
PROPOSED RULEMAKING
FISH AND BOAT

COMMISSION
[ 58 PA. CODE CH. 97 ]

Boating; Operator Provided Equipment

The Fish and Boat Commission (Commission) proposes
to amend Chapter 97 (relating to operator provided
equipment). The Commission is publishing this proposed
rulemaking under the authority of 30 Pa.C.S. (relating to
the Fish and Boat Code) (code). The proposed amend-
ments modify and update the Commission’s boating regu-
lations.

A. Effective Date

The proposed rulemaking, if approved on final-form,
will go into effect on November 1, 2012, to allow adequate
time for public comment and to notify the public of the
new requirement.

B. Contact Person

For further information on the proposed rulemaking,
contact Wayne Melnick, Esq., P. O. Box 67000, Harris-
burg, PA 17106-7000, (717) 705-7810. This proposed rule-
making is available on the Commission’s web site at
www.fish.state.pa.us.

C. Statutory Authority

The proposed amendment to § 97.1 (relating to per-
sonal flotation devices) is published under the statutory
authority of section 5123(a)(5) of the code (relating to
general boating regulations).

D. Purpose and Background

The proposed rulemaking is designed to improve, en-
hance and update the Commission’s boating regulations.
The specific purpose of the proposed amendments is
described in more detail under the summary of proposal.
On June 15, 2010, and February 8, 2011, the Commis-
sion’s Boating Advisory Board considered this proposal
and recommended that the Commission approve the
publication of a proposed rulemaking containing the
amendment.

E. Summary of Proposal

Since 1995, the Commission has used the United States
Coast Guard’s Boating Accident Report Database to sub-
mit details of recreational boating accidents that occur in
this Commonwealth. This database assists the United
States Coast Guard and the Commission in analyzing
recreational boating accident data and identifying trends
to inform boating safety decision making. In the past 15
years, the Commission has reported 1,424 accidents re-
sulting in 187 fatalities in this Commonwealth. Approxi-
mately 8% of the accidents (117) occurred during the ‘‘off ’’
boating season from November 1st through April 30th.
While only a small percentage of the total accidents,
these cold water incidents resulted in 24% of the fatalities
(45) during the 15-year time frame.

Because boating safety requirements, equipment and
recreational trends change over time, it is sufficient to
focus a more detailed analysis on the past 10-year period
of recreational boating accident records. From 2000 to
2009, boating accident records revealed a total of 125
fatalities of which 34 (27%) occurred between November

1st and April 30th. More than 82% of these fatalities (28)
occurred in unpowered boats and motorboats less than 16
feet in length. These boats included canoes, rowboats,
kayaks and small open motorboats.

The disproportionate number of fatalities in November
through April is primarily due to the effects of coldwater
immersion. When water temperatures are less than 70° F,
cold water shock is a major factor in boating fatalities.
Cold water shock causes an involuntary gasp (often
resulting in aspiration of water), hyperventilation, breath-
lessness and a reduced ability to control breathing and
swim. Victims who wear a personal flotation device when
exposed to cold water have potentially life-saving advan-
tages such as insulation from the cold, buoyancy for
victims unable to tread water and reduced risk of aspira-
tion of water.

The Commission therefore proposes that § 97.1 be
amended to read as set forth in Annex A.

F. Paperwork

The proposed rulemaking will not increase paperwork
and will not create new paperwork requirements.

G. Fiscal Impact

The proposed rulemaking will not have an adverse
fiscal impact on the Commonwealth or its political subdi-
visions. The proposed rulemaking will impose nominal
costs on the private sector and the general public. The
cost of personal flotation devices range from $10 to $150.

H. Public Comments

Interested persons are invited to submit written com-
ments, objections or suggestions about the proposed rule-
making to the Executive Director, Fish and Boat Commis-
sion, P. O. Box 67000, Harrisburg, PA 17106-7000 within
60 days after publication of this proposed rulemaking in
the Pennsylvania Bulletin. Comments submitted by fac-
simile will not be accepted.

Comments also may be submitted electronically by com-
pleting the form at www.fishandboat.com/regcomments. If
an acknowledgment of electronic comments is not re-
ceived by the sender within 2 working days, the com-
ments should be retransmitted to ensure receipt. Elec-
tronic comments submitted in any other manner will not
be accepted.

JOHN A. ARWAY,
Executive Director

Fiscal Note: 48A-228. No fiscal impact; (8) recom-
mends adoption.

Annex A

TITLE 58. RECREATION

PART II. FISH AND BOAT COMMISSION

Subpart C. BOATING

CHAPTER 97. OPERATOR PROVIDED
EQUIPMENT

§ 97.1. Personal flotation devices.

* * * * *

(i) Beginning November 1 until midnight April 30
of the following year, a person shall wear a Coast
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Guard approved Type I, II, III or V PFD while
underway or at anchor on boats less than 16 feet in
length or any canoe or kayak.

[Pa.B. Doc. No. 11-965. Filed for public inspection June 10, 2011, 9:00 a.m.]

[ 58 PA. CODE CHS. 63 AND 65]
Fishing; General and Special Fishing Regulations

The Fish and Boat Commission (Commission) proposes
to amend Chapters 63 and 65 (relating to general fishing
regulations; and special fishing regulations). The Com-
mission is publishing this proposed rulemaking under the
authority of 30 Pa.C.S. (relating to the Fish and Boat
Code) (code).
A. Effective Date

The proposed rulemaking, if approved on final-form,
will go into effect on January 1, 2012.
B. Contact Person

For further information on the proposed rulemaking,
contact Wayne Melnick, Esq., P. O. Box 67000, Harris-
burg, PA 17106-7000, (717) 705-7810. This proposed rule-
making is available on the Commission’s web site at
www.fish.state.pa.us.
C. Statutory Authority

The proposed amendments to §§ 63.43 and 65.24 (relat-
ing to fishing for bass during spring season; and miscella-
neous special regulations) are published under the statu-
tory authority of section 2102 of the code (relating to
rules and regulations).

D. Purpose and Background

At its April 12, 2011, meeting, the Commission
amended § 65.24 to impose catch and immediate release
regulations on smallmouth and largemouth bass in por-
tions of the Susquehanna River and Juniata River that
were regulated under § 65.9 (relating to big bass special
regulations). The Commission also amended this section
to provide that tournaments are prohibited during the
bass spawning period in the spring and that during the
remainder of the year, catch-measure-immediate release
tournaments only are permitted. These amendments to
§ 65.24 went into effect on June 4, 2011.

To further address declining smallmouth bass popula-
tions as described in the order adopting the amendments
to § 65.24 and as a result of the public comments
received in response to the prior proposed rulemaking,
the Commission proposes additional changes to this sec-
tion. See 40 Pa.B. 7238 (December 18, 2010)).

E. Summary of Proposal

The proposed changes include imposing a closed season
for bass during the spawning period and extending the
catch and release and closed season regulations into the
tributaries to the Susquehanna and Juniata Rivers. Insti-
tuting a closed season from mid-April to mid-June on the
lower Susquehanna and lower Juniata Rivers will reduce
angling related stress during the spawning period which
will provide additional protection to the bass populations
of the main rivers. Extending the catch and release and
closed season regulations into the tributaries will further
protect the mainstem fisheries as Commission staff have
documented that some bass do move into the tributaries
from the rivers from time to time. This action will also

simplify enforcement of the regulations for anglers fishing
near the tributary mouths. The Commission proposes that
the regulations extend to a point 1/2 river-mile upstream
from the mouth of all tributaries to the affected reaches
of the Susquehanna and Juniata Rivers. The proposed
amendments should be relatively easy to understand by
anglers. The Commission proposes that § 65.24 be
amended to read as set forth in Annex A.

In light of these proposed changes, the Commission also
proposes that § 63.43 be amended to clarify that it does
not apply to these waters. The Commission proposes that
§ 63.43 be amended to read as set forth in Annex A.

F. Paperwork

The proposed rulemaking will not increase paperwork
and will not create new paperwork requirements.

G. Fiscal Impact

The proposed rulemaking will not have an adverse
fiscal impact on the Commonwealth or its political subdi-
visions. The proposed rulemaking will not impose new
costs on the general public. Some members of the private
sector have asserted that the proposed rulemaking closed
season during the spring spawning period will have
negative financial implications for bass fishing guides
who conduct business on these rivers.

H. Public Comments

Interested persons are invited to submit written com-
ments, objections or suggestions about the proposed rule-
making to the Executive Director, Fish and Boat Commis-
sion, P. O. Box 67000, Harrisburg, PA 17106-7000 within
30 days after publication of this proposed rulemaking in
the Pennsylvania Bulletin. Comments submitted by fac-
simile will not be accepted.

Comments also may be submitted electronically by com-
pleting the form at www.fishandboat.com/regcomments. If
an acknowledgment of electronic comments is not re-
ceived by the sender within 2 working days, the com-
ments should be retransmitted to ensure receipt. Elec-
tronic comments submitted in any other manner will not
be accepted.

JOHN A. ARWAY,
Executive Director

(Editor’s Note: See 41 Pa.B. 2950 (June 11, 2011) for a
final-form rulemaking amending § 65.24.)

Fiscal Note: 48A-230. No fiscal impact; (8) recom-
mends adoption.

Annex A

TITLE 58. RECREATION

PART II. FISH AND BOAT COMMISSION

Subpart B. FISHING

CHAPTER 63. GENERAL FISHING REGULATIONS

§ 63.43. Fishing for bass during spring season.

(a) During the period from 12:01 a.m. on the first
Saturday after April 11 until 12:01 a.m. on the first
Saturday after June 11:

* * * * *

(b) This section does not apply to portions of the
Susquehanna and Juniata Rivers and their tribu-
taries that are regulated under § 65.24 (relating to
miscellaneous special regulations).
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CHAPTER 65. SPECIAL FISHING REGULATIONS
§ 65.24. Miscellaneous special regulations.

The following waters are subject to the following miscellaneous special regulations:
County Name of Water Special Regulations

* * * * *
Cumberland, Dauphin,
Juniata, Lancaster,
Northumberland, Perry,
Snyder, York

Susquehanna River (98.0 miles)
from the inflatable dam near
Sunbury downstream to Holtwood
Dam, including all tributaries to
a point 1/2 mile upstream from
the confluence

Bass (smallmouth and largemouth)—[ No harvest
year-round—catch and immediate release
only; ] From 12:01 a.m. the first Saturday after
April 11 to 12:01 a.m. the first Saturday after June
11—[ No tournaments; ] Closed season; no
tournaments. During the closed season, it is
unlawful to target or attempt to catch a bass. A
bass that is accidentally caught during the
closed season must be immediately released
unharmed without being removed from the
water. It is unlawful to possess bass in, on or
along these waters.

Remainder of the year—[ Catch ] No harvest—
catch and immediate release only; catch-
measure-immediate release tournaments only.

Dauphin, Juniata, Perry Juniata River (31.7 miles) from
SR0075 bridge at Port Royal
downstream to the mouth,
including all tributaries to a
point 1/2 mile upstream from
the confluence

Bass (smallmouth and largemouth)—[ No harvest
year-round—catch and immediate release
only; ] From 12:01 a.m. the first Saturday after
April 11 to 12:01 a.m. the first Saturday after June
11—[ No tournaments; ] Closed season; no
tournaments. During the closed season, it is
unlawful to target or attempt to catch a bass. A
bass that is accidentally caught during the
closed season must be immediately released
unharmed without being removed from the
water. It is unlawful to possess bass in, on or
along these waters.

Remainder of the year—[ Catch ] No harvest—
catch and immediate release only; catch-
measure-immediate release tournaments only.

* * * * *

[Pa.B. Doc. No. 11-966. Filed for public inspection June 10, 2011, 9:00 a.m.]

[ 58 PA. CODE CH. 51 ]
General Provisions; Administrative Provisions

The Fish and Boat Commission proposes to amend
Chapter 51 (relating to administrative provisions). The
Commission is publishing this proposed rulemaking un-
der the authority of 30 Pa.C.S. (relating to the Fish and
Boat Code). The proposed amendments modify and up-
date the Commission’s regulations pertaining to public
comments at meetings.
A. Effective Date

The proposed rulemaking, if approved on final-form,
will go into effect upon publication of an order in the
Pennsylvania Bulletin.
B. Contact Person

For further information on the proposed rulemaking,
contact Wayne Melnick, Esq., P. O. Box 67000, Harris-
burg, PA 17106-7000, (717) 705-7810. This proposed rule-
making is available on the Commission’s web site at
www.fish.state.pa.us.

C. Statutory Authority

The proposed amendments to § 51.7 (relating to public
comments at Commission meetings) are published under
the statutory authority of 65 Pa.C.S. § 710 (relating to
rules and regulations for conduct of meetings) and section
506 of The Administrative Code of 1929 (71 P. S. § 186).

