimum Winning Bet Series for $5 Bets

Leve 1 2 3 4 5 6
Bet $5 $10 $20 | $40 | $60 $80
If Win 1 1 1 2 3 4
Return to

The betting rules are:

1. Always begin agame making aLevel 1 bet. If the bet wins, continue to make a Level
1 bet. If the bet loses, raise the bet one level.

2. Any time a bet loses the next bet will be one level higher. If you lose alLevel 1 bet,
your next wager will beat Level 2. If you losealevel 3 bet, your next wager will be at
Level 4.

3. Whenever you win a bet your next bet will be at the level shown in the template. If
youwinaleve 1, 2 or 3 bet, your next bet will always drop back to Level 1. These first
three levels of betting are handled like a Martingal e progression where onewin is
sufficient to drop you al the way back to the first bet.

If youwin alevel 4, 5 or 6 bet, your next bet will be at the level shown in the template:
If you win aLevel 4 bet, next make aLevel 2 bet.

If youwin aLevel 5 bet, next make aLevel 3 bet.

If you win aLevel 6 bet, you next wager will beaLevel 4 bet.

The following table shows a series of bets using the QS Betting Series with a minimum
wager of $5.

The essence of Quick Strike Crapsis combining the ROD Method which determines

where you make each bet with the QS Betting Series where determines the size of each.
bet. The easiest way to learn the strategy isto practiceit. Y ou can practice playing craps
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without having to register or download any software at Bodog.com
(http://casino.bodog.com/free-craps. sp|

The following table shows Quick Strike Craps minimum bets, Game Bankrolls, HPPG
Targets and Total Bankrolls for minimum bets ranging from $1 to $1,000.
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Quick Strike Craps Bankroll Levels and HPPG Targets

Game
Minimum Bet | Bankroll HPPG Target Total Bankroll
$1 $45 $8 $135
$2 $90 $16 $270
$3 $135 $24 $405
$5 $225 $40 $675
$8 $360 $64 $1,080
$10 $450 $80 $1,350
$15 $675 $120 $2,025
$20 $900 $160 $2,700
$25 $1,125 $200 $3,375
$35 $1,575 $280 $4,725
$50 $2,250 $400 $6,750
$75 $3,375 $600 $10,125
$100 $4,500 $800 $13,500
$200 $9,000 $1600 $27,000
$300 $13.500 $2400 $40,500
$400 $18,000 $3200 $54,000
$500 $22,500 $4000 $67,500
$750 $33,750 $6000 $101,250
$1,000 $45,000 $8000 $135,000

The next table shows the bets for minimum wagers ranging from $1 to $1,000. The same
betting rules are followed for each level of betting. For example, if youwinalevel 1, 2 or
3 bet your next bet will beaLevel 1 bet. If youwinalevel 4 bet your next wager is Leve
2,if youwinalevel 5, you revert to making aLevel 3 bet, and if youwin alLevel 6 wager
the following bet will befor Level 4.
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Quick Strike Craps Bets for Each Level of Play

Min Bet | Buy-in Levels
1 2 3 4 5 6

If Win 1 1 1 2 3 4

Goto>
$1 $45 1 2 4 8 12 16
$2 $90 2 4 8 16 24 32
$3 $135 3 6 12 24 36 48
$5 $225 5 10 20 40 60 80
$8 $360 8 16 32 64 96 128
$10 $450 10 20 40 80 120 160
$15 $675 15 30 60 120 180 240
$20 $900 20 40 80 160 240 320
$25 $1,125 25 50 100 200 300 400
$35 $1,575 35 70 140 280 420 560
$50 $2,250 50 100 200 400 600 800
$75 $3,375 75 150 300 600 900 1000
$100 $4,500 100 200 400 800 1200 1600
$200 $9,000 200 400 800 1600 2400 3200
$300 $13,500 300 600 1200 2400 3600 4800
$400 $18,000 400 800 1600 3200 4800 6400
$500 $22,500 500 1000 2000 4000 6000 8000
$750 $33,750 750 1500 3000 6000 9000 12000
$1,000 $45,000 1000 2000 4000 8000 12000 16000

When you are betting you need to keep track of your winnings so that you know when you
have reached your HPPG Target. For example, if you have just won aLevel 3 bet and you
have reached or exceeded your HPPG Target amount, you will not make the next bet at
Level 1.

Another way of stating thisisthat hitting your HPPG Target has a higher priority than
completing any sequence of bets.

Thereis till one more reason you may decided not to compl ete the bets called for in the
Betting Series. If you are playing alonger game and have been in alosing position for
some time and a couple of winning bets gives you awin, evenif it isless than your HPPG
Target you may wish to call the game over.
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Take Your Money and Run

The object of playing crapsisto walk out of the casino with more money than you camein
with. That's what this book has been about. If you want to have fun playing craps, that’s
great too. It's supposed to be fun. But, if you have consistently been losing to the casinos,
then | question how much fun you have really been having.

Thereis no substitute for winning. Can | guarantee that you will always be awinner? No.
But I will guarantee that your play will improve immensely and that you will have a better
chance of winning than ever beforeif you follow the suggestions | have given you. Hereis
abrief rundown of what you should do to become a skilled craps winner:

1. You should first read thisentire manual. If you don’t understand parts of the strategy
you can go back to them later.

2. Beforetrying to learn the strategy make sure that you understand how to make passline
and don’t pass bets. Y ou can sign on to an online casino such as Bodog
(http:casino.bodoglife.com) and play in practice mode to get afed for the game. You
don’t have to know about any other craps betsin order to play the game. .

