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FIGURE 3 
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FIGURE 4 
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FIGURE 5 
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FIGURE 6 

_ PASS LINE (P.L.) [1 $0.25 

__ P.L. ODDS [:l $1.00 

_ NUMBER ON LINE (O.L.) B $5.00 

__ NUMBER O.L. ODDS '1 $25.00 

_ FIELD TOTAL WAGERED BET 

_ COME TOTAL WAGERED ROLL 

__ CRAPS OR ELEVEN ‘3 ANY SEVEN 

__ HARDWAY 4 [:l HARDWAY 6 U HARDWAY 8 

__ HARDWAY 10 I HORN BET 

i 2D3B11C12 
_ DON’T PASS I DON’T PASS ODDS 

__ HORN HIGH 11 I: HORN HIGH 12 

_ HORN HIGH2 l1 HORN HIGH 3 



Patent Application Publication May 15, 2008 Sheet 7 0f 13 US 2008/0113706 A1 

FIGURE 7 
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FIGURE 8 
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FIGURE 9 
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FIGURE 10 
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MULTILEVEL BETTING STRUCTURE ON 
COMPLEX WAGERING ALTERNATIVES IN 

ELECTRONIC WAGERING SYSTEMS 

BACKGROUND OF THE INVENTION 

[0001] 1. Field of the Invention 

[0002] The present invention relates to the ?eld of Wager 
ing, electronic systems supporting Wagering, and Wagering 
on games With relatively complex alternatives in the selection 
of Wagers. 

[0003] 2. Background ofthe Art 
[0004] There are a feW games at casinos and on the internet 
in Which the availability of a signi?cant variety of Wagers may 
intimidate neW players from the game. For example, roulette 
has at least 13 different types of Wagers, Without counting 
individual numbers or similar compilations of numbers (e.g., 
adjacent numbers, lines of numbers, boxes of numbers, etc.) 
as different types of Wagers. Craps also has at least 8 different 
Wagering options are not printed on the table layout. The fact 
that players Will not play the game or are limited in the scope 
of their Wagers because of the intimidation factor loWers the 
pro?ts of casinos. 
[0005] With the advent of electronic Wagering systems, on 
fully automatic video systems, partially combined live facili 
ties and electronic Wagering, or completely live systems With 
electronic Wagering, the games can be played more quickly, 
but the intimidation factor remains present for some players. 

General Rules for Play of Craps: 

[0006] Each playerplaces at least one of the various Wagers 
indicated beloW before the dice are throWn by the shooter. A 
shooter (the person throWing the dice) must have at least one 
minimum Wager (on the “pass” or “don’t pass” line) on the 
table, although a partner may throW the dice for someone else 
placing the Wager. As the pair of dice provides 36 possible 
outcomes for a single roll of one standard pair of dice, there 
are 36 possible outcomes on each and every roll of the dice in 
the standard game of craps. 

[0007] The Standard Wagers Include: 
[0008] PASS LINE Wager: 
[0009] The player Will lose this Wager on a shooter opening 
throW totaling 2, 3, or 12, and Will lose all money Wagered on 
this area. The player Will Win on a shooter opening throW 
totaling 7 or 11, and Will Win on a 1 to 1 payout basis. The 
effect of the above tWo rules is that the player either Wins or 
loses on an opening throW of2, 3, 7, 11, or 12. Ifthese values 
do not appear on the opening roll, then a POINT is estab 
lished. The possible POINT numbers are therefore as folloWs: 
4, 5, 6, 8, 9, or 10. Assuming that the opening throW estab 
lished a POINT, players With a Wager on the pass line Would 
Win if the shooter on any subsequent throW obtained the same 
sum total of the POINT, establishing a PASS, before throWing 
a 7. In summary, the shooter’s ?rst throW (or “come out” roll) 
only yields the total number to be used for the POINT, Wins 
With a 7 or 11, or loses With craps (i.e., a 2, 3 or 12). 

[0010] Players Who Wagered on the PASS LINE, may make 
an additional Wager after the POINT is established, and 
before any subsequent throW of the dice. This is called TAK 
ING the odds, and the odds and payouts for this additional 
Wager are as folloWs: 
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POINT PAYOUT 

6 or 8 6 to 5 
5 or 9 3 to 2 

4 or 10 2 to 1 

The taking of the odds is considered by some to be one of the 
best Wagers in the casino for a player, With a house hold of 
only about 0.8% of the total money Wagered. 