D. Purpose and Background

The proposed rulemaking is designed to improve, en-
hance and update the Commission’s administrative regu-
lations. The specific purpose of the proposed amendments
is described in more detail under the summary of pro-
posal.

E. Summary of Proposal

In 1994, the Commission adopted its current regulation
pertaining to public comments at Commission meetings.
Since that time, the way in which the Commission and its
committees have handled public comments has changed
and the present regulation does not reflect current Com-
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missioner thinking or practice. The Commission has
always valued public input. Therefore, it is logical that
the Commission and its committees follow a uniform
method for soliciting and receiving public comments at
meetings. It also is logical that the Board and committees
receive and consider public comments prior to deliberat-
ing and voting. The Commission therefore proposes that
§ 51.7 be amended to read as set forth in Annex A.
F. Paperwork

The proposed rulemaking will not increase paperwork
and will not create new paperwork requirements.
G. Fiscal Impact

The proposed rulemaking will not have adverse fiscal
impact on the Commonwealth or its political subdivisions.
The proposed rulemaking will not impose new costs on
the private sector or the general public.
H. Public Comments

Interested persons are invited to submit written com-
ments, objections or suggestions about the proposed rule-
making to the Executive Director, Fish and Boat Commis-
sion, P. O. Box 67000, Harrisburg, PA 17106-7000 within
30 days after publication of this proposed rulemaking in
the Pennsylvania Bulletin. Comments submitted by fac-
simile will not be accepted.

Comments also may be submitted electronically by com-
pleting the form at www.fishandboat.com/regcomments. If
an acknowledgment of electronic comments is not re-
ceived by the sender within 2 working days, the com-
ments should be retransmitted to ensure receipt. Elec-
tronic comments submitted in any other manner will not
be accepted.

JOHN A. ARWAY,
Executive Director

Fiscal Note: 48A-227. No fiscal impact; (8) recom-
mends adoption.

Annex A

TITLE 58. RECREATION

PART II. FISH AND BOAT COMMISSION

Subpart A. GENERAL PROVISIONS

CHAPTER 51. ADMINISTRATIVE PROVISIONS

Subchapter A. PRELIMINARY PROVISIONS
§ 51.7. Public comments at Commission meetings.

(a) Public comments at meetings of the full Board.

(1) General rules. The Commission [ may ] will pro-
vide a brief public comment period [ of no more than 15
minutes duration ] at the [ conclusion ] beginning of
each public meeting. The Commission ordinarily will
accept public comments following its committee
reports and prior to its consideration of the formal
agenda. The Commission may limit comments to matters
that are [ related to fishing, boating and other
matters ] within the Commission’s jurisdiction that are
not repetitive or duplicative of other comments. [ Indi-
vidual comments during the public comment period
may not exceed 3 minutes in duration. ] The Com-
mission president or presiding officer will request
members of the public wishing to comment to
indicate prior to the start of the meeting that they
wish to provide public comment. The Commission
president or presiding officer will determine the
appropriate time limit for individual comments and

announce that limit prior to receiving any com-
ments. If members of the public prepare a written
statement, they will be asked to provide a copy to
the designated staff person. Members of the public
representing a specific organization will be re-
quested to designate one spokesperson to present
their collective comments.

[ (b) ] (2) Consideration of agenda items. The Commis-
sion ordinarily [ does ] will not permit public comments
during the course of its meetings when it considers
agenda items or other matters before the Commission.
The Commission president or other presiding officer may
invite brief public comments on items other than regula-
tory actions when he determines that allowing the com-
ments will be useful in the best interests of the Commis-
sion. [ Since regulatory actions ordinarily involve
the opportunity for public comment, the Commis-
sion will not accept public comments on them
during public meetings except in cases when the
president or other presiding officer finds either
that the regulations are being considered for ap-
proval without a formal public comment period or
that extraordinary circumstances justify receipt of
additional public comments. ]

(b) Public comments at committee meetings. The
committee chair will provide a brief public com-
ment period at the beginning of each committee
meeting. The committee chair will determine an
appropriate format for this period, including its
length. The Committee chair may limit comments to
matters that are related to the charge of the com-
mittee that are not repetitive or duplicative of
other comments.

[Pa.B. Doc. No. 11-967. Filed for public inspection June 10, 2011, 9:00 a.m.]

[ 58 PA. CODE CHS. 53, 97, AND 111 ]
General Provisions; Boating

The Fish and Boat Commission (Commission) proposes
to amend Chapters 53, 97 and 111 (relating to Commis-
sion property; operator provided equipment; and special
regulations counties). The Commission is publishing this
proposed rulemaking under the authority of 30 Pa.C.S.
(relating to the Fish and Boat Code) (code). The proposed
amendments modify and update the Commission’s prop-
erty and boating regulations.
A. Effective Date

The proposed rulemaking, if approved on final-form,
will go into effect upon publication of an order in the
Pennsylvania Bulletin.
B. Contact Person

For further information on the proposed rulemaking,
contact Wayne Melnick, Esq., P. O. Box 67000, Harris-
burg, PA 17106-7000, (717) 705-7810. This proposed rule-
making is available on the Commission’s web site at
www.fish.state.pa.us.
C. Statutory Authority

The proposed amendment to § 53.2 (relating to camp-
ing and cooking) is published under the statutory author-
ity of section 741 of the code (relating to control of
property). The proposed amendments to §§ 97.3 and 97.5
(relating to sound producing devices; and visual distress
signals) are published under the statutory authority of

2978 PROPOSED RULEMAKING

PENNSYLVANIA BULLETIN, VOL. 41, NO. 24, JUNE 11, 2011



section 5123(a)(5) of the code (relating to general boating
regulations). The proposed amendment to §§ 111.31 and
111.43 (relating to Huntingdon County; and Mercer
County) are published under the statutory authority of
section 5124 of the code (relating to particular areas of
water).
D. Purpose and Background

The proposed rulemaking is designed to improve, en-
hance and update the Commission’s property and boating
regulations. The specific purpose of the proposed amend-
ments is described in more detail under the summary of
proposals. On February 8, 2011, the Commission’s Boat-
ing Advisory Board considered each of the proposals and
recommended that the Commission approve the publica-
tion of a proposed rulemaking containing the amend-
ments.
E. Summary of Proposals

(1) Section 53.2(b) currently provides for primitive ac-
cess areas. On October 4, 1976, the Commission estab-
lished the Natural Access Area Program (Program) to
make available public fishing and boating opportunities
to some of the most scenic and inaccessible waterways
within this Commonwealth. The Program consisted of two
distinct types of natural access areas: low development or
mini-accesses; and primitive rest stop accesses. The Com-
mission established regulations for access areas desig-
nated under this program and a special use permit for
overnight camping at a cost of $2 per boat.

On July 29, 1977, the Commission entered into an
agreement with the Department of Environmental Re-
sources (DER) (now the Department of Conservation and
Natural Resources) to establish its recently-acquired Alle-
gheny River State Park in Venango County as a primitive
rest stop access under the Program. Although the agree-
ment held the Commission responsible for development
and maintenance of the site, improvements and mainte-
nance has been conducted by DER personnel and funds.
The Commission has never actively managed or operated
the site. The site is still functional today and is known as
the Kennerdell Tract of Clear Creek State Forest.

The Commission has not entered into any other agree-
ments or established any other properties under the
Program nor has it collected any permit fees from this
Program. A variety of agencies and organizations cur-
rently offer primitive access opportunities across this
Commonwealth with accompanying regulations, enforce-
ment and management. The Commission will continue to
provide assistance for the development of primitive access
(often referred to as geo-cell ramps) for unpowered boats.
Therefore, it is unnecessary for the Commission to main-
tain the Program and to continue the regulation regard-
ing primitive access areas.

The Commission therefore proposes that § 53.2 be
amended to read as set forth in Annex A.

(2) Section 97.3 requires sound producing devices in
boats. Inland Navigation Rule 32, Part D—Sound and
Light Signals, does not make a distinction in terms of
required sound equipment for powered versus unpowered
vessels. Length of the vessel is the characteristic that
determines the type of sound producing device required.
Section 97.3 is consistent with the Inland Navigation
Rule and specifically refers to unpowered boats for ease of
reference. However, the use of ‘‘oral’’ in describing the
requirement for unpowered boats may be misconstrued as
meaning shouting or whistling as being an acceptable
sound signal. The Commission therefore proposes clarify-
ing the requirement by adding a statement indicating

that an athletic coach’s whistle is an acceptable sound
producing device for unpowered boats. Additionally, the
Commission proposes including a prohibition against the
use of sound signals except in the case of an emergency.

The Commission proposes that § 97.3 be amended to
read as set forth in Annex A.

(3) Section 97.5 requires visual distress signals (VDS)
to be carried onboard boats operating on Lake Erie. This
regulation is consistent with 33 CFR 175.125 (relating to
serviceability) requiring that VDS must be in serviceable
condition. However, there is not a definition for ‘‘service-
able’’ as it relates to inspecting VDS. Unlike life jacket
regulations that do provide examples of ‘‘serviceable
condition,’’ VDS requirements lack these examples. There-
fore, the Commission proposes adopting the standards
used by the United States Coast Guard, Boating Safety
Division.

The Commission proposes that § 97.5 be amended to
read as set forth in Annex A.

(4) During the summer of 2010, a joint meeting was
held between representatives of the Commission, the
United States Army Corps of Engineers (Corps), the
United States Coast Guard Auxiliary and Raystown Con-
cessionaires concerning the current zoning on Raystown
Lake. The Corps’ goal for Lake Raystown is to reduce the
costs of the buoy program by transferring costs to parties
who benefit, eliminating buoys that are redundant to
Commission regulations, replacing buoys with signage
and analyzing existing lake zoning versus observed usage
patterns. As a result of the meeting and subsequent
discussions, the Corps developed a plan that recommends
changes to enhance recreation on the lake. Specifically,
the plan recommends eliminating the ‘‘slow, no wake
speed’’ designation in the areas of Hawns Run Cove and
Anderson Bay.

The narrow geography of Hawns Run Cove already
restricts a portion of the cove to slow, no wake according
to Commission regulations. The Corps recommends re-
moving the regulation currently restricting the entire
cove, thereby eliminating the need for the three buoys at
the entrance to the cove.

The Corps’ plan also states that Anderson Bay is rarely
used by recreational boaters and is more frequently used
by trolling anglers. Therefore, based on usage of the bay,
there is not a need to designate the bay as a slow, no
wake zone. This proposal would eliminate approximately
15 buoys.

The Commission proposes that § 111.31 be amended to
read as set forth in Annex A.

(5) State Game Lands 270 contains approximately 300
acres of Lake Wilhelm. In 2006, electric motors were
permitted on a sizeable part of Lake Wilhelm that runs
through State Game Lands 270 from the old log boom to
the State Propagation Area above the Sheakleyville
Bridge. The area is fairly shallow and filled with stumps.
Currently, the area is posted with ‘‘Electric Motors Only’’
posters at the boat launches, Sheakleyville Bridge and at
the old boom which is now just a line of buoys. There is
currently not a Commission regulation prohibiting the
operation of boats powered by internal combustion motors
in this area. The remainder of the lake is owned by the
Department of Conservation and Natural Resources, Bu-
reau of State Parks, and has a 20-horsepower restriction
on it.

Waterways conservation officers have received numer-
ous complaints from anglers that individuals are using
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gasoline powered motors in the ‘‘Electric Motors Only’’
area. The Game Commission was contacted and it sup-
ports the proposed amendment. Currently, if an indi-
vidual is caught running a gasoline motor in this area,
the individual’s information shall be turned over to the
Game Commission for enforcement.

The Commission proposes that § 111.43 be amended to
read as set forth in Annex A.

F. Paperwork

The proposed rulemaking will not increase paperwork
and will not create new paperwork requirements.

G. Fiscal Impact

The proposed rulemaking will not have adverse fiscal
impact on the Commonwealth or its political subdivisions.
The proposed rulemaking will not impose new costs on
the private sector or the general public.

H. Public Comments

Interested persons are invited to submit written com-
ments, objections or suggestions about the proposed rule-
making to the Executive Director, Fish and Boat Commis-
sion, P. O. Box 67000, Harrisburg, PA 17106-7000 within
30 days after publication of this notice in the Pennsylva-
nia Bulletin. Comments submitted by facsimile will not
be accepted.

Comments also may be submitted electronically by com-
pleting the form at www.fishandboat.com/regcomments. If
an acknowledgment of electronic comments is not re-
ceived by the sender within 2 working days, the com-
ments should be retransmitted to ensure receipt. Elec-
tronic comments submitted in any other manner will not
be accepted.

JOHN A. ARWAY,
Executive Director

Fiscal Note: 48A-229. No fiscal impact; (8) recom-
mends adoption.

Annex A

TITLE 58. RECREATION

PART II. FISH AND BOAT COMMISSION

Subpart A. GENERAL PROVISIONS

CHAPTER 53. COMMISSION PROPERTY

§ 53.2. Camping and cooking.