3. Learnthe ROD Method first. Thisentailslearning where to place your bets. To learn
how to use this strategy, you should try it in practice mode. At this point, don’'t worry
about the size of each bet. Just use aflat bet of $5 and practice choosing where to place
each bet.

4. After learning the ROD Method, you will learn the QS Betting Series used to determine
the size of each bet. The easiest way to determine if you have mastered bet sizing isto
review the example gamesin this book and see if you completely understand how we
determined the amount of each bet.

5. After you know exactly how to use Quick Strike Craps correctly, you will need to add
the Money Management Rules to complete the strategy.  Be sure that you understand the
concepts of Minimum Bets, Game Bankrolls, Total Bankroll and HPPG targets.

6. Review dl of the example gamesin thisbook. Be surethat you completely understand
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how to determine each bet and why we stopped play in each game.

7. Play crapsfor freein an online game. At first, don’t try to apply the strategy. Just make
flat bets such as $5 bets.

8. Play aseries of gamesin practice mode using the Quick Strike Craps bet tracking
system.

9. Keep good records of your practice games. Be sure that you are consistently winning
before starting to play for real money.

10. Get ready for real play. The easiest way to do thisisto deposit money in the online
casino where you have been practicing and start playing for real. Y ou will have to adhere
to our bankroll requirements. If you decide to start with $1 bets, you will only need a $20
buy-in.  Since many online casinos offer 100% match bonuses, you can get started with as
little as $10 and use the casino’s bonus of $10 to complete your bankroll.

11. Besurethat you keep accurate records. Y ou will employ record keeping mainly to
keep score. If you have a Profit Goal in mind, you want to know when you have reached it.
Most gamblers underestimate the amount of their losses and overestimate how much they
are ahead. Record keeping will not only keep you honest, but it will aso improve your
winnings.

12. Set modest goals when you first start playing for real. It isaways better to start
playing with alower bankroll so that if you do make mistakes, your losses will be smaller.
Only move up in play after you have built up the bankroll needed out of winnings. If your
winnings are not growing, then you are not using the strategy correctly.

13. Findly, learn to play another casino game. Try roulette or blackjack for area change.
A much over-looked game isthree-card poker. Tryit. Itisagreat game. The point isthat
your casino experience will be much more enjoyable if you learn another game.

14. Play for blood. The best way to do thisisto start out small and then increase the size
of your wagers as your bankroll grows. While the casino may not pay much attention to
your wins as a $5 bettor, the casino bosses will definitely take notice when you start
beating them making $100 minimum bets.
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We hope you enjoyed this book and picked up some useful pointers. It'stough to win at
gambling. But thereal trick isnot to lose too much. If you keep your losses low, then
when the large payoff comes, you will end up anet winner.

| know how hard it isto use discipline in a casino environment. But once you leave the

casino and arrive home with real winnings, you will seethe value in the strategies. We
wish you the very best in your gambling endeavors.
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	You will use a predefined betting series to determine the size of each wager.  There is a different size bet each level of betting.  When you use $5 as your minimum bet, you will use the following betting series:
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	This table shows very clearly the relationship between the level of betting and the size of the Game Bankroll.
	Let’s take a look at the betting series for $5 minimum bets.  The bets in this series are 5 10 20 40 60 and 80, totaling $215.  The Game Bankroll is $225, which is enough to allow for losing every single bet in the betting series.
	If you look at every level of betting you will see that in every case the amount used as the Game Bankroll is just slightly more than the amount you would need if you lose every single bet with no winning bets.
	However, losing all of the bets in the betting series is not likely to occur.  In the next chapter I’ll give you the results of 4,440 craps games and you will see how unlikely losses really are.
	But, here I am not talking likelihood; I am talking about levels of money.  And, to play this strategy correctly you need to buy in, or convert enough cash to chips to cover the loss of every single wager in the betting series.
	Used this way, your Game Bankroll also acts as a Loss Limit for any game.  You know going in that you can never lose more than the amount of your Game Bankroll.
	If this all sounds very negative, it really isn’t.  You will discover just how infrequently losses occur.  However, you do need to be prepared for the unlikely occurrence of a loss.
	Now for a happier note.  Since we are going to limit losses to the amount of our Game Bankroll, we are also going to set a profit goal for each game.
	This is important for several reasons:��1.  Having a profit goal gives us a knowable reason to call a game over.��2.  Using profit goals allows us to keep games short so that we are always utilizing the “Quick Strike” approach.��3.  Having a profit goal
	In short, using a Profit Goal becomes another very important tool in beating the casinos.
	You can think of it this way –
	The casino is vulnerable in that it has to offer its games virtually 24 hours a day to all comers.
	When we use a profit goal correctly we have a weapon where we can strike the casino for quick wins, pull off and then strike again, anytime we feel like it.
	Many gamblers have very unrealistic ideas about how much they should win.  Most gamblers would at least like to double their money and some would never set any upper limit on how much they can win.
	However, this approach to gambling is usually not the best way to play if you want to win.  I recall reading years ago a maxim about the stock market saying that a tree does not grow to heaven.  This means that even if stocks have been rising and rising,
	The smart stock trader will take some of his profits out of the game as his winnings grow.
	We will use the same approach with craps play.  Our tool is called the High Probability Profit Goal (HPPG Target).
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