[0011] Again, a player Who Wagered on the pass line, and 
made this additional Wager as Well, Would noW be looking for 
the shooter to obtain a total number on any sub sequent throW 
equal to the established POINT. If this occurs, the player 
Would receive a payout of 1 to 1 on the original pass line 
Wager, and receive the odds as stated above for the additional 
TAKING of the odds Wager. HoWever, if after establishing the 
POINT, the shooter throWs a 7 on any subsequent throW prior 
to the shooter making the POINT as described above, players 
Would lose all money Wagered on the pass line, as Well as all 
additional money Wagered on this particular established 
POINT (i.e., the TAKING of the odds Wager described 
above). 
[0012] Once either the POINT is made, or the shooter’s 
throW totals 7 after the POINT is established, all bets Would 
be settled, and this Would signify the end of that portion of 
play for that particular established POINT. The shooter on the 
next throW Would be looking again to establish a “new” 
POINT for the players. 
[0013] DON’T PASS LINE Wager: 
[0014] This phase of the craps game (and Wagering associ 
ated thereWith) for the players is essentially directed to the 
opposite events When compared With the PASS LINE and 
associated Wagering as described above. The only major dif 
ference (again realiZing that pass line is essentially the oppo 
site of don’t pass line) is that players Wagering on the DON’T 
PASS LINE do not Win if the shooter’s opening throW is a 12, 
Whereas PASS LINE players do in fact lose if the shooter’s 
opening throW is a 12. A Wager placed by the player on this 
area of the table Would take on a payout similar to the PASS 
LINE, and Would be 1 to 1 if the shooter’s opening throW 
(before the establishment of the point) is a 2 or 3 (sometimes 
the 12 is excluded from the Don’t Pass Wager to provide 
additional house advantage). HoWever, if the shooter’s open 
ing throW is a 7 or 11, then the player Would lose all of his or 
her Wager on this area of the table. Once again, an opening 
throW of 12 Would mean nothing to the players Who have 
Wagered on the DON’T PASS LINE, if there is a DON’T 
PASS BAR 12 rule in effect, Which there almost alWays is (or 
a BAR 2 rule), as the probabilities Would favor the player 
Without the BAR provision. 
[0015] Working in a similar (but opposite) fashion as the 
PASS LINE Wager, once the POINT is established, the player 
having Wagered on the DON’T PASS LINE Will Win if the 
shooter rolls a 7 on a subsequent throW before making the 
established POINT, that is, a roll of the same value as the 
established point. The player Will usually Win a payout of 1 to 
1 on the initial DON’T PASS LINE Wager. 

[0016] Just as With the PASS LINE, a player having placed 
the DON’T PASS LINE Wager has the opportunity to place an 
additional Wager doWn once the POINT is established. The 
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DON’T PASS LINE Wagering player can LAY the odds, and 
the odds and payouts for this additional Wager are as follows: 

POINT PAYOUT 

6 or 8 5 to 6 

5 or 9 2 to 3 
4 or 10 1 to 2 

Again, the player Who wagered on the DON’T PASS LINE, 
and made this additional Wager, Will Win if the shooter rolls a 
7 on any subsequent throW. If this occurs, the player Will 
normally receive a payout of 1 to 1 on the original DON’T 
PASS LINE Wager, and receive the odds as stated above for 
the additional laying of the odds Wager on the DON’T PASS 
LINE. 
[0017] However, after establishing the POINT, if on any 
subsequent throW the shooter makes the established POINT 
by rolling that number again prior to the shooter obtaining a 7, 
the player Would lose all money Wagered on the DON’T 
PASS LINE, as Well as any and all additional money Wagered 
on this particular established POINT (i.e., the LAYING of the 
odds Wager). 
[0018] Once either the POINT is made, or the shooter rolls 
a 7 after the POINT is established, all bets Would be settled, 
and this Would signify the end of that portion or play for that 
particular established POINT. The shooter on the house’s 
next throW Would be looking to establish a “neW” POINT for 
the players. Basically a “neW” round of craps begins. If the 
shooter throWs a seven and “sevens-out,” all bets are settled 
and the dice are passed to a next shooter. 
[0019] Players Wagering on the DON’T PASS LINE can 
take their entire Wager (including any LAY Wager placed) 
doWn (i.e., remove their Wager) at any time during the course 
of play, as long as there have been no dice throWn. COME and 
DON’T COME Wagers: 
[0020] The COME and DON’T COME Wagers can only be 
made after the POINT has been established. The COME 
Wager is similar to the PASS LINE Wager. Players making a 
COME Wager Win if the shooter rolls a 7 or establishes 
another POINT. All of the same rules as in the PASS LINE 
Wager apply to the COME Wager as far as throWs of other 
numbers are concerned. Furthermore, all of the same rules 
apply as far as making this additional POINT is concerned. 
[0021] The DON’T COME area is similar to the DON’T 
PASS LINE Wager. Players making a DON’T COME Wager 
Win if the shooter fails to roll a 7 or establish another point for 
them. All of the same rules in the DON’T PASS LINE apply 
to the DON’T COME Wager as far as throWs of other numbers 
are concerned. Furthermore, all of the same rules apply as far 
as making this additional POINT is concerned. 