[ (a) General. ] Except as otherwise provided in sub-
section (b), it is unlawful for a person to camp overnight
on or in Commission-owned or -controlled property or
waters, to erect a tent or other device used for or capable
of being used for cooking or sleeping or to build or
maintain open fires on the property.

[ (b) Primitive access areas. Overnight camping is
permitted on properties designated as primitive
access areas subject to the following terms and
conditions:

(1) Access to the access area may be gained only
by boat, which boat is properly and currently
registered under applicable statutes and regula-
tions.

(2) Small fires for cooking and warming purposes
are permitted only at places where adequate pre-
cautions are taken to prevent the spread of fire
which may damage adjacent areas. Fires shall be
attended to at all times; unattended fires are pro-

hibited. Open fires are prohibited when the forest
fire danger in the area of the primitive access area
is rated high or extreme.

(3) Sanitary facilities are primitive only. Human
wastes shall be deposited away from normal camp
sites and water courses and shall be covered with
natural materials.

(4) The following area is designated as a primi-
tive access area—Venango County, Allegheny River,
Allegheny River State Park at about mile 109. ]

Subpart C. BOATING
CHAPTER 97. OPERATOR PROVIDED

EQUIPMENT
§ 97.3. Sound producing devices.

* * * * *
(c) Unpowered boats. Unpowered boat operators are

required to [ have some means of making an efficient
oral or mechanical sound signal ] carry a device
capable of sounding a prolonged blast for 4-6 sec-
onds that can be heard by another boat operator in time
to avoid a collision. An athletic coach’s whistle is an
acceptable sound producing device for unpowered
boats. It is unlawful to use a sound producing
device on the water under any circumstance except
in the following situations:

(1) Assistance is needed because of immediate or
potential danger to the persons onboard.

(2) It is necessary to attract the attention of
another boat.

* * * * *
§ 97.5. Visual distress signals.

* * * * *
(g) It is unlawful to operate a boat unless each signal

required [ by ] under subsection (b) or (c) is in service-
able condition and the service life of the signal, if
indicated by a date marked on the signal, has not
expired. As used in this subsection, the term ‘‘ser-
viceable’’ means that the device is fully functional
to carry out the purpose for which it was designed
and is free of damage and defects.

* * * * *
CHAPTER 111. SPECIAL REGULATIONS

COUNTIES
§ 111.31. Huntingdon County.

(a) Lake Raystown.
(1) Boats are limited to slow, no wake speed in the

following areas:

(i) [ Hawns Run Cove, ] Seven Points, Yocum Bay,
[ Anderson Bay, ] Woodcock Valley Cove, James Creek
Cove, Great Trough Creek Cove, Coffee Run Cove and
Shy Beaver Cove.

* * * * *
§ 111.43. Mercer County.

(a) Shenango River Lake.

* * * * *

(b) Lake Wilhelm. The operation of boats powered
by internal combustion motors is prohibited from a
point approximately 200 yards north of the Inter-
state 79 causeway over Lake Wilhelm upstream to
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the Game Commission Propagation Area above the
Sheakleyville Causeway (State Route 1018, Mill-
edgeville Road).

[Pa.B. Doc. No. 11-968. Filed for public inspection June 10, 2011, 9:00 a.m.]

PENNSYLVANIA GAMING
CONTROL BOARD
[ 58 PA. CODE CHS. 535, 537, 539,

621a, 623a AND 625a ]
Table Game Rules for Pai Gow, Craps and Mini-

Craps and Sic Bo

The Pennsylvania Gaming Control Board (Board), un-
der the general authority in 4 Pa.C.S. § 1202(b)(30)
(relating to general and specific powers) and the specific
authority in 4 Pa.C.S. §§ 13A02(1)—(4) (relating to regu-
latory authority), proposes to rescind Chapters 535, 537
and 539 (relating to Pai Gow; Craps and Mini-Craps; and
Sic Bo) and add Chapters 621a, 623a and 625a (relating
to Pai Gow; Craps and Mini-Craps; and Sic Bo) to read as
set forth in Annex A.

Purpose of the Proposed Rulemaking

With this rulemaking, the Board is proposing to replace
the temporary regulations in Chapter 535 with the
permanent regulations in Chapter 621a, temporary regu-
lations in Chapter 537 with the permanent regulations in
Chapter 623a and the temporary regulations in Chapter
539 with the permanent regulations in Chapter 625a.

Explanation of Chapter 621a

Chapter 621a contains the rules governing the play of
Pai Gow, which is a game that uses dice and tiles instead
of cards. Section 621a.1 (relating to definitions) contains
the definitions of terms used throughout the chapter. In
§ 621a.2 (relating to Pai Gow table; Pai Gow shaker;
physical characteristics), the physical characteristics of
the table and Pai Gow shaker are specified. The use of a
random number generator is added as a permissible way
to determine the starting position for dealing the Pai Gow
tiles.

The remaining sections address the following: the
physical characteristics of the Pai Gow tiles and related
equipment used to play the game; the ranking of the Pai
Gow tiles and the procedures for comparing high and low
Pai Gow hands; the number and use of dice and the Pai
Gow shaker; the opening of Pai Gow tables; the proce-
dures for shuffling and dealing tiles; wagers; procedures
for completion of each round of play; payment and
collection of wagers and vigorish; how irregularities in
play are to be handled; and the number of additional
betting positions on which a player may wager.

Explanation of Chapter 623a

Chapter 623a contains the regulatory requirements for
the game of Craps. Section 623a.1 (relating to definitions)
contains definitions for terms used in this chapter. Sec-
tion 623a.2 (relating to Craps and Mini-Craps tables;
physical characteristics) contains the requirements for
tables that are used for Craps. In § 623a.3 (relating to
permissible wagers), the wagers that will be allowed have
been listed. However, certificate holders are not required

to offer all of the wagers listed. Instead, it will be up to
the individual certificate holders to determine which
wagers they wish to use.

Sections 623a.4 and 623a.5 (relating to making and
removal of wagers; and payout odds) establish the rules
for the placement of wagers and minimum payout odds
that shall be used by the certificate holders. Section
623a.6 (relating to supplemental wagers made after the
come out roll in support of Pass, Don’t Pass, Come and
Don’t Come Bets (taking and laying odds)) provides the
rules for the placement and payout of supplemental
wagers that may be made in conjunction with a Pass Bet,
a Don’t Pass Bet, a Come Bet and a Don’t Come Bet.

Sections 623a.7 and 623a.8 (relating to dice retention
and selection; and throw of the dice; invalid roll of the
dice) establish the rules governing how the dice used for
the play of the game are selected, how the dice shall be
thrown and detail when a throw of the dice will be voided
and require that the dice be thrown again. Section 623a.9
(relating to point throw; settlement of wagers) sets forth
the procedures to be followed after the dice are thrown.
Section 623.10 (relating to continuation of shooter; selec-
tion of new shooter) specifies the options available to the
shooter, when the shooter shall pass the dice and who the
next shooter may be. Section 623a.11 (relating to addi-
tional procedures and rules for the Fire Bet) governs the
placement of Fire Bets, handling of the Fire Bets by the
dealer, the minimum and maximum amounts that can be
wagered as a Fire Bet and how number of unique point
totals are to be determined.

Explanation of Chapter 625a

Chapter 625a contains the rules governing the play of
Sic Bo, a game that uses three dice and an electronic
layout which contains various combinations of the results
that can occur when the dice are rolled.

Section 625a.1 (relating to Sic Bo table; Sic Bo shaker;
physical characteristics) addresses the physical character-
istics of Sic Bo tables, dice, Sic Bo shakers and other
associated equipment. Operators may now post payout
odds either on the table layout or by a sign at the table.
In § 625a.2 (relating to dice; number of dice), language
was added allowing operators that use dice that are
specifically designed for the automated Sic Bo shakers to
replace those dice that are locked in the automated Sic Bo
shaker once every month instead of every day.

The remaining provisions in this chapter address the
following: the permissible wagers; the opening of Sic Bo
tables and procedures for completion of each round of
play; payment and collection of wagers; and how irregu-
larities in play are to be handled.

Affected Parties

Certificate holders that elect to offer the games of Pai
Gow, Craps, Mini-Craps and Sic Bo will be required to
comply with these chapters. The requirements for the
games are standard throughout the industry, consistent
with 4 Pa.C.S. Part II (relating to gaming) and necessary
for the protection of the gaming public and the revenues
generated from table games.

The Board has experienced increased regulatory de-
mands resulting from the implementation of table games,
including the review of Rules Submissions, table layouts,
signage and gaming guides.
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Fiscal Impact

Commonwealth. The Board will have to review each
certificate holder’s table games Rules Submissions, table
layouts, signage and gaming guides to ensure compliance
with the regulatory requirements in this proposed rule-
making. These reviews will be conducted by existing
Bureau of Gaming Operations and the Bureau of Casino
Compliance staff, so the Board does not project that it
will incur significant cost increases as a result of this
proposed rulemaking.

Political subdivisions. This proposed rulemaking will
not have fiscal impact on political subdivisions of this
Commonwealth. Host municipalities and counties will
benefit from the local share funding mandated by the act
of January 7, 2010 (P. L. 1, No. 1).

Private sector. This proposed rulemaking will result in
additional costs for certificate holders that elect to offer
Pai Gow, Craps, Mini-Craps and Sic Bo. Certificate
holders shall be required to purchase the table games
they elect to offer and to hire and train employees to
operate the games. The costs for table game equipment do
vary depending on the type and number of tables pur-
chased. The costs are expected to be offset by the
revenues generated from table game operations.

General public. This proposed rulemaking will not have
fiscal impact on the general public.

Paperwork Requirements

This proposed rulemaking requires certificate holders to
do the following: post signs at gaming tables; have
complete sets of rules for all the games they offer
available for public inspection; produce a gaming guide
summarizing the rules of the games they offer; and file
Rules Submissions for each table game they elect to offer.
The Rules Submissions are standardized checklists for
each game, relatively simple to fill out and available on
the Board web site.

Effective Date

The proposed rulemaking will become effective upon
final-form publication in the Pennsylvania Bulletin.

Public Comments

Interested persons are invited to submit written com-
ments, suggestions or objections regarding the proposed
rulemaking, within 30 days after the date of publication
in the Pennsylvania Bulletin, to Susan A. Yocum, Assis-
tant Chief Counsel, Pennsylvania Gaming Control Board,
P. O. Box 69060, Harrisburg, PA 17106-9060, Attention;
Public Comment on General Provisions, Credit and Train-
ing Standards; Regulation # 125-149.

Contact Person

The contact person for questions about this proposed
rulemaking is Susan Yocum, Assistant Chief Counsel,
(717) 265-8356.

Regulatory Review

Under section 5(a) of the Regulatory Review Act (71
P. S. § 745.5(a)), on May 19, 2011, the Board submitted a
copy of this proposed rulemaking and a copy of a
Regulatory Analysis Form to the Independent Regulatory
Review Commission (IRRC) and to the Chairpersons of
the House Gaming Oversight Committee and the Senate
Community, Economic and Recreational Development
Committee. A copy of this material is available to the
public upon request and is available on the Board’s web
site at www.pgcb.state.pa.us.

Under section 5(g) of the Regulatory Review Act, IRRC
may convey any comments, recommendations or objec-
tions to the proposed rulemaking within 30 days of the
close of the public comment period. The comments, recom-
mendations or objections must specify the regulatory
review criteria which have not been met. The Regulatory
Review Act specifies detailed procedures for review, prior
to final publication of the rulemaking, by the Board, the
General Assembly and the Governor of comments, recom-
mendations or objections raised.

GREGORY C. FAJT,
Chairperson

Fiscal Note: 125-149. No fiscal impact; (8) recom-
mends adoption.

Annex A

TITLE 58. RECREATION

PART VII. GAMING CONTROL BOARD

Subpart K. TABLE GAMES

CHAPTER 535. (Reserved)

(Editor’s Note: As part of this proposed rulemaking, the
Board is proposing to rescind Chapter 535 which appears
in 58 Pa. Code pages 535-1—535-17, serial pages
(350963)—(350966), (354769), (354770), (356447),
(356448), (349043), (349044), (356449), (356450) and
(349047)—(349051).)
Sec.
535.1—535.13. (Reserved).

CHAPTER 537. (Reserved)

(Editor’s Note: As part of this proposed rulemaking, the
Board is proposing to rescind Chapter 537 which appears
in 58 Pa. Code pages 537-1—537-22, serial pages
(350967)—(350980), (354771), (354772) and (350983)—
(350988).)
Sec.
537.1—537.5. (Reserved).
537.5a. (Reserved).
537.6—537.12. (Reserved).

CHAPTER 539. (Reserved)

(Editor’s Note: As part of this proposed rulemaking, the
Board is proposing to rescind Chapter 539 which appears
in 58 Pa. Code pages 539-1—539-5, serial pages (356451),
(356452), (349057)—(349059).)
Sec.
539.1—539.7. (Reserved).

