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Exhibit A

CRAPS

Craps-is played on a table built for this game only, and two dice are used. The player
must handle the dice with one hand only when throwing and the dice must hit the walls on the
opposite end of the table. In the event that one or both dice are thrown off the table, they must be
inspected (usually by the box-man) before putting them back into play.  The craps table can
accommodate up to about 20 players, who each get a round of throws or 'shooting' the dice. Ifa
~ player doesn’t want to throw the dice they have the option to pass. Players can bet on the shooter
or against the shooter. Several types of bets can be made on the table at once. To run a full game
of craps a stickman, box-man and two dealers are needed. -

'Responsibilities of ,Dea_ler.s:

Box-Man — Observes all rolls and payoffs for accuracy, deposits cash buy-in.é in drop box,
mediates disputes and is responsible for dice integrity. '

2% Base, 3" Base — Pays winners and takes losing Bets on respective end of table, they watch
only their own end of the table. They also receive the dice call from the stick-man

Stick-Man ~ Rums game and controls speed he calls throws of the dice and is in charge of the
proposition box located in the center of the layout, o ,

The first roll of the dice in a betting round is called the Come Out roll - a new game in Craps
begins with the Come Out roll. A Come Out roll can be made only when the previous shooter -
fails to make a winning roll, that is, fails to make the Point or seven out. | :

A new game then ,begihs with a new shooter. If the current shooter does make his Point, the dice

are returned to him and he then begins the new Come Out roll. This is a continuation of that
shooter's roll, although technically, the Come Out roll identifies a new game about to begin.

When the shooter fails to make his or her Point, the dice are then offered to the next player for a
new Come Out roll and the game continues in the same manner. The new shooter will be the
person directly next to the left of the previous shooter - so the game moves in a clockwise
fashion around the craps table.

The djéc are rolled across the craps table layout. The layout is divided into three areas - two side
areas separated by a center one. Each side area is the mirror reflection of the other and contains




the following: Pass and Don't Pass line bets, Come and Don't Come bets, Odds bet, Place bets
and Field bets. The center area is shared by both side areas and contains the Proposition bets.

 Pass bets win when the come out roll is 7 or 11, while pass bets lose when the come out roll is 2,
3, or 12. Don't bets lose when the come out roll is 7 or 1 1, and don't bets win when the come out
roll is 2 or 3. Don't bets tie when the come out roll is 12.

All bets can be made at a minimum of $1 and a maximum of $4
Below is a list of the various bets you can make at craps.

Pass Line Bet - You win if the first roll is a natural (7, 11) and lose if it is craps (2, 3, 12). If a
point is rolled (4, 5, 6, 8, 9, 10) it must be repeated before a 7 is thrown in order to win. If 7 is .
rolled before the point you lose. ' ' e :

Odds on Pass Line Bet - After a point is rolled you can make this additional bet by taking odds.
There are different payoffs for each point. A point of 4 or 10 will pay you 2:1; 5 or 9 pays 3:2; 6
or 8 pays 1:1. You only win if the point is rolled again before a 7.

Odds on Don’t Pass Line Bet - After a point is rolled you can make this additional bet by taking
odds. There are different payofis for each point. A point of 4 or 10 will pay you 1:2; 5 or 9 pays
2:3; 6 or 8 pays 1:1. You only win if a 7 is rolled before the point.

Come Bet - It has the same rules as the Pass Line bet. The difference consists in the fact you can
make this bet only after the point on the pass line has been determined. After you place your bet
the first dice roll will set the come point. You win if it is a natural (7, 11) and lose if it is craps
(2, 3, 12). Other rolls will make you a winner if the come point is repeated before a 7 is rolled. If
a7 isrolled first you lose. : o

Odds on Come 4Bet - Exactly the Same thing as the Odds on Pass Line bet except you take odds
on the Come bet not the Pass Line bet. :

Don't Pass Line Bet - This is the reversed Pass Line bet. If the first roll of a dice is a natural (7,
11) you lose and if it is a 2 or a 3 you win. A dice roll of 12 means you have a tie or push with
the casino. If the roll is a point (4, 5, 6, 8, 9, 10) a 7 must come out before that point is repeated
to make you a winner. If the point is rolled again before the 7 you lose.

Don't Come Bet - The reversed Come Bet. After the come point has been established YOu win if
itisa2 or3 and lose for 7 or 11. 12 is a tie and other dice rolls will make you win only ifa 7
appears before them on the following throws.

Place Bets - This bet works after the point has been determined. You can bet on a dice roll of 4,

5,6, 8,9 and 10. You win if the number you placed your bet on is rolled before a 7. Otherwise -
you lose. The Place Bets payoffs are different depending on the number you bet on. 4 or 10 will -
"~ pay 9:5; 5 or 9 pays 7:5, and 6 or 8 pays 7:6. You can cancel this bet anytime you want to.

Field Bets - These bets are for one dice roll only.Ifa2, 3,4,9, 10, 11, 12 is rolled you win. A 5,
6, 7 and 8 make you lose. Field Bets have the following different payoffs: 2 pays double 2:1)
while 12 pays 3:1. Other winning dice rolls pays even (1:1).

Proposition Bets - These bets can be made at any time and, except for the hard-ways, they are
all one roll bets: : '
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Any Craps: Wins ifa 2, 3 or 12 is thrown. Payoff 8:1

Any Seven: Wins if a 7 is rolled. Payoff 5:1

Eleven: Wins if a 11 is thrown. Payoff 16:1

Ace Deuce: Wins if a 3 is rolled. Payoff 16:1

Aces or Boxcars: Wins ifa 2 or 12 is thrown. Payoff 30:1 :

Horn Bet: it acts as a 2, 3, 11 and 12 bet all at once. Wins if one of these numbers is
rolled. Payoff is determined according to the number rolled. The other three bets are lost.
Hard-ways: The bet on a hard-way number wins if it's thrown hard (sum of pairs: 1-1, 3-

-3, 4-4...) before it's rolled easy and a 7 is thrown. Payoffs: Hard 4 and 10, 8:1; Hard 6 and

8, 10:1