FIELD Bet: 

[0022] Players may also play the FIELD. This is a one 
throW Wager Where the player receives a 1 to 1 payout if the 
shooter’s roll on the very next throW totals any one of 3, 4, 9, 
10, or 11. Some casinos Will replace the 9 With the 5 and vice 
versa. This is a choice reserved by the house, and does not 
impact the integrity of the game of the invention. Whether the 
number 5 or 9 is included in the ?eld, Would be pre-estab 
lished, and noted on each and every table so that all players 
Would be fully aWare of the numbers making up the FIELD 
Wager. Also included in the FIELD Wager and payout Would 
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be a shooter total of 2 or 12 on the shooter’s ?rst tWo cards of 
the very next throW. Under these scenarios, the payout Would 
be as folloWs: 

NUMBER PAYOUT 

2 2 to 1 
12 3 to 1 

[0023] The FIELD Wager is also a one throW Wager, and the 
player Will Win as described above. HoWever, any other ?rst 
roll total obtained by the shooter (other than that identi?ed by 
the FIELD and displayed on the table layout) Will result in a 
player loss of the entire Wager placed. All of the ?eld Wagers 
are settled on each and every throW. Hence, this is a one throW 
Wager, With the player either Winning or losing on each throW. 

PLACE (or BUY) and LAY Wagering: 
[0024] A player Wishing to PLACE a Wager on any of the 
folloWing numbers: 4, 5, 6, 8, 9, or 10, may do so after the 
point is established. Players placing (or buying) a Wager on a 
particular number are looking for the shooter’s subsequent 
throW after the come out throW to total the number the Wager 
Was placed on. This Wager Will remain active until such time 
that the shooter’s next throW totals the number the Wager Was 
placed on, or a 7 is rolled. Any other total obtained by the 
shooter Would be irrelevant to the player making this Wager, 
and the Wager Would remain on the table, unless the player 
indicates to take the Wager doWn (or turn the Wager off or 
remove the Wager). The player can take their Wager doWn (or 
turn off their Wager) at any time during the course of play, as 
long as no dice have been throWn to begin a neW round of 
throWing. 
[0025] If the shooter’s roll totals the number the player 
placed the Wager on, then the player Would Win and be paid 
according to the beloW payout table: 

PLACE BUY (plus 5%) 
NUMBER PAYOUT PAYOUT 

4 or 10 9 to 5 2 to 1 
5 or 9 7 to 5 3 to 2 

6 or 8 7 to 6 6 to 5 

[0026] HoWever, if any of the shooter’s subsequent throWs 
total a seven, any and all players Who have made a PLACE (or 
BUY) Wager Would lose the entire amount Wagered. It should 
be noted again that all other numbers aside from a 7 or the 
number the PLACE (or BUY) Wager Was made are inconse 
quential to this Wager, and the Wager Will remain active for the 
next round of throWing, unless the player decides to take the 
Wager doWn by removing the Wager (or turn the Wager off, 
Where a special “OFF” button may be placed on the Wager). 

[0027] A player BUYING a number Would have to place a 
desired Wager plus 5% to obtain the odds in the far right 
column as stated directly above. The additional 5% Would go 
directly to the house. Therefore, if the player desired to BUY 
the 5 for $10.00, they Would have to give $10.50. The $10.00 
Would be placed on the 5, and the player Would receive a 
payout of 3 to 2 on this $10.00, should the player Win. The 
$0.50 Would be retained by the house, and Will not be 
included in any payout calculation. 
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LAY Wagering: 
[0028] A player Wishing to LAY a Wager on any of the 
following numbers: 4, 5, 6, 8, 9, or 10, may do so after a point 
has been established. The LAY bet is essentially the opposite 
of a BUY Wager. Players laying a Wager on a particular 
number Will Win if a 7 is rolledbefore the number Wagered on. 
This Wager Will remain active until such time that the shoot 
er’s ?rst and next throw totals the number the Wager Was 
placed on, or a 7 is rolled. Any other total obtained by the 
shooter Would be irrelevant to the player making this Wager, 
and the Wager Would remain on the table, unless the player 
indicates to take the Wager doWn. The player can take their 
Wager doWn at any time during the course of play, as long as 
no dice have been throWn to begin a neW round of throWing. 
[0029] If the shooter’s ?rst and next throW totals a 7, then 
the player Would Win, and be paid according to the beloW 
payout table: 