CHAPTER 621a. PAI GOW
621a.1. Definitions.
621a.2. Pai Gow table; Pai Gow shaker; physical characteristics.
621a.3. Pai Gow tiles; physical characteristics.
621a.4. Pai Gow tiles; ranking of hands, pairs and tiles; value of the

hand.
621a.5. Dice; number of dice; Pai Gow shaker.
621a.6. Opening of the table for gaming; shuffling procedures.
621a.7. Wagers.
621a.8. Procedures for dealing the tiles.
621a.9. Alternative dealing procedures.
621a.10. Procedures for completion of each round of play; setting of

hands; payment and collection of wagers; payout odds; vigorish.
621a.11. Player bank; co-banking; selection of bank; procedures for

dealing.
621a.12. Irregularities; invalid roll of the dice.
621a.13. A player wagering on more than one betting area.

§ 621a.1. Definitions.

The following words and terms, when used in this
chapter, have the following meanings unless the context
clearly indicates otherwise:
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Copy hand—A high hand or low hand of a player which
is identical in pair rank or point value as the correspond-
ing high hand or low hand of the dealer or bank.

High hand—The two tile hand formed with two of the
four tiles dealt that ranks higher than the hand formed
from the remaining two tiles.

Low hand—The two tile hand formed with two of the
four tiles dealt that rank lower than the hand formed
from the remaining two tiles.

Marker—An object used to designate the bank and the
co-bank, as approved by the Bureau of Gaming Opera-
tions.

Setting the hands—The process of forming a high hand
and a low hand from the four tiles dealt.

Supreme Pair—The pair of tiles that form the highest
ranking hand formed with the Six (2-4) tile and the Three
(1-2) tile.

Value—The numerical point value assigned to a pair of
tiles in accordance with § 621a.4 (relating to Pai Gow
tiles; ranking of hands, pairs and tiles; value of the
hand).

§ 621a.2. Pai Gow table; Pai Gow shaker; physical
characteristics.

(a) Pai Gow shall be played at a table having betting
positions for six players on one side of the table and a
place for the dealer on the opposite side of the table.

(b) The layout for a Pai Gow table shall be approved by
the Bureau of Gaming Operations and contain, at a
minimum:

(1) The name or logo of the certificate holder.

(2) Six separate betting areas for the players at the
table.

(3) A separate area, located to the left of the dealer, for
the placement of four tiles which shall be referred to as
the Dead Hand.

(c) Each Pai Gow table must have a drop box with a tip
box attached on the same side of the gaming table as, but
on opposite sides of, the dealer, as approved by the
Bureau of Casino Compliance.

(d) Pai Gow shall be played with a Pai Gow shaker,
approved by the Bureau of Gaming Operations, used to
shake three dice before each hand of Pai Gow is dealt to
determine the starting position for the dealing of the Pai
Gow tiles. The Pai Gow shaker must be designed and
constructed to maintain the integrity of the game and
adhere to the following specifications:

(1) The Pai Gow shaker must be capable of housing
three dice and designed to prevent the dice from being
seen while being shaken by the dealer.

(2) The Pai Gow shaker must have the name or logo of
the certificate holder thereon.

(e) If a certificate holder elects to use a computerized
random number generator as permitted under § 621a.8
(relating to procedures for dealing the tiles), the random
number generator shall be approved by the Bureau of
Gaming Laboratory Operations prior to its use.

§ 621a.3. Pai Gow tiles; physical characteristics.
(a) Pai Gow shall be played with a set of 32 rectangu-

lar tiles. Each tile in a set must be identical in size and
shading to every other tile in the set.

(b) Each tile used must:
(1) Be made of a nontransparent black material,

formed in the shape of a rectangle, and be no smaller
than 2.5 inches in length, 1 inch in width and 0.375 inch
in thickness.

(2) Have the surface of each of its sides perfectly flat,
except that the front side of each tile must contain spots
which extend into the tile exactly the same distance as
every other spot.

(3) Have on the back or front of each tile an identifying
feature unique to each certificate holder.

(4) Have an identical texture and finish on each side,
with the exception of the front side containing the spots.

(5) Have no tile within a set contain any marking,
symbol or design that enables a person to know the
identity of any element on the front side of the tile or
that will distinguish any tile from any other tile within a
set.

(6) Have identifying spots on the front side of the tiles
which are either red or white, or both.

(c) Each set of tiles must be composed of 32 tiles with
the identifying spots listed in § 621a.4(g) (relating to Pai
Gow tiles; ranking of hands, pairs and tiles; value of the
hand).

(d) Each set of tiles shall be packaged separately and
completely sealed in a manner so that tampering shall be
evident.

(e) Tiles used for the play of Pai Gow shall be changed
at least every 12 hours.
§ 621a.4. Pai Gow tiles; ranking of hands, pairs and

tiles; value of the hand.

(a) When comparing high hands or low hands to deter-
mine the higher ranking hand, the determination shall
first be based upon the rank of any permissible pair of
tiles which are in the hands. A hand with a permissible
pair of tiles shall rank higher than a hand which does not
contain a permissible pair. The permissible pairs of tiles
and their rank, with the Supreme Pair being the highest
or first ranking pair, are as follows:
Ranking Pairing

Supreme Pair
First Six (2-4) and Three (1-2)

Matched Pairs
Second Twelve (6-6) and Twelve (6-6)
Third Two (1-1) and Two (1-1)
Fourth Eight (4-4) and Eight (4-4)
Fifth Four (1-3) and Four (1-3)
Sixth Ten (5-5) and Ten (5-5)
Seventh Six (3-3) and Six (3-3)
Eighth Four (2-2) and Four (2-2)
Ninth Eleven (5-6) and Eleven (5-6)
Tenth Ten (4-6) and Ten (4-6)
Eleventh Seven (1-6) and Seven (1-6)
Twelfth Six (1-5) and Six (1-5)
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Ranking Pairing
Mixed or Unmatched Pairs

Thirteenth Mixed Nines (3-6 and 4-5)
Fourteenth Mixed Eights (3-5 and 2-6)
Fifteenth Mixed Sevens (3-4 and 2-5)
Sixteenth Mixed Fives (1-4 and 2-3)

Wongs
Seventeenth Twelve (6-6) and Nine (4-5)

Twelve (6-6) and Nine (3-6)
Eighteenth Two (1-1) and Nine (4-5)

Two (1-1) and Nine (3-6)
Gongs

Nineteenth Twelve (6-6) and Eight (2-6)
Twelve (6-6) and Eight (3-5)
Twelve (6-6) and Eight (4-4)

Twentieth Two (1-1) and Eight (2-6)
Two (1-1) and Eight (3-5)
Two (1-1) and Eight (4-4)

(b) When comparing high hands or low hands which
are of identical permissible pair rank, the hand shall be
considered a copy hand and the dealer or, if applicable,
the bank shall win the hand.

(c) Except as provided in subsection (e), when compar-
ing the rank of high hands or low hands which do not
contain any of the pairs listed in subsection (a), the
higher ranking hand shall be determined on the basis of
the value of the hands. The value of a hand shall be a
single digit number from zero to nine inclusive and shall
be determined by adding the total number of spots which
are contained on the two tiles which form the hand. If the
total of the spots is a two-digit number, the left digit of
the number shall be discarded and the right digit shall
constitute the value of the hand. Examples of this rule
are as follows:

(1) A hand composed of a Two (1-1) and a Six (3-3) has
a value of 8.

(2) A hand composed of an Eleven (5-6) and a Seven
(1-6) has a value of 8, because the numeric total of the
hand is 18 and the left digit in the number 18 is
discarded.

(d) If the tiles which form the Supreme Pair are used
separately, the numeric total of the 1-2 tile may be
counted as a three or a six and the numeric total of the
2-4 tile may be counted as a three or a six. When the 1-2
tile is counted as six, its individual ranking under
subsection (g) shall be fifteenth instead of seventeenth
and when the 2-4 tile is counted as three, its individual
ranking shall be seventeenth instead of fifteenth.

(e) When comparing high hands or low hands which
are of identical value, the hand with the highest ranking
individual tile shall be considered the higher ranking
hand. If, however, the numeric value of the tiles results in
a zero-zero tie, both hands, regardless of the highest
ranking tile, are equally bad and the dealer or, if
applicable, the bank shall be considered the higher
ranking hand.

(f) The individual ranking for each tile, from highest
rank to lowest rank, is as follows:

Ranking Tile
Number of Tiles

In Set
First Twelve (6-6) 2
Second Two (1-1) 2
Third Eight (4-4) 2
Fourth Four (1-3) 2
Fifth Ten (5-5) 2
Sixth Six (3-3) 2
Seventh Four (2-2) 2
Eighth Eleven (5-6) 2
Ninth Ten (4-6) 2
Tenth Seven (1-6) 2
Eleventh Six (1-5) 2
Twelfth Nine (3-6) 1
Twelfth Nine (4-5) 1
Thirteenth Eight (2-6) 1
Thirteenth Eight (3-5) 1
Fourteenth Seven (2-5) 1
Fourteenth Seven (3-4) 1
Fifteenth Six (2-4) 1
Sixteenth Five (1-4) 1
Sixteenth Five (2-3) 1
Seventeenth Three (1-2) 1

(g) If the highest ranking tile in each hand being
compared is of identical rank after the application of
subsection (f), the hand shall be considered a copy hand,
and the hand of the dealer or, if applicable, the bank shall
be considered the higher ranking hand.
§ 621a.5. Dice; number of dice; Pai Gow shaker.

(a) Pai Gow shall be played with three dice which shall
be maintained at all times inside a Pai Gow shaker while
at the table.

(b) The Pai Gow shaker and the dice are the responsi-
bility of the dealer and may never be left unattended
while at the table.

(c) Dice that have been placed in a Pai Gow shaker for
use in gaming may not remain on a table for more than
24 hours.
§ 621a.6. Opening of the table for gaming; shuffling

procedures.
(a) After receiving one set of tiles at the table, the

dealer shall sort and inspect the tiles and the floorperson
assigned to the table shall verify the inspection. Nothing
in this section precludes a certificate holder from cleaning
the tiles prior to the inspection required herein. The tiles
at the gaming table shall be inspected as follows:

(1) Each set of tiles shall be sorted into pairs to assure
that the Supreme Pair and all 15 matched and un-
matched pairs as identified in § 621a.4 (relating to Pai
Gow tiles; ranking of hands, pairs and tiles; value of the
hand) are in the set.

(2) Each tile shall be placed side by side to determine
that all tiles are the same size and shading.

(3) The back and sides of each tile shall be examined to
assure that it is not flawed, scratched or marked in any
way.
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(i) If the dealer finds that certain tiles are unsuitable
for use, a floorperson or above shall bring another set of
tiles to the table from the reserve in the pit stand.

(ii) The unsuitable set of tiles shall be placed in a
sealed envelope or container, identified by table number,
date and time and signed by the dealer and floorperson or
above.

(b) Following the inspection of the tiles and the verifi-
cation by the floorperson assigned to the table, the tiles
shall be turned face up, placed into 16 pairs and arranged
according to rank starting with the Supreme Pair. The
tiles shall be left in pairs for visual inspection by the first
player to arrive at the table.

(c) After the first player arriving at the table is
afforded an opportunity to visually inspect the tiles, the
tiles shall be turned face down on the table and mixed
thoroughly by shuffling the tiles.

(d) The dealer shall mix the tiles with the heels of the
palms of the hands. The dealer shall mix the tiles in a
circular motion with one hand moving clockwise and the
other hand moving counterclockwise. Each hand shall
complete at least eight circular motions to provide a
random mixing. The dealer shall then randomly pick up
four tiles with each hand and place them side by side in
stacks in front of the table inventory container, forming
eight stacks of four tiles.

(e) If during the stacking process described in subsec-
tion (d), a tile is turned over and exposed to the players,
the entire set of tiles shall be remixed.

(f) After each round of play has been completed, the
dealer shall turn all of the tiles face down and mix the
tiles in accordance with subsection (d).

(g) If there is no gaming activity at the Pai Gow table,
the tiles shall be turned face up and placed into 16 pairs
according to rank starting with the Supreme Pair. Once a
player arrives at the table, the dealer shall follow the
procedures in subsections (c) and (d).

§ 621a.7. Wagers.

(a) Wagers at Pai Gow shall be made by placing value
chips or plaques on the appropriate betting area of the
Pai Gow layout. Verbal wagers accompanied by cash may
not be accepted.

(b) Only players who are seated at the Pai Gow table
may place a wager. Once a player has placed a wager and
received tiles, that player shall remain seated until the
completion of the round of play. If a player leaves the
table during a round of play, any wagers made by the
player may be considered abandoned and treated as
losing wagers.

