BLACKJACK

Object of the Game:

To beat the Dealer’s cards, (point value) without going over 21.

How to Play:

Once all bets are placed and the Dealer says “no more bets”, each player will receive two cards and the
Dealer will receive one card. All cards will be placed face up.

If the player’s original two cards equal “21” (Ace card equals 1 or 11) they have Blackjack which pays
3to 2.

When a Dealer comes to a player for their turn, they will have a choice of staying with their first two
cards (“Stand”) which is done by waving their hand side to side. If they feel their hand is not good
enough to beat the Dealer’s hand, they will need more cards (“Hit”), which is done by tapping the
table. They can continue hitting until they feel their hand is good enough to win or break.

Once all players have finished playing their hands, the Dealer will announce “Dealer’s card” and draw
cards until they get 17 or higher. If Dealer exceeds 21, all players with 21 or less will receive payment.

Options:

Doubling Down
“Doubling Down” is when a player puts up a dollar amount equal to their original bet to receive one
card. A player can double on their first two cards of any hand.

Splitting

If a player is dealt with two cards of equal value, they can split them into two separate hands. An
additional bet equal to the original bet must be placed in order to split. When splitting Aces, a player
will only receive one card on each Ace.

Insurance

If a Dealer’s first card is an Ace, players will be offered insurance by the Dealer. If a player decides to
take insurance they are insuring their bet against the possibility of the dealer’s final hand being a
Blackjack. Insurance will cost half their original bet. If the Dealer’s hand is not a Blackjack, players
will lose their insurance bet. If the Dealer’s final hand is a Blackjack, the players will lose their
original bet, and their insurance bet will be paid 2 to 1.
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MINI BACCARAT

Object of the Game:

To predict which hand (Banker or Player) will finish with a hand closest to nine (9).

How to Play:

In Mini Baccarat, there are three betting options the player can bet on: Banker to win, Player to win, or
Tie bar.

The Dealer will deal two cards for the Banker hand and two cards for the Player hand. Individual
players do not receive any cards. The hand total closest to nine (9) wins. All face cards and 10s count
as zero (0). Aces count as one (1). All other cards are at face value. Any total over 10 starts over at
zero (0) again. (i.e. 7 + 8 = 15, total of hand = 5)
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Object of the Game:

To predict which number (1 to 36, plus two zeros) the ball is going to drop into.

How to Play:

Players (up to seven) will buy in for color chips. And place them on numbers (inside) on the layout or
place them on sections (outside) on the layout. The Dealer will spin the ball and players will be
allowed to beat until Dealer calls out “No More Bets”. When the ball drops into a number, the dealer
will call out it out and mark it. The Dealer will then sweep all the losing bets (Inside and Outside) and
pay all the winning colors attached to the number. A player is able to bet one chip up to two hundred

chips.

The Payouts:

Straight Covering 1 number
Split Covering 2 number
Street Covering 3 numbers
Corner Covering 4 numbers

First Five Covering 5 numbers
Alley Covering 6 numbers
Outside Dozens

Outside Even Money

ROULETTE

35t01

17t01

11to1l

8tol

6tol

5to1

2 tol

1tol
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THREE CARD POKER

Object of the Game:

To get a better three card poker hand than the Dealer.

How to Play:

Three Card Poker has three ways to play and four ways to win. To play against the Dealer, players will
place an “Ante” wager. Once Players look at their three cards, they will decide whether to fold or place
an equal “Play” wager to stay in the game. If the Dealer does not Qualify (needs a Queen or higher)
players will win 1 tol on their “Ante” wager and their “Play” wager pushes.

Players are also able to bet on their hand value as well by placing a “Pairs Plus” bet. In order to win, a
player will need a pair or better. Players will get paid for their pairs or better even if dealer’s hand is
higher.
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FOUR CARD POKER

Object of the Game:

To get a better four card poker hand than the Dealer

How to Play:

To play against the Dealer, a player will need to make an “Ante” wager and an “Aces Up” wager.
(Aces Up wager is competing against the pay table). Players will make their best four card poker hand
out of the five cards given to them. The Dealer will make their best four card poker hand out of the six
cards given to them (The Dealer always qualifies). After players look at their cards, the player will
decide if they are going to fold or make a “Play” wager one to three times their “Ante” wager. If a
player’s hand beats or ties the Dealer, The “Play” and “Ante” wagers will win even money. If Dealer’s
hand beats a player’s hand, the player will lose both bets.

The “Aces Up” bonus bet wins when a player has a pair of Aces or better regardless of whether players
win or lose to the Dealer.