NUMBER LAY (plus 5%) PAYOUT 

4 or 10 1 to 2 
5 or 9 2 to 3 
6 or 8 5 to 6 

[0030] However, if the shooter’s next throW totals the num 
ber the LAY Wager Was placed on, the player loses the entire 
amount Wagered. It should be noted that all other numbers 
aside from a 7 or the number the LAY Wager Was made are 

inconsequential to this Wager, and the Wager Will remain 
active for the next round of throWing, unless the player 
decides to take the Wager doWn (or turn the Wager off). 
[0031] A player LAYING a number, Would have to place 
doWn a desired Wager plus 5%. The additional 5% Would go 
directly to the house. Therefore, if the player desired to LAY 
the 5 for $10.00, they Would have to give the shooter $10.50. 
The $10.00 Would be placed behind the 5, and the player 
Would receive a payout of 2 to 3 on this $10.00, should the 
player Win. The $0.50 Would be retained by the house, and 
Will not be included in any payout calculation. 

Standard Proposition Wagers 

[0032] In Wagering on the standard proposition bets at the 
craps table, a player makes a Wager as to the occurrence of a 
speci?c event on the next single roll of the dice. The player 
can only Win if the sum of the shooter’s ?rst (next) throW of 
the dice is the exact number his or her Wager Was placed on, 
for example, With odds typically as folloWs: 

WAGER PLACED PAYOUT 

2 30 tol 
12 30 tol 
3 15 tol 

11 15 tol 
2&12 15 to 1 
2&3 9to1 

11 & 12 9 to 1 
3 &11 7 to 1 

(Horn) 4to1 
2, 3, 11 & 12 

[0033] According to the present teachings, individual 
boxes may be provided for Wagers that are ordinarily split into 
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separate Wagers or placed across lines separating the Wagers, 
such as 2 & 12 (high/low) is a bet (With 1/2 the total Wager on 
2, and 1/2 the total Wager on 12), similarly Wagers are placed 
(and have to be split) on a prop bet on a 2 and a 3 on the next 

roll or on an 11 or 12 (Referred to as E.T., eleven-tWelve) 
Which is split or placed on the line separating the 1 1 and 12 in 
the prop bet area. “Any Craps” (a roll of 2, 3 or 12) and 
Three-Way craps (With speci?c Wager amounts on each of the 
craps events of 2, 3 and 12) bets canbe placed. These odds and 
payouts must be clearly marked on the table so that all players 
are aWare of the exact odds, as the odds may vary slightly at 
different casinos or even at different table. 

[0034] In addition to these standard Wagers (and others, 
such as BIG 6 or BIG 8, hopping Wagers, “Big Red” (any 
seven), Three-Way Seven, and the like, that may be present on 
a casino craps table or electronic version thereof. 

[0035] FeW games offered by casinos offer ranges of player 
control over Wagering options displayed. Among those are 
US. Pat. No. 6,811,484(KatZ)Which describes apparatus and 
methods for their play. In one embodiment, a multi-level 
game of chance is played by presenting the player With mul 
tiple options, Where there is at least one positive option and at 
least one negative option. By Way of example, at each level 
the player selects one of four boxes, Where tWo have a mon 
etary amount, and one has a strike. Optionally, the fourth box 
may comprise a ‘mystery box’, Which requires a decision 
Within a decision. When presented With the mystery box, the 
player may elect to open it or not. If they do not open it, game 
play resumes at the existing game level. If they open it, one of 
multiple options is presented, including a positive option and 
a negative option. In the preferred embodiment, the positive 
option could include: a multiplier of the Winnings of the 
player, e.g., a double of the money in the player’s account, or 
the updating of the safe level for the player. A negative result 
could be an additional strike. Preferably, the probability of a 
negative outcome from the opening of the mystery box should 
be the same as the probability of a negative event the general 
playing of the game. In studio participation, casino based 
play, or play over an electronic netWork, such as the Internet, 
is contemplated. In another embodiment, a series of numbers 
are randomly draWn for the player and the system, and a Win 
determined based upon prede?ned rules, e.g., four of a kind 
beats three of a kind. 

[0036] US. Pat. No. 6,652,378 (Cannon et al.) describes a 
gaming apparatus and methods of conducting a Wagering 
game of chance. A gaming machine is disclosed Which is 
con?gured for mutually concurrent play of a plurality of 
games of chance on a single display screen. A method of 
conducting a Wagering activity includes providing a player 
With a plurality of differing games of chance, at least some of 
Which are mutually concurrently playable on a single screen 
display of a gaming device and enabling mutually concurrent 
play of the plurality of differing games of chance on the single 
screen display. Various other gaming machine con?gurations 
and methods of play related to multiple differing games of 
chance on a single display screen are also disclosed herein. 
NetWorked gaming machines are also disclosed. 