(c) Wagers shall be placed prior to the dealer announc-
ing ‘‘no more bets’’ in accordance with the dealing proce-
dures in § 621a.8 (relating to procedures for dealing the
tiles). A wager may not be made, increased or withdrawn
after the dealer has announced ‘‘no more bets.’’

§ 621a.8. Procedures for dealing the tiles.

(a) After the dealer has completed mixing and stacking
the tiles, the dealer shall either:

(1) Announce ‘‘no more bets’’ and use a computerized
random number generator that automatically selects and
displays a number.

(2) Announce ‘‘no more bets’’ prior to revealing the dice
in the Pai Gow shaker. The dealer shall shake the Pai
Gow shaker at least three times to cause a random

mixture of the dice. After removing the lid covering the
Pai Gow shaker, the dealer shall total the dice.

(b) The dealer shall then announce the total of the dice
or the number displayed by the computerized random
number generator. The total or number shall determine
which player receives the first stack of tiles.

(c) To determine the starting position for dealing the
tiles, the dealer shall count counterclockwise around the
table with the position of the dealer considered number
one and continuing around the table with each betting
position, regardless of whether there is a wager at the
position, and the Dead Hand until the count matches the
total of the three dice or the number displayed by the
computerized random number generator. Examples are as
follows:

(1) If the dice total nine, the dealer would receive the
first stack of four tiles.

(2) If the dice total 15, the sixth wagering position
would receive the first stack of four tiles.

(d) The dealer shall deal the first stack of four tiles,
starting from the right side of the eight stacks, to the
starting position as determined in subsection (c) and,
moving counterclockwise around the table, deal all other
positions including the Dead Hand and the dealer a stack
of tiles, regardless of whether there is a wager at the
position. The dealer shall place a marker on top of his
stack of tiles immediately after they are dealt.

(e) After all the stacks of tiles have been dealt, the
dealer shall, without exposing the tiles, collect any stacks
dealt to a position where there is no wager and place the
stacks with the Dead Hand on the layout to the left of the
dealer in front of the table inventory container.

(f) Once all tiles have been dealt and any tiles dealt to
positions with no wagers have been collected, the dealer
shall place the cover on the Pai Gow shaker and shake
the shaker once. The Pai Gow shaker shall then be placed
to the right of the dealer.
§ 621a.9. Alternative dealing procedures.

As an alternative to the procedure in § 621a.8 (relating
to procedures for dealing the tiles), the dealer or the
player acting as the bank or co-bank may, if specified in
the certificate holder’s Rules Submission under § 601a.2
(relating to table games Rules Submissions), choose any
of the following dealing styles:

(Editor’s Note: Chapter 601a will be adopted on or
before the date of final adoption of this proposed rule-
making.)

(1) House Way From the Left. The dealer shall indicate
the use of House Way From the Left by pushing forward
the first stack of tiles on the dealer’s left. The dealer shall
deliver the stack pushed forward to the starting position.
The remaining stacks of tiles shall be delivered from the
dealer’s left to right.

(2) Cup Say (pick four) From the Right. The dealer
shall indicate the use of Cup Say From the Right by
pushing forward the first two stacks of tiles on the
dealer’s right. The dealer shall deliver the top two tiles
from each of the two stacks pushed forward to the
starting position. The four remaining tiles pushed for-
ward shall be delivered to the next position. The remain-
ing stacks of tiles shall be delivered from the dealer’s
right to left in the same manner as the first two stacks.

(3) Cup Say (pick four) From the Left. The dealer shall
indicate the use of Cup Say From the Left by pushing
forward the first two stacks of tiles on the dealer’s left.
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The dealer shall deliver the top two tiles from each of the
two stacks pushed forward to the starting position. The
four remaining tiles pushed forward shall be delivered to
the next position. The remaining stacks of tiles shall be
delivered from the dealer’s left to right in the same
manner as the first two stacks.

(4) Jung Quat (take the heart). The dealer shall indi-
cate the use of Jung Quat by pushing forward the fourth
stack of tiles from the dealer’s right and the fourth stack
of tiles from the dealer’s left (the two center stacks of the
eight). The dealer shall deliver the top two tiles from each
of the two stacks pushed forward to the starting position.
The four remaining tiles pushed forward shall be deliv-
ered to the next position. The remaining stacks shall be
pushed together and the two new center stacks shall be
pushed forward and delivered in the same manner as the
first two stacks. This procedure shall be repeated until all
eight stacks of tiles have been delivered.

(5) Chee Yee (chop the ears). The dealer shall indicate
the use of Chee Yee by pushing forward the first stack of
tiles on the dealer’s right and the first stack of tiles on
the dealer’s left. To deliver the tiles, the dealer shall
center the two stacks pushed forward in front of the
remaining stacks. The dealer shall deliver the top two
tiles from each of the two centered stacks to the starting
position. The four remaining tiles from the two centered
stacks shall be delivered to the next position. The dealer
shall then center and deliver the first stack remaining on
the dealer’s right and the first stack remaining on the
dealer’s left in the same manner. This procedure shall be
repeated until all eight stacks of tiles have been deliv-
ered.

(6) Pin Say (slice four) From the Right. The dealer
shall indicate the use of Pin Say From the Right by
removing the top tile of the first stack of tiles on the
dealer’s right and placing it diagonally across the top of
the second, third and fourth stacks of tiles from the
dealer’s right. The dealer shall deliver the top tile from
each of the first four stacks on the dealer’s right to the
starting position (the diagonal tile plus the three tiles it
covers). The top tile from each of the first four stacks on
the dealer’s left shall be delivered to the next position.
The top tile remaining on each of the first four stacks on
the dealer’s right shall be delivered to the third position
and the top tile remaining on each of the first four stacks
on the dealer’s left shall be delivered to the fourth
position. This procedure shall be repeated until four tiles
have been delivered to all eight positions.

(7) Pin Say (slice four) From the Left. The dealer shall
indicate the use of Pin Say From the Left by removing
the top tile of the first stack of tiles on the dealer’s left
and placing it diagonally across the top of the second,
third and fourth stacks of tiles from the dealer’s left. The
dealer shall deliver the top tile from each of the first four
stacks on the dealer’s left to the starting position (the
diagonal tile plus the three tiles it covers). The top tile
from each of the first four stacks on the dealer’s right
shall be delivered to the next position. The top tile
remaining on each of the first four stacks on the dealer’s
left shall be delivered to the third position and the top
tile remaining on each of the first four stacks on the
dealer’s right shall be delivered to the fourth position.
This procedure shall be repeated until four tiles have
been delivered to all eight positions.

(8) Dragon Head and Phoenix Tail From the Right. The
dealer shall indicate the use of Dragon Head and Phoenix
Tail From the Right by placing all four tiles in the first
and second stacks from the dealer’s right directly on top

of the four tiles in the third and fourth stacks from the
dealer’s right and then pushing forward the top two tiles
in each of the eight-tile stacks that are created (forming
the dragon head). The dealer shall deliver the four tiles
pushed forward to the starting position. The top tile from
each of the four stacks of four tiles to the dealer’s left (the
phoenix tail) shall be delivered to the next position. The
dealer shall deliver the top two tiles from each of the two
stacks on the dealer’s right to the third position and the
top tile from each of the four stacks on the dealer’s left to
the fourth position. This procedure shall be repeated until
four tiles have been delivered to all eight positions.

(9) Dragon Head and Phoenix Tail From the Left. The
dealer shall indicate the use of Dragon Head and Phoenix
Tail From the Left by placing all four tiles in the first and
second stacks from the dealer’s left directly on top of the
four tiles in the third and fourth stacks from the dealer’s
left and then pushing forward the top two tiles in each of
the eight-tile stacks that are created (forming the dragon
head). The dealer shall deliver the four tiles pushed
forward to the starting position. The top tile from each of
the four stacks of four tiles to the dealer’s right (the
phoenix tail) shall be delivered to the next position. The
dealer shall deliver the top two tiles from each of the two
stacks on the dealer’s left to the third position and the
top tile from each of the four stacks on the dealer’s right
to the fourth position. This procedure shall be repeated
until four tiles have been delivered to all eight positions.

§ 621a.10. Procedures for completion of each round
of play; setting of hands; payment and collection
of wagers; payout odds; vigorish.

(a) After the dealing of the tiles has been completed,
each player shall set his hands by arranging the tiles into
a high hand and low hand. After setting the hands the
tiles shall be placed face down on the layout immediately
behind that player’s betting area and separated into two
distinct hands.

(b) Each player at the table shall be responsible for
setting his own hands and no other person except the
dealer may touch the tiles of that player. If a player
requests assistance in the setting of his hands, the dealer
shall inform the requesting player of the manner in which
the certificate holder requires the hands of the dealer to
be set. Each player shall be required to keep the four tiles
in full view of the dealer at all times. Once each player
has set a high hand and low hand and placed the two
hands face down on the layout, the player may not touch
the tiles again.

(c) After all players have set their hands and placed
the tiles on the table, the four tiles of the dealer shall be
turned over and the dealer shall set his hands by
arranging the tiles into a high and low hand. The high
hand shall be placed on the layout face up in a vertical
position and the low hand shall be placed on the layout
face up perpendicular to the high hand.

(d) The dealer shall comply with the following rules
when setting his hands:

(1) If the dealer has the Supreme Pair, it shall be
played as the Supreme Pair.

(2) If possible, the dealer shall always play a pair,
Wong or Gong as set forth in § 621a.4 (relating to Pai
Gow tiles; ranking of hands, pairs and tiles; value of the
hand).

(3) If the dealer does not have any combinations in
paragraph (1) or (2), the dealer shall play any two tiles
together which have a value equal to nine, eight or seven.
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(4) If the dealer does not have a combination in
paragraph (1), (2) or (3), the dealer shall play the highest
ranking tile with the lowest ranking tile.

(e) A player may surrender his wager after the hands
of the dealer have been set. The player shall announce
his intention to surrender prior to the dealer exposing
either of the two hands of that player as provided for in
subsection (g). Once the player has announced his inten-
tion to surrender, the dealer shall immediately collect the
wager from that player and collect the four tiles dealt to
that player and stack them face down on the right side of
the table in front of the table inventory container without
exposing the tiles to any other player at the table.

(f) After the dealer has set a high and low hand and
collected the wagers and tiles for any wagers that are
surrendered under subsection (e), the dealer shall expose
both hands of each player, starting with the player
farthest to the right of the dealer and proceeding counter-
clockwise around the table. The dealer shall always
compare the high hand of the player to the high hand of
the dealer and the low hand of the player to the low hand
of the dealer and shall announce if the wager of that
player shall win, lose or be considered a tie.

(g) A wager shall lose if the high hand of the player is
identical in rank or lower in rank than the high hand of
the dealer, and the low hand of the player is identical in
rank or lower in rank than the low hand of the dealer, or
has a value of zero. Losing wagers shall be collected
immediately by the dealer and put in the table inventory
container. The tiles of all losing hands shall be collected
by the dealer immediately after he collects the losing
wagers.

(h) A wager shall be a tie if:
(1) The high hand of the player is higher in rank than

the high hand of the dealer, but the low hand of the
player is identical in rank to the low hand of the dealer,
lower in rank than the low hand of the dealer or has a
value of zero.

(2) The high hand of the player is identical in rank to
the high hand of the dealer or lower in rank than the
high hand of the dealer, but the low hand of the player is
higher in rank than the low hand of the dealer.

(i) If a wager is a tie, the dealer shall return the
player’s wager and immediately collect the tiles of that
player.

(j) A wager shall win if the high hand of the player is
higher in rank than the high hand of the dealer and the
low hand of the player is higher in rank than the low
hand of the dealer. Winning hands shall remain face up
on the layout. Winning wagers shall be paid after all
hands have been exposed. The dealer shall pay winning
wagers beginning with the player farthest to the right of
the dealer and continuing counterclockwise around the
table. The tiles of all winning hands shall be collected by
the dealer immediately after he pays the winning wagers.

(k) A winning Pai Gow wager shall be paid off at odds
of 1 to 1, except that the certificate holder shall extract a
vigorish from the winning player in an amount equal to
5% of the amount won provided, however, that when
collecting the vigorish, the certificate holder may round
off the vigorish to 25 cents or the next highest multiple of
25 cents. A certificate holder shall collect the vigorish
from a player at the time the winning payout is made.

(l) Tiles collected by the dealer shall be picked up in
order and in a way so that they can be readily arranged
to reconstruct each hand in case of a question or dispute

and shall be placed face up to the right of the dealer in
front of the table inventory container.

§ 621a.11. Player bank; co-banking; selection of
bank; procedures for dealing.

(a) A certificate holder may, if specified in its Rules
Submission under § 601a.2 (relating to table games Rules
Submissions), offer to all players at a Pai Gow table the
opportunity to bank the game. If the certificate holder
elects this option, the provisions of this section control for
any round of play in which a player is the bank and all
the other provisions of this subchapter apply to the extent
that they do not conflict with the provisions of this
section.

(Editor’s Note: Chapter 601a will be adopted on or
before the date of final adoption of this proposed rule-
making.)

(b) A player may not be the bank at the start of the
game. For the purposes of this section, the start of the
game means the first round of play after the dealer is
required to restack and shuffle the tiles in accordance
with § 621a.6 (relating to opening of the table for gam-
ing; shuffling procedures).

(c) After the first round of play, each player at the
table shall have the option to either be the bank or pass
the bank to the next player. The dealer shall, starting
with the player farthest to the right of the dealer, offer
the bank to each player in a counterclockwise rotation
around the table until a player accepts the bank. The
dealer shall place a marker designating the bank in front
of the player who accepts the bank. If the first player
offered the bank accepts, the player seated to the right of
that player shall first be offered the bank on the next
round of play. The initial offer to be the bank shall rotate
counterclockwise around the table until it returns to the
dealer. A player may not bank two consecutive rounds of
play. If no player wishes to be the bank, the round of play
shall proceed in accordance with the rules of play pro-
vided in this chapter.

(d) Before a player may bank a round of play, the
dealer shall confirm that:

(1) The player placed a wager against the dealer
during the last round of play in which there was no
player banking the game.

(2) The player has sufficient value chips on the table to
cover all of the wagers placed by other players at the
table for that round of play.

(e) A certificate holder may, if specified in its Rules
Submission under § 601a.2, offer the player banking the
round of play the option of having the certificate holder
cover 50% of the wagers made during that round of play.
If the certificate holder offers this option, it shall make it
available to all players at the table. If the bank wishes to
use this option, the bank must specifically request the
dealer to accept responsibility for the payment of 1/2 of
all winning wagers. When the certificate holder covers
50% of the winning wagers, it shall be known as co-
banking and the dealer shall place a marker designating
the player co-banking that round of play. When the dealer
is co-banking, the dealer shall be responsible for setting
the hand of the bank in the manner as submitted to the
Board in the certificate holder’s Rules Submission. When
co-banking is in effect, the dealer may not place a wager
against the bank.

(f) If a player is the bank, the player may only wager
on one betting area.
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(g) Once the tiles have been shuffled and formed into
stacks under § 621a.6, the bank shall have the option to
cut the tiles one time. If the bank does not wish to cut the
tiles, there may not be a cut. Upon direction from the
bank, the dealer may move the tiles in one of the
following ways:

(1) One or more adjacent stacks of four tiles to the
right or left end of the original eight stacks of tiles.

(2) Two or more adjacent stacks of four tiles, of which
at least one stack is moved to one end and the other
stacks are moved to the opposite end of the original eight
stacks of tiles.

(h) Once the dealer has determined that a player may
be the bank as required under subsection (d) and the tiles
have been shuffled and, if applicable, cut, the dealer
shall, unless co-banking is in effect, remove value chips
from the table inventory container in an amount equal to
the last wager made by that player against the dealer or
in an amount as specified in the certificate holder’s Rules
Submission. This amount shall be the amount the dealer
wagers against the bank. The bank may direct that the
sum wagered by the dealer be a lesser amount or that the
dealer place no wager during that round of play. Any
amount wagered by the dealer shall be placed in front of
the table inventory container. Immediately upon receipt of
the four tiles dealt to the dealer under subsection (k), the
dealer shall place his wager on top of these tiles, instead
of the marker otherwise required under § 621a.8 (relat-
ing to procedures for dealing the tiles), before dealing the
remaining tiles. If co-banking is in effect, the dealer may
not remove any value chips from the table inventory
container under this subsection.

(i) Once the dealer has announced ‘‘no more bets,’’ the
bank may, by issuing a verbal instruction to the dealer,
choose to have the dealer deliver the stacks of tiles using
any one of the styles of delivery described in § 621a.9
(relating to alternative dealing procedures). If the bank
does not choose a style of delivery, the dealer shall use
the procedure in § 621a.8(d). After the style of delivery
has been determined, the dealer shall indicate the style of
delivery to be used by verbally repeating the selected
style of delivery and taking other action, as specified in
the certificate holder’s Rules Submission, that identifies
the selected delivery style to the certificate holder’s
surveillance department, and moving certain stacks of
tiles or individual tiles slightly forward, backward or
diagonally in the manner described in § 621a.9. After the
dealer has indicated the style of delivery, the bank shall
shake the Pai Gow shaker. It shall be the responsibility of
the dealer to ensure that the bank shakes the Pai Gow
shaker at least three times to cause a random mixture of
the dice. Once the bank has completed shaking the Pai
Gow shaker, the dealer shall remove the lid covering the
Pai Gow shaker, total the dice and announce the total.
The dealer shall always remove the lid from the Pai Gow
shaker and if the bank inadvertently removes the lid, the
dealer shall require the Pai Gow shaker to be covered and
reshaken by the bank.

(j) To determine the starting position for dealing the
tiles, the dealer shall count counterclockwise around the
table, with the position of the bank considered number
one and continuing around the table with each betting
position, including the dealer, regardless of whether there
is a wager at the position, and the Dead Hand counted in
order until the count matches the total of the three dice.

(k) The dealer shall deal the first four tiles, in accord-
ance with the selected style of delivery, to the starting

position as determined in subsection (j) and, moving
counterclockwise around the table, deal all other positions
including the Dead Hand and the dealer, regardless of
whether there is a wager at the position. The dealer shall
place his wager or marker, as applicable, on top of his
stack of tiles immediately after the tiles are dealt.

(l) After all the stacks of tiles have been dealt, the
dealer shall, without exposing the tiles, collect any stacks
dealt to a position where there is no wager and place the
stacks with the Dead Hand on the layout to the left of the
dealer in front of the table inventory container.

(m) Once all tiles have been dealt and any tiles dealt to
positions with no wagers have been collected, the dealer
shall place the cover on the Pai Gow shaker and shake
the shaker once. The Pai Gow shaker shall then be placed
to the right of the dealer.

(n) If the tiles dealt to the dealer have not been
previously collected, after each player has set his two
hands and placed them on the layout, the two hands of
the dealer shall then be set. Once the dealer has formed a
high and low hand, the dealer shall expose the hands of
the bank and determine if the hands of the dealer are
higher in rank than the hands of the bank. If the dealer
wins, the tiles of the dealer shall be stacked face up to
the right of the table inventory container with the
amount wagered by the dealer against the bank placed on
top. If the dealer’s hand is a tie with the banker’s hand,
the dealer shall return the amount wagered by the dealer
against the bank to the table inventory container. If the
dealer loses, the amount wagered by the dealer against
the bank shall be moved to the center of the layout.

(o) If banking is in effect, once the dealer has deter-
mined the outcome of the wager of the dealer against the
bank, if any, the dealer shall expose the hands of each
player starting with the player farthest to the right of the
dealer and proceeding counterclockwise around the table.
The dealer shall compare the high and low hand of each
player to the high and low hand of the bank and
announce if the wager shall win, lose or be considered a
tie. Losing wagers shall be immediately collected and
placed in the center of the table. After all hands have
been exposed, all winning wagers, including the dealer’s
wager, shall be paid by the dealer with the value chips
located in the center of the table. If this amount becomes
exhausted before all winning wagers have been paid, the
dealer shall collect from the bank an amount equal to the
remaining winning wagers and place that amount in the
center of the layout. The remaining winning wagers shall
be paid from the amount in the center of the layout. If,
after collecting all losing wagers and paying all winning
wagers, there is a surplus in the center of the table, this
amount shall be charged a 5% vigorish in accordance with
§ 621a.10 (relating to procedures for completion of each
round of play; setting of hands; payment and collection of
wagers; payout odds; vigorish). Once the vigorish has
been paid, the remaining amount shall be given to the
bank.

(p) Immediately after a winning wager of the dealer is
paid, this amount and the original wager shall be re-
turned to the table inventory container.

(q) Each player who has a winning wager against the
bank shall pay a 5% vigorish on the amount won to the
dealer, in accordance with § 621a.10.

(r) If co-banking is in effect, once the dealer has set the
co-bank hand under subsection (e), the dealer shall
expose the hands of each player starting with the player
farthest to the right of the dealer and proceeding counter-
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clockwise around the table. The dealer shall compare the
high and low hand of each player to the high and low
hand of the bank and announce if the wager shall win,
lose or be considered a tie. Losing wagers shall be
immediately collected and placed in the center of the
table. After all hands have been exposed, all winning
wagers shall be paid by the dealer with the value chips
located in the center of the table. If this amount becomes
exhausted before all winning wagers have been paid, the
dealer shall collect from the co-bank an amount equal to
1/2 of the remaining winning wagers and place that
amount in the center of the layout. The dealer shall
remove an amount equal to 1/2 of the remaining winning
wagers from the table inventory container and place that
amount in the center of the layout. The remaining
winning wagers shall be paid from the total amount in
the center of the layout. If, after collecting all losing
wagers and paying all winning wagers, there is a surplus
in the center of the table, this amount will be counted
and the dealer shall place 1/2 of this amount into the
table inventory container. The dealer shall collect a 5%
vigorish in accordance with § 621a.10 on the remaining
amount and place the vigorish amount in the table
inventory container. The remaining amount shall then be
given to the co-bank.

§ 621a.12. Irregularities; invalid roll of the dice.

(a) If the dealer uncovers the Pai Gow shaker and all
three dice have not landed flat on the bottom of the
shaker, the dealer shall call a ‘‘no roll’’ and reshake the
dice.

(b) If the dealer uncovers the Pai Gow shaker and a die
or dice fall out of the shaker, the dealer shall call a ‘‘no
roll’’ and reshake the dice.

(c) If the dealer incorrectly totals the dice and deals the
tiles to the wrong positions, all hands shall be void, all
wagers shall be returned to the players and the dealer
shall reshuffle the tiles.

(d) If the dealer exposes any of the tiles dealt to a
player, the player shall have the option of voiding the
hand. Without looking at his unexposed tiles, the player
shall make the decision either to play out the hand or to
void the hand. If the player elects to void his hand, any
wagers placed by the player shall be returned to the
player.

(e) If a tile dealt to the dealer, the Dead Hand or any
position where there is no wager is exposed, all hands
shall be void, all wagers shall be returned to the players
and the tiles shall be reshuffled.

(f) If the dealer does not set his hands in the manner
as specified in the certificate holder’s Rules Submission
under § 601a.2 (relating to table games Rules Submis-
sions), the hands shall be reset in accordance with the
Rules Submission and the round of play completed.

(Editor’s Note: Chapter 601a will be adopted on or
before the date of final adoption of this proposed rule-
making.)

§ 621a.13. A player wagering on more than one
betting area.

(a) A certificate holder shall specify in its Rules Sub-
mission, required under § 601a.2 (relating to table games
Rules Submissions), the number of adjacent boxes on
which a player may place a wager in one round of play.

(Editor’s Note: Chapter 601a will be adopted on or
before the date of final adoption of this proposed rule-
making.)

(b) If a certificate holder permits a player to wager on
adjacent betting areas, the tiles dealt to each betting area
shall be played separately. If the two wagers are not
equal, the player shall be required to rank and set the
hand with the larger wager before ranking and setting
the other hand. If the amounts wagered are equal, each
hand shall be played separately in a counterclockwise
rotation with the first hand being ranked and set before
the player proceeds to rank and set the second hand.
Once a hand has been ranked and set and placed face
down on the layout, the hand may not be changed.

CHAPTER 623a. CRAPS AND MINI-CRAPS
Sec.
623a.1. Definitions.
623a.2. Craps and Mini-Craps tables; physical characteristics.
623a.3. Permissible wagers.
623a.4. Making and removal of wagers.
623a.5. Payout odds.
623a.6. Supplemental wagers made after the come out roll in support of

Pass, Don’t Pass, Come and Don’t Come Bets (taking and laying
odds).

623a.7. Dice retention and selection.
623a.8. Throw of the dice; invalid roll of the dice.
623a.9. Point throw; settlement of wagers.
623a.10. Continuation of shooter; selection of new shooter.
623a.11. Additional procedures and rules for the Fire Bet.

§ 623a.1. Definitions.

The following words and terms, when used in this
chapter, have the following meanings, unless the context
clearly indicates otherwise:

Boxperson—An employee of a certificate holder whose
primary function is to participate in and supervise the
conduct of gaming at a single Craps table.

Buy Bet—A Place Bet to Win which offers a payout of
true odds.

Call Bet—A wager made without cash or chips for a
known customer.

Come out point—A total of 4, 5, 6, 8, 9 or 10 thrown by
the shooter on the come out roll.

Come out roll—The first roll of the dice at the opening
of the game and the first roll of the dice after a decision
with respect to a Pass Bet and Don’t Pass Bet has been
effected.

Come point—A total of 4, 5, 6, 8, 9 or 10 thrown by the
shooter on the next roll following placement of a Come
Bet or Don’t Come Bet.