[0037] US. Pat. No. 6,604,740 (Singer et al.) describes a 
slot machine that enables a player to select one or more 

symbols as Wild symbols (“Select-A-Wild”). In one embodi 
ment, the game displays three spin buttons. Each spin button 
is permanently associated With a symbol.All of the associated 
symbols have matching symbols on the reel strips. Each of the 
associated symbols have the same probability of appearing on 
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the reel strips. The player selects a Wild symbol by pressing a 
spin button. The symbol associated With the pressed spin 
button acts as a Wild symbol for that spin. After each spin, the 
player receives aWards for all Winning combinations. 
[0038] US. Pat. No. 6443,837 (Jaffe) describes a gaming 
machine bonus feature involving the selection of strategy 
options. The player selects strategy options, one at a time, in 
successive game stages. Each of the strategy options is asso 
ciated With a game activity having a number of possible 
outcomes. After selection of the strategy options, a gaming 
machine processor determines the outcomes associated With 
the designated game activity. In one embodiment, the game 
program de?nes a selection probability for the possible out 
comes Which may vary in the successive game stages. In 
accordance With another aspect of the present invention, there 
is provided a gaming machine and method of operating of the 
gaming machine to execute a game program de?ning a ?rst 
and second strategy option. Each of the ?rst and second 
strategy options are associated With a designated game activ 
ity. The method comprises a ?rst step of selecting, under 
player control, one of the ?rst and second strategy options. 
The processor identi?es the designated game activity associ 
ated With the selected strategy option and a number of pos 
sible outcomes of the designated game activity. Then, the 
processor selects one of the possible outcomes and the gam 
ing machine displays indicia of the selected outcome. 

SUMMARY OF THE INVENTION 

[0039] An electronic Wagering system is disclosed in Which 
at least seven distinct types of Wagers can be placed. Players 
may select levels of Wagering panels compatible With their 
perceived level of competency or comfort in the game. Play 
ers advance their progression through different levels of com 
plexity in panels as their comfort increases or as they feel that 
strategy indicates that an alteration in betting form may be 
desirable. Panels may shoW limited Wagering selections and 
progress in dif?culty up to the highest level of complexity, 
Which Would be a display of or availability of all Wagers. 
Players may even design panel displays of only those Wagers 
that they Wish to engage in, excluding Wagers that they knoW 
they Will never place. 

BRIEF DESCRIPTION OF THE FIGURES 

[0040] FIG. 1 shoWs a craps table With multiple Wagering 
monitors distributed at player positions about the craps table. 
[0041] FIG. 2 shoWs a monitor screen shot of a loW level of 
complexity Wagering screen for roulette. 
[0042] FIG. 3 shoWs a monitor screen shot of a higher level 
of complexity Wagering screen for roulette. 
[0043] FIG. 4 shoWs a monitor screen shot of a loW level of 
complexity Wagering screen for craps. 
[0044] FIG. 5 shoWs a monitor screen shot of a more com 
plex Wagering capability than the loW level of complexity 
Wagering screen of FIG. 4 for craps. 
[0045] FIG. 6 shoWs a monitor screen shot of a more com 
plex Wagering capability than the moderate level of complex 
ity Wagering screen of FIG. 5 for craps. 
[0046] FIG. 7 shoWs a monitor screen shot of a more com 
plex Wagering capability than the moderately high level of 
complexity Wagering screen of FIG. 6 for craps. 
[0047] FIG. 8 shoWs a player redesigning the most complex 
Wagering screen shot for craps Which had displayed every 
available Wager. 
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[0048] FIG. 9 shoWs an edited screen With a skilled players’ 
menu of preferred Wagers. 
[0049] FIG. 10 shoWs a How chart for use ofthe system of 
the present technology using monetary inputs (currency) into 
the system, accepting credit, selecting a preferred Wagering 
pro?le and then placing Wagers. 
[0050] FIG. 11 shoWs a ?owchart for actual Wager entry 
and game play With Wager suggestions according to the tech 
nology described herein. 
[0051] FIG. 12 shoWs a screen shot display of an alphanu 
meric image of one level of player strategy Wagering types 
that give an appearance more like a craps table surface. 
[0052] FIG. 13 shoWs a second screen shot display of an 
alphanumeric image of one level of player strategy Wagering 
types that give an appearance more like a craps table surface. 