Lay Bet—A Place Bet to Lose which offers a payout of
true odds.

Stickperson—An employee of a certificate holder whose
primary function is to control the selection and use of the
dice at a Craps table.

§ 623a.2. Craps and Mini-Craps tables; physical
characteristics.

(a) Craps and Mini-Craps shall be played on an oblong
table with rounded corners and high walled sides.

(b) A Craps table may not be larger than 14 feet in
length.

(c) A Mini-Craps table may not be longer than 9 1/2
feet in length and have seating locations for a maximum
of nine players.

(d) The layout for a Craps or Mini-Craps table shall be
approved by the Bureau of Gaming Operations and
contain, at a minimum:
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(1) The name or logo of the certificate holder.

(2) Specific areas designated for the placement of wa-
gers permitted under § 623a.3 (relating to permissible
wagers).

(3) The words ‘‘no call bets.’’

(e) Each Craps and Mini-Craps table must have a drop
box and tip box attached to the table in locations
approved by the Bureau of Casino Compliance.

(f) In addition to the requirements in subsection (d), if
the Fire Bet in the game of Craps is offered by a
certificate holder, the Craps table must, at a minimum,
include:

(1) No more than 16 designated areas for the place-
ment of Fire Bets in locations approved by the Bureau of
Gaming Operations. The Fire Bet areas must be located
around the perimeter of the layout, corresponding to
player positions at the table, and be sequentially num-
bered in a clockwise direction, with the area numbered 1
being located immediately to the left of the boxperson or
dealer.

(2) A designated area of the layout, in a location
approved by the Bureau of Gaming Operations, for the
relocation and identification of all Fire Bets placed by
players prior to the come out roll of a shooter. The
designated area must be located in front of the boxperson
and contain numbered areas which correspond to the
location of the numbered areas described in paragraph
(1).

(3) The following information, visible to all player
positions, on the inside wall of the table in a location
approved by the Bureau of Gaming Operations:

(i) The payout odds for four, five and six different
unique points made.

(ii) Fire Bets shall be accepted only prior to a shooter’s
initial come out roll.

(iii) The wager limitations applicable to the Fire Bet.

§ 623a.3. Permissible wagers.

(a) The following wagers may be used in the games of
Craps and Mini-Craps:

(1) A Pass Bet placed on the Pass Line of the layout
immediately prior to the come out roll. A winning or
losing Pass Bet shall be determined as follows:

(i) A Pass Bet shall win if, on the come out roll, either:

(A) A total of 7 or 11 is thrown.

(B) A total of 4, 5, 6, 8, 9 or 10 is thrown and that total
is thrown again before a 7 is thrown.

(ii) A Pass Bet shall lose if, on the come out roll, either:

(A) A total of 2, 3 or 12 is thrown.

(B) A total of 4, 5, 6, 8, 9 or 10 is thrown and a 7 is
subsequently thrown before that total is thrown again.

(2) A Don’t Pass Bet placed on the Don’t Pass Line of
the layout immediately prior to the come out roll. A
winning or losing Don’t Pass Bet shall be determined as
follows:

(i) A Don’t Pass Bet shall win if, on the come out roll,
either:

(A) A total of 2 or 3 is thrown.

(B) A total of 4, 5, 6, 8, 9 or 10 is thrown and a 7 is
subsequently thrown before that total is thrown again.

(ii) A Don’t Pass Bet shall lose if, on the come out roll,
either:

(A) A total of 7 or 11 is thrown.
(B) A total of 4, 5, 6, 8, 9 or 10 is thrown and that total

is thrown again before a 7 is thrown.
(iii) If a total of 12 is thrown on the come out roll, a

Don’t Pass Bet shall be void and any Don’t Pass Bets
shall be returned to the players.

(3) A Come Bet placed on the Come Line of the layout
at any time after the come out roll. If a 4, 5, 6, 8, 9 or 10
is thrown after the placement of a Come Bet, the dealer
shall move the Come Bet into the numbered box corre-
sponding to the number that was thrown. A winning or
losing Come Bet shall be determined as follows:

(i) A Come Bet shall win if either:
(A) A total of 7 or 11 is thrown on the roll immediately

following placement of the Come Bet.
(B) A total of 4, 5, 6, 8, 9 or 10 is thrown on the roll

immediately following placement of the Come Bet and
that total is thrown again before a 7 is thrown.

(ii) A Come Bet shall lose if either:
(A) A total of 2, 3 or 12 is thrown on the roll

immediately following placement of the Come Bet.

(B) A total of 4, 5, 6, 8, 9 or 10 is thrown on the roll
immediately following placement of the Come Bet and a 7
is subsequently thrown before that total is thrown again.

(4) A Don’t Come Bet placed on the Don’t Come Line of
the layout at any time after the come out roll. If a 4, 5, 6,
8, 9 or 10 is thrown after the placement of a Don’t Come
Bet, the dealer shall move the Don’t Come Bet into a box
adjacent to the numbered box corresponding to the num-
ber that was thrown. A winning or losing Don’t Come Bet
shall be determined as follows:

(i) A Don’t Come Bet shall win if either:

(A) A total of 2 or 3 is thrown on the roll immediately
following placement of the Don’t Come Bet.

(B) A total of 4, 5, 6, 8, 9 or 10 is thrown on the roll
immediately following placement of the Don’t Come Bet
and a 7 is subsequently thrown before that total is
thrown again.

(ii) A Don’t Come Bet shall lose if either:

(A) A total of 7 or 11 is thrown on the roll immediately
following placement of the Don’t Come Bet.

(B) A total of 4, 5, 6, 8, 9 or 10 is thrown on the roll
immediately following placement of the Don’t Come Bet
and that total is thrown again before a 7 is thrown.

(iii) If a total of 12 is thrown on the roll immediately
following placement of a Don’t Come Bet, the Don’t Come
Bet shall be void and any Don’t Come Bets shall be
returned to the players.

(5) A Place Bet to Win on any of the numbers 4, 5, 6, 8,
9 or 10 that may be made at any time. A Place Bet to Win
shall be inactive on a come out roll unless called ‘‘on’’ by
the player and confirmed by the dealer through place-
ment of an ‘‘on’’ marker button on top of the player’s
wager. A winning or losing Place Bet to Win shall be
determined as follows:

(i) A Place Bet to Win shall win if the number on which
the wager was placed is thrown before a 7 is thrown.

(ii) A Place Bet to Win shall lose if a 7 is thrown before
the number on which the wager was placed is thrown.
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(6) A Place Bet to Lose placed in a box adjacent to any
of the numbers 4, 5, 6, 8, 9 or 10 that may be made at
any time. A Place Bet to Lose shall be inactive on a come
out roll unless called ‘‘on’’ by the player and confirmed by
the dealer through placement of an ‘‘on’’ marker button on
top of the player’s wager. A winning or losing Place Bet to
Lose shall be determined as follows:

(i) A Place Bet to Lose shall win if a 7 is thrown before
the particular number against which the wager is placed
is thrown.

(ii) A Place Bet to Lose shall lose if the particular
number against which the wager is placed is thrown
before a 7 is thrown.

(7) A Four The Hardway Bet placed in a box which
shows two dice, each of which displays a value of 2, that
may be made at any time. A Four The Hardway Bet shall
be inactive on the come out roll unless called ‘‘on’’ by the
player and confirmed by the dealer through placement of
an ‘‘on’’ marker button on top of the player’s wager. A
winning or losing Four The Hardway Bet shall be deter-
mined as follows:

(i) A Four The Hardway Bet shall win if a total of 4 is
thrown with a 2 appearing on each die before a 4 is
thrown in any other way or before a 7 is thrown.

(ii) A Four The Hardway Bet shall lose if a total of 4 is
thrown without a 2 appearing on each die or a 7 is
thrown before a total of 4 is thrown with a 2 appearing
on each die.

(8) A Six The Hardway Bet placed in a box which
shows two dice, each of which displays a value of 3, that
may be made at any time. A Six The Hardway Bet shall
be inactive on the come out roll unless called ‘‘on’’ by the
player and confirmed by the dealer through placement of
an ‘‘on’’ marker button on top of the player’s wager. A
winning or losing Six The Hardway Bet shall be deter-
mined as follows:

(i) A Six The Hardway Bet shall win if a total of 6 is
thrown with a 3 appearing on each die before a 6 is
thrown in any other way or before a 7 is thrown.

(ii) A Six The Hardway Bet shall lose if a total of 6 is
thrown without a 3 appearing on each die or a 7 is
thrown before a total of 6 is thrown with a 3 appearing
on each die.

(9) An Eight The Hardway Bet placed in a box which
shows two dice, each of which displays a value of 4, that
may be made at any time. An Eight The Hardway Bet
shall be inactive on the come out roll unless called ‘‘on’’ by
the player and confirmed by the dealer through place-
ment of an ‘‘on’’ marker button on top of the player’s
wager. A winning or losing Eight The Hardway Bet shall
be determined as follows:

(i) An Eight The Hardway Bet shall win if a total of 8
is thrown with a 4 appearing on each die before an 8 is
thrown in any other way or before a 7 is thrown.

(ii) An Eight The Hardway Bet shall lose if a total of 8
is thrown without a 4 appearing on each die or a 7 is
thrown before a total of 8 is thrown with a 4 appearing
on each die.

(10) A Ten The Hardway Bet placed in a box which
shows two dice, each of which displays a value of 5, that
may be made at any time. A Ten The Hardway Bet shall
be inactive on the come out roll unless called ‘‘on’’ by the
player and confirmed by the dealer through placement of

an ‘‘on’’ marker button on top of the player’s wager. A
winning or losing Ten The Hardway Bet shall be deter-
mined as follows:

(i) A Ten The Hardway Bet shall win if a total of 10 is
thrown with a 5 appearing on each die before a 10 is
thrown in any other way or before a 7 is thrown.

(ii) A Ten The Hardway Bet shall lose if a total of 10 is
thrown without a 5 appearing on each die or a 7 is
thrown before a total of 10 is thrown with a 5 appearing
on each die.

(11) A Field Bet placed in a box which shows the
numbers 2, 3, 4, 9, 10, 11 and 12 that may be made at
any time. A winning or losing Field Bet shall be deter-
mined as follows:

(i) A Field Bet shall win if a 2, 3, 4, 9, 10, 11 or 12 is
thrown on the roll immediately following placement of the
Field bet.

(ii) A Field Bet shall lose if a 5, 6, 7 or 8 is thrown on
the roll immediately following placement of the Field bet.

(12) An Any Seven Bet placed in a box which contains
the phrase ‘‘Any Seven’’ that may be made at any time. A
winning or losing Any Seven Bet shall be determined as
follows:

(i) An Any Seven Bet shall win if a 7 is thrown on the
roll immediately following placement of the Any Seven
Bet.

(ii) An Any Seven Bet shall lose if any total other than
a 7 is thrown on the roll immediately following placement
of the Any Seven Bet.

(13) An Any Craps Bet placed in a box which contains
the phrase ‘‘Any Craps’’ that may be made at any time. A
winning or losing Any Craps Bet shall be determined as
follows:

(i) An Any Craps Bet shall win if a 2, 3 or 12 is thrown
on the roll immediately following placement of the Any
Craps Bet.

(ii) An Any Craps Bet shall lose if any total other than
a 2, 3 or 12 is thrown on the roll immediately following
placement of the Any Craps Bet.

(14) A Craps Two Bet placed in a box which shows two
dice, each of which displays a value of 1, that may be
made at any time. A winning or losing Craps Two Bet
shall be determined as follows:

(i) A Craps Two Bet shall win if a 2 is thrown on the
roll immediately following placement of the Craps Two
Bet.

(ii) A Craps Two Bet shall lose if any total other than a
2 is thrown on the roll immediately following placement
of the Craps Two Bet.

(15) A Craps Three Bet placed in a box which shows
two dice, one of which displays a value of 1 and the other
of which displays a value of 2, that may be made at any
time. A winning or losing Craps Three Bet shall be
determined as follows:

(i) A Craps Three Bet shall win if a 3 is thrown on the
roll immediately following placement of the Craps Three
Bet.

(ii) A Craps Three Bet shall lose if any total other than
a 3 is thrown on the roll immediately following placement
of the Craps Three Bet.

(16) A Craps Twelve Bet placed in a box which shows
two dice, each of which displays a value of 6, that may be
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made at any time. A winning or losing Craps Twelve Bet
shall be determined as follows:

(i) A Craps Twelve Bet shall win if a 12 is thrown on
the roll immediately following placement of the Craps
Twelve Bet.

(ii) A Craps Twelve Bet shall lose if any total other
than a 12 is thrown on the roll immediately following
placement of the Craps Twelve Bet.