DETAILED DESCRIPTION OF THE INVENTION 

[0053] There are a number of factors that make the game of 
craps less desirable to a casino than other games. It is a highly 
labor intensive game. The skill level of the game personnel 
must be higher for craps versus other casino games. The 
payment of aWards and collection of lost Wagers is time 
consuming. The high number of different odds and their 
payment makes payment particularly complex. The need for 
individual casino personnel to handle individual Wager place 
ment While other players must Wait can sloW doWn the pace of 
the game, costing the casino revenues. 
[0054] The personnel required to operate a single craps 
table usually must include a dealer at each end of the table, a 
croupier for separately handling the dice and a pit boss to 
manage personnel, resolve disputes, and supervise changing 
and cashing out. The present technology uses automatic 
Wagering and live dice to offer craps in a casino environment. 
By automating the taking of Wagers, the personnel can be 
reduced to the croupier Whose only job could become moving 
the dice and entering dice rolls into a game controller through 
a touch pad orpanel. The level of skill of this casino employee 
Would be reduced and yet the game Would retain its essential 
?avor With live dice. This is important as many players enjoy 
the use of live random number generation (e.g., a physical 
Wheel, dice or cards) as compared to a purely electronic 
random number generation system. It is also contemplated as 
part of the present technology to include automatic reading of 
the dice roll results (through under the table dice reading, 
above the table cameras, RFID (radio frequency identi?ca 
tion) or other automated means, Without adversely impacting 
the live nature of the game. One example of a suitable auto 
mated dice reading system is disclosed in Published US. 
Patent Application No. US 20050215312 A1. 
[0055] The complexity of the Wagering and payouts is also 
addressed by the proposed system, as upon entering of dice 
roll results, the payouts can be made by a processor. The 
processor may initiate a display on the individual players 
screen 132 shoWing the results of individual Wagers. To 
enhance this effect, a screen may be shoWn With the indi 
vidual types of Wagers made by each player, an adjacent 
numeric shoWing the amount of value placed on that Wager, 
and a resulting display of the amount of the payout on that 
Winning Wager or an indication of the loss of that Wager can be 
highlighted, displayed or announced on the screen 132. A 
screen 132 With these features is shoWn in FIG. 12. Players 
may be asked if they Wish to replace particular Wagers, espe 
cially if those Wagers (noW removed) have been part of the 
past Wagering pro?le of particular players. 
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[0056] One aspect of the technology described herein may 
be generally referred to as a Wagering system for a Wagering 
game using at least one live random outcome game piece in 
the play of the Wagering game. The system may at least 
comprise a gaming table on Which the at least one physical 
game piece 11 is used to determine a random outcome. The 
system includes at least tWo player interface Wagering sys 
tems 12, 14 With a visual display provided on each player 
interface Wagering system. Each player interface Wagering 
system is in communication linkage With a game server (not 
shoWn) that processes game data and determines Wager out 
comes. Each player interface Wagering system has at least 
tWo distinct, selectable Wagering input displays that may be 
separately selected and displayed by a player Wagering at 
each player interface. Each of the at least tWo distinct, select 
able Wagering input displays identi?es different sets of 
Wagers that may be placed by the player on the random 
outcomes of the Wagering game. Each of the at least tWo 
selectable Wagering input displays can display at least four 
separate Wagers that a player may enter in the random out 
comes of the Wagering game. An exemplary Wagering system 
may provide each player interface Wagering system With at 
least three selectable Wagering input displays that may be 
separately selected and displayed by a player Wagering at 
each player interface. The player at a player interface Wager 
ing system may tailor at least one selectable Wagering input 
display by entering or deleting Wagers that are alloWed in play 
of the random outcome Wagering game. The Wagering game 
may provide the at least one game piece as a six-sided die; tWo 
six-sided dice; one or more die With a number of sides other 
than six; or a roulette ball and a roulette Wheel. 

[0057] In the use of the system With a craps game or craps 
game variant, a ?rst selectable Wagering input display may 
comprise at least a pass line Wager and a pass line odds Wager, 
and at least tWo more Wagers. A second selectable Wagering 
input display may comprise at least pass line Wager and a pass 
line odds Wager, ?eld bet, come bet, and numbers on a line 
Wager, and at least tWo more Wagers. In selecting a combina 
tion of Wagering screens in the play of craps and craps varia 
tions, it Would be desirable to have at least some of the 
folloWing combinations; a) at least one of the ?rst selectable 
Wagering input display and the second selectable Wagering 
input display do not display horn high Wagers and a third 
selectable Wagering input display does display horn high 
Wagers; b) at least one of the ?rst selectable Wagering input 
display and the second selectable Wagering input display do 
not display hardWays Wagers and a third selectable Wagering 
input display does display hardWays Wagers; and c) player 
input can be made by a combination of touchscreen input and 
button/keyboard input. 
[0058] In What is referred to herein as a live or partially live 
game, a dealer input panel may be used by a dealer to manu 
ally input random outcomes to the game server or game 
controller to indicate outcomes for the game processor to use 
in determining Wager outcomes, as opposed to automated 
reading of the random events, Which is another option in the 
design of the systems. In craps, a dealer input panel may be 
used by a dealer to manually input random outcomes to the 
game server to indicate outcomes for the game processor to 
use in determining Wager outcomes and a stick is provided to 
the dealer to move dice. A method of playing may require that 
after players have placed their Wagers, the dealer manually 
locks out further Wagers before the random outcome game 
piece completes determination of a random event. The 
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method may also have a player modify at least one second 
selectable Wagering input display to form a personaliZed 
player Wagering screen and that player places a Wager on the 
Wagering game using the personaliZed Wagering screen. 
[0059] Wagering may be done on these systems by cash 
input to the system to establish an account, establishing an 
individual player account With the Wagering facility and 
accessing the account through the game processor or other 
processor at the table, using a credit card, inserting a ticket 
representing monetary value (ticket-in, ticket-out type tech 
nology); inserting casino gaming chips into a counter or reg 
ister, paying cash to the dealer and establishing a credit at 
each player interface, and the like. 
[0060] FIG. 1 shoWs an electronic craps table 10, equipped 
With a series of blank monitors 2 With player interface control 
panels 16, 18 associated With each monitor, and a ‘pit’ into 
Which dice 11, 12 are manually throWn during a game. 

[0061] FIG. 2 shoWs a monitor screen shot 12 of a loW level 
of complexity Wagering screen for roulette. The screen shot 
12 is shoWn as a touchscreen, Where individual pressure 
points on the alphanumerics are used to enter Wager. The 
simplest Wagers are entered by, for example, by pressing the 
number Wager pres sure point B NUMBER and then pres sing 
one number at a time selected from 0 00 1 2 3 4 5 6 7 8 9 10 
11121314151617181920212223 24 25 2627 28 2930 
31 32 33 34 35 36.After selecting a single number, the amount 
of the Wager is entered by pressing pressure points on the 
available Wager amounts, B$0.25 B$1.00 B$5.00 B$25.00 
With intermediate Wager amounts (such as $12.75) being 
made by pushing $5.00 tWice, $1.00 tWice and $0.25 three 
times. The total Wagered bet on a single gaming event can be 
displayed in a display area such as TOTAL WAGERED 
BETB. Other simple Wagers can be entered in similar man 
ners by individually pressing the other Wager types shoWn B 
RED U BLACK U ODD U EVEN @1-12 B 13-24 : 25-36 
and individually entering the amount of the Wager desired. 
This individual Wager total Will gain be shoWn in the Total 
Wagered Bet area, While a separate display area may shoW the 
cumulative total Wagers on the individual bets as TOTAL 
WAGERED U 

[0062] FIG. 3 shoWs a monitor screen shot 22 of a higher 
level of complexity Wagering screen for roulette, With all of 
the Wagers shoWn in FIG. 2, plus additional Wagers. 
[0063] FIG. 4 shoWs a monitor screen shot 32 of a loW level 
of complexity Wagering screen for craps. On the screen dis 
play are pressure points (a buttonpanel may also be used, With 
directional controls on the buttons to direct a virtual arroW to 
speci?c Wagers and amounts and an enter button to enter the 
type of Wager and the amount of Wager s required) for enter 
ing the Wagers and amounts of Wagers. The Wagers and dis 
plays shoWn in screen shot 32 include the most common and 
simplest craps Wagers such as B PASS LINE (P.L.), B P.L. 
ODDS, U NUMBER ON LINE (O.L.), U NUMBER O.L. 
ODDS, U FIELD, U COME and U ANY SEVEN Wagers. 
The bet amounts individually enterable are shoWn as B$0.25 
B$1.00 B$5.00 and B$25.00. Again, there may be display 
?elds for TOTAL WAGERED BET U and TOTAL 
WAGERED ROLL II. An initial screen may be simpler or 
more complex according to the design parameters of the 
manufacturer. As later shoWn, an individual player may rede 
sign an individual screen to match that player’s Wagering 
tendencies. When individual player identities and player 
account numbers are entered, the system may reinstate the 
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last screen designed or selected by that individual player from 
a memory bank of player information. 
[0064] FIG. 5 shows a monitor screen shot 42 of a more 
complex wagering capability than the low level of complexity 
wagering screen of FIG. 4 for craps, including all of the 
wagering capabilities of FIG. 4, plus some additional wager 
ing options that tend to be more complex and used by the more 
advanced player. 
[0065] FIG. 6 shows a monitor screen shot 62 of a more 
complex wagering capability than the moderate level of com 
plexity wagering screen of FIG. 5 for craps, including all of 
the wagering capabilities of FIG. 5, plus some additional 
wagering options that tend to be more complex and used by 
the more advanced player. 
[0066] FIG. 7 shows a monitor screen shot 92 of a more 
complex wagering capability than the moderately high level 
of complexity wagering screen of FIG. 6 for craps, including 
all of the wagering capabilities of FIG. 6, plus some addi 
tional wagering options that tend to be more complex and 
used by the more advanced player. 
[0067] FIG. 8 shows a player redesigning the most complex 
wagering screen shot 102 for craps which had displayed 
essentially every available wager. In this screen shot 103, a 
player has used an erase or delete function (shown by double 
strikethroughs) to temporarily remove speci?c wagers (Big 6, 
Big 8, DON’T PASS and DON’T PASS ODDS) from a per 
sonaliZed wagering screen because that player indicates that 
he never uses those wagers and wishes to somewhat simplify 
his own unique wagering screen. This individual screen tai 
loring does not affect the ability of others to make the 
excluded wagers, and the player may re-edit his/her personal 
screen to add those wagers back into the repertoire or delete 
further items over the course of play. The player may even be 
able to enter unique wager combinations, such as the rarely 
and colloquially named, “Buffalo with a Hump” which is a 
World bet with a double value on the Any Seven component, 
such as 1 unit on each of2, 3, 11 and 12 and two units on the 
Any Seven. 
[0068] FIG. 9 shows an edited screen 132 with a skilled 
players’ menu of preferred wagers. 
[0069] FIG. 10 shows a ?ow chart for use of the system of 
the present technology using monetary inputs (currency) 20 
into the system, accepting credit, selecting a preferred wager 
ing pro?le and then placing wager 24. Each level has some 
pre-determined bet offerings that allows players shortcuts in 
the play. The Novice level will offer the simplest bet levels 
and highlight them to the player, or offer a shortcut to place a 
nominated bet. The next level of the invention is determining 
the level of the player, and then offering shortcuts that emu 
late what a player may do. The vagaries of the game are such 
that players may wish to parlay one bet into another, or take 
off some money once a certain event occurs. There may also 
be instances where more contrarian players are offered some 
hedging bet options to protect earlier, more successful bets. 
The ?owchart below tracks this through each step of the 
game. 
[0070] As shown in the ?ow chart, a player inserts money 
20 to obtain wagering credit. A series or suite of player level 
types are offered 21. The player selects the player skill level 
22 desired for that player. The player then selects 23 enters 
wagers to play the game 26. 
[0071] FIG. 11 shows a ?ow chart for further play on the 
technology described herein. In this ?owchart, the game is 
started 30, and the main available wagers are highlighted 32 
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or at least displayed on the player’s selected wagering screen. 
The player places wagers 34 by touch screen entry. A proces 
sor receives the bets, evaluates the bets 36 and the play con 
tinues. After a number of rolls 38, the processor may signal 
the player 40 through the screen that other wagers or other 
levels may be available from which the player should con 
sider wagers. This can be done on a rote manner, with certain 
wagers promoted based on the general level of play of the 
individual, or the processor may evaluate the roll or event 
history, display the roll or event history, and imply to the 
player that certain additional wagers seem to be indicated on 
the basis of roll history and events. For example, if the player 
has rolled craps more than 25% of the time, the processor may 
indicate to the player that craps wagers have returned over 
50% in a de?ned history, even though players should realiZe 
that dice have no memory and that each roll is statistically 
neutral. 

[0072] As players proceed through the game, the unit 
assesses their bet level 36 and may assign a level to that 
particular player. To promote further play of the game and a 
better understanding, further bets from the next level are 
offered after every X games. The reference of the next level 
may assign players a level based on bets being made. Such a 
table may look something like the following: 

Player Level Bet types 

Come/Don’t come line, straight number or ‘Field’ 
Multiple Level 1 bets at once 

3 Once point established, player plays point [may include 
level 1 + 2 bets] 

4 Player lays bets and plays odds in conjunction with 
levels 1, 2 and 3 

5 Player hedging and playing on over 5 positions 

[0073] One of the desirable aspects of the present technol 
ogy is that the system can promote short cut betting in line 
with what the player is playing, preventing excess electronic 
chip movement and accelerated game play. If a player plays X 
number of bets on a particular level, they are offered more 
exotic bets 40, and if this is rejected 42 twice in a row, the 
player may not be offered the same set of wagers again while 
there are credits in the machine (although the system may 
reset once credits reaches Zero). It is also envisaged that any 
player system requiring a player’s unique card would know 
the players required strategy and play offering levels. 
[0074] FIGS. 12 and 13 show alternate screen shot displays 
of alphanumeric images of levels of wagering types that give 
an appearance more like a craps table surface. FIG. 12 dis 
plays more complex betting options, while FIG. 13 displays 
more simple betting options. The players would place wagers 
and amounts of wagers in a touchscreen fashion using this 
system also. 
[0075] Although one skilled in the art wouldbe aware of the 
underlying nature of hardware and software that would be 
used in systems such as those described herein, a further 
speci?c description of presently preferred system require 
ments is provided. 

Hardware Considerations 

[0076] 1.An interface between a Dealer PC and the display 
controller is provided to receive bets placed by the player 