(17) An 11 in One Roll Bet placed in a box which shows
two dice, one of which displays a value of 5 and the other
of which displays a value of 6, that may be made at any
time. A winning or losing 11 in One Roll Bet shall be
determined as follows:

(i) An 11 in One Roll Bet shall win if an 11 is thrown
on the roll immediately following placement of the 11 in
One Roll Bet.

(ii) An 11 in One Roll Bet shall lose if any total other
than an 11 is thrown on the roll immediately following
placement of the 11 in One Roll Bet.

(18) A Craps-Eleven or C and E Bet placed in a area on
the table layout that contains the letters ‘‘C’’ and ‘‘E’’ that
may be made at any time. A winning or losing Craps-
Eleven or C and E Bet shall be determined as follows:

(i) A Craps-Eleven or C and E Bet shall win if a 2, 3,
11 or 12 is rolled immediately following placement of the
Craps-Eleven or C and E Bet.

(ii) A Craps-Eleven or C and E Bet shall lose if any
total other than a 2, 3, 11 or 12 is thrown on the roll
immediately following placement of the Craps-Eleven or
C and E Bet.

(19) A Horn Bet placed in a box which contains the
words ‘‘Horn Bet’’ that may be made at any time. A Horn
Bet shall be placed in units of four. A winning or losing
Horn Bet shall be determined as follows:

(i) A Horn Bet shall win if a 2, 3, 11 or 12 is thrown on
the roll immediately following placement of the Horn Bet.

(ii) A Horn Bet shall lose if any total other than a 2, 3,
11 or 12 is thrown on the roll immediately following
placement of the Horn Bet.

(20) A Horn High Bet placed in a box which contains
the words ‘‘Horn High Bet’’ and two dice with a total
value of 2, 3, 11 or 12 that may be made at any time. A
Horn High Bet shall be placed in units of five. A
certificate holder that does not have a designated area on
its layout for the acceptance of a Horn High Bet shall
break down a Horn High Bet into two separate wagers of
four units on the Horn Bet and one unit on one of the
boxes which contain two dice with a total value of 2, 3, 11
or 12. A winning or losing Horn High Bet shall be
determined as follows:

(i) A Horn High Bet shall win if a 2, 3, 11 or 12 is
thrown on the roll immediately following placement of the
Horn High Bet.

(ii) A Horn High Bet shall lose if any total other than a
2, 3, 11 or 12 is thrown on the roll immediately following
placement of the Horn High Bet.

(21) A Whirl Bet placed in a box which contains the
words ‘‘Whirl bet’’ that may be made at any time. A Whirl
Bet shall be placed in units of five. A certificate holder
that does not have a designated area on its layout for the
acceptance of a Whirl Bet shall break down a Whirl Bet
into two separate wagers of four units on the Horn Bet
and one unit on the Any Seven Bet. A winning or losing
Whirl Bet shall be determined as follows:

(i) A Whirl Bet shall win if a 2, 3, 7, 11 or 12 is thrown
on the roll immediately following placement of the Whirl
Bet.

(ii) A Whirl Bet shall lose if any total other than a 2, 3,
7, 11 or 12 is thrown on the roll immediately following
placement of the Horn High Bet.

(22) A Four The Hardway on the Hop Bet placed in an
area on the layout for this bet that may be made at any
time. A winning or losing Four The Hardway on the Hop
Bet shall be determined as follows:

(i) A Four The Hardway on the Hop Bet shall win if a
total of 4 is thrown with a 2 appearing on each die on the
roll immediately following placement of the Four The
Hardway on the Hop Bet.

(ii) A Four The Hardway on the Hop Bet shall lose if
any other combination is thrown on the roll immediately
following placement of the Four The Hardway on The
Hop Bet.

(23) A Six The Hardway on the Hop Bet placed in an
area on the layout for this bet that may be made at any
time. A winning or losing Six The Hardway on the Hop
Bet shall be determined as follows:

(i) A Six The Hardway on the Hop Bet shall win if a
total of 6 is thrown with a 3 appearing on each die on the
roll immediately following placement of the Six The
Hardway on the Hop Bet.

(ii) A Six The Hardway on the Hop Bet shall lose if any
other combination is thrown on the roll immediately
following placement of the Six The Hardway on the Hop
Bet.

(24) An Eight The Hardway on the Hop Bet placed in
an area on the layout for this bet that may be made at
any time. A winning or losing Eight The Hardway on the
Hop Bet shall be determined as follows:

(i) An Eight The Hardway on the Hop Bet shall win if
a total of 8 is thrown with a 4 appearing on each die on
the roll immediately following placement of the Eight The
Hardway on the Hop Bet.

(ii) An Eight The Hardway on the Hop Bet shall lose if
any other combination is thrown on the roll immediately
following placement of the Eight The Hardway on the
Hop Bet.

(25) A Ten The Hardway on the Hop Bet placed in an
area on the layout for this bet that may be made at any
time. A winning or losing Ten The Hardway on the Hop
Bet shall be determined as follows:

(i) A Ten The Hardway on the Hop Bet shall win if a
total of 10 is thrown with a 5 appearing on each die on
the roll immediately following placement of the Ten The
Hardway on the Hop Bet.

(ii) A Ten The Hardway on the Hop Bet shall lose if
any other combination is thrown on the roll immediately
following placement of the Ten The Hardway on the Hop
Bet.

(26) A One-Three or Ace-Trey on the Hop Bet placed in
an area on the layout for this bet that may be made at
any time. A winning or losing One-Three or Ace-Trey on
the Hop Bet shall be determined as follows:

(i) A One-Three or Ace-Trey on the Hop Bet shall win if
a total of 4 is thrown with a 1 appearing on one die and a
3 appearing on the other die on the roll immediately
following placement of the One-Three or Ace-Trey on the
Hop Bet.
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(ii) A One-Three or Ace-Trey on the Hop Bet shall lose
if any other combination is thrown on the roll immedi-
ately following placement of the One-Three or Ace-Trey on
the Hop Bet.

(27) A One-Four or Ace-Four on the Hop Bet placed in
an area on the layout for this bet that may be made at
any time. A winning or losing One-Four or Ace-Four on
the Hop Bet shall be determined as follows:

(i) A One-Four or Ace-Four on the Hop Bet shall win if
a total of 5 is thrown with a 1 appearing on one die and a
4 appearing on the other die on the roll immediately
following placement of the One-Four or Ace-Four on the
Hop Bet.

(ii) A One-Four or Ace-Four on the Hop Bet shall lose if
any other combination is thrown on the roll immediately
following placement of the One-Four or Ace-Four on the
Hop Bet.

(28) A Two-Three or Deuce-Trey on the Hop Bet placed
in an area on the layout for this bet that may be made at
any time. A winning or losing Two-Three or Deuce-Trey
on the Hop Bet shall be determined as follows:

(i) A Two-Three or Deuce-Trey on the Hop Bet shall
win if a total of 5 is thrown with a 2 appearing on one die
and a 3 appearing on the other die on the roll immedi-
ately following placement of the Two-Three or Deuce-Trey
on the Hop Bet.

(ii) A Two-Three or Deuce-Trey on the Hop Bet shall
lose if any other combination is thrown on the roll
immediately following placement of the Two-Three or
Deuce-Trey on the Hop Bet.

(29) A One-Five or Ace-Five on the Hop Bet placed in
an area on the layout for this bet that may be made at
any time. A winning or losing One-Five or Ace-Five on the
Hop Bet shall be determined as follows:

(i) A One-Five or Ace-Five on the Hop Bet shall win if a
total of 6 is thrown with a 1 appearing on one die and a 5
appearing on the other die on the roll immediately
following placement of the One-Five or Ace-Five on the
Hop Bet.

(ii) A One-Five or Ace-Five on the Hop Bet shall lose if
any other combination is thrown on the roll immediately
following placement of the One-Five or Ace-Five on the
Hop Bet.

(30) A Two-Four or Deuce-Four on the Hop Bet placed
in an area on the layout for this bet that may be made at
any time. A winning or losing Two-Four or Deuce-Four on
the Hop Bet shall be determined as follows:

(i) A Two-Four or Deuce-Four on the Hop Bet shall win
if a total of 6 is thrown with a 2 appearing on one die and
a 4 appearing on the other die on the roll immediately
following placement of the Two-Four or Deuce-Four on
the Hop Bet.

(ii) A Two-Four or Deuce-Four on the Hop Bet shall
lose if any other combination is thrown on the roll
immediately following placement of the One-Five or Ace-
Five on the Hop Bet.

(31) A One-Six or Ace-Six on the Hop Bet placed in an
area on the layout for this bet that may be made at any
time. A winning or losing One-Six or Ace-Six on the Hop
Bet shall be determined as follows:

(i) A One-Six or Ace-Six on the Hop Bet shall win if a
total of 7 is thrown with a 1 appearing on one die and a 6

appearing on the other die on the roll immediately
following placement of the One-Six or Ace-Six on the Hop
Bet.

(ii) A One-Six or Ace-Six on the Hop Bet shall lose if
any other combination is thrown on the roll immediately
following placement of the One-Six or Ace-Six on the Hop
Bet.

(32) A Two-Five or Deuce-Five on the Hop Bet placed
in an area on the layout for this bet that may be made at
any time. A winning or losing Two-Five or Deuce-Five on
the Hop Bet shall be determined as follows:

(i) A Two-Five or Deuce-Five on the Hop Bet shall win
if a total of 7 is thrown with a 2 appearing on one die and
a 5 appearing on the other die on the roll immediately
following placement of the Two-Five or Deuce-Five on the
Hop Bet.

(ii) A Two-Five or Deuce-Five on the Hop Bet shall lose
if any other combination is thrown on the roll immedi-
ately following placement of the Two-Five or Deuce-Five
on the Hop Bet.

(33) A Three-Four or Trey-Four on the Hop Bet placed
in an area on the layout for this bet that may be made at
any time. A winning or losing Three-Four or Trey-Four on
the Hop Bet shall be determined as follows:

(i) A Three-Four or Trey-Four on the Hop Bet shall win
if a total of 7 is thrown with a 3 appearing on one die and
a 4 appearing on the other die on the roll immediately
following placement of the Three-Four or Trey-Four on
the Hop Bet.

(ii) A Three-Four or Trey-Four on the Hop Bet shall
lose if any other combination is thrown on the roll
immediately following placement of the Three-Four or
Trey-Four on the Hop Bet.

(34) A Two-Six or Deuce-Six on the Hop Bet placed in
an area on the layout for this bet that may be made at
any time. A winning or losing Two-Six or Deuce-Six on
the Hop Bet shall be determined as follows:

(i) A Two-Six or Deuce-Six on the Hop Bet shall win if
a total of 8 is thrown with a 2 appearing on one die and a
6 appearing on the other die on the roll immediately
following placement of the Two-Six or Deuce-Six on the
Hop Bet.

(ii) A Two-Six or Deuce-Six on the Hop Bet shall lose if
any other combination is thrown on the roll immediately
following placement of the Two-Six or Deuce-Six on the
Hop Bet.

(35) A Three-Five or Trey-Five on the Hop Bet placed
in an area on the layout for this bet that may be made at
any time. A winning or losing Three-Five or Trey-Five on
the Hop Bet shall be determined as follows:

(i) A Three-Five or Trey-Five on the Hop Bet shall win
if a total of 8 is thrown with a 3 appearing on one die and
a 5 appearing on the other die on the roll immediately
following placement of the Three-Five or Trey-Five on the
Hop Bet.

(ii) A Three-Five or Trey-Five on the Hop Bet shall lose
if any other combination is thrown on the roll immedi-
ately following placement of the Three-Five or Trey-Five
on the Hop Bet.

(36) A Three-Six or Trey-Six on the Hop Bet placed in
an area on the layout for this bet that may be made at
any time. A winning or losing Bet shall be determined as
follows:
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(i) A Three-Six or Trey-Six on the Hop Bet shall win if
a total of 9 is thrown with a 3 appearing on one die and a
6 appearing on the other die on the roll immediately
following placement of the Three-Six or Trey-Six on the
Hop Bet.

(ii) A Three-Six or Trey-Six on the Hop Bet shall lose if
any other combination is thrown on the roll immediately
following placement of the Three-Six or Trey-Six on the
Hop Bet.

(37) A Four-Five on the Hop Bet placed in an area on
the layout for this bet that may be made at any time. A
winning or losing Four-Five on the Hop Bet shall be
determined as follows:

(i) A Four-Five on the Hop Bet shall win if a total of 9
is thrown with a 4 appearing on one die and a 5
appearing on the other die on the roll immediately
following placement of the Four-Five on the Hop Bet.

(ii) A Four-Five on the Hop Bet shall lose if any other
combination is thrown on the roll immediately following
placement of the Four-Five on the Hop Bet.

(38) A Four-Six on the Hop Bet placed in an area on
the layout for this bet that may be made at any time. A
winning or losing bet shall be determined as follows:

(i) A Four-Six on the Hop Bet shall win if a total of 10
is thrown with a 4 appearing on one die and a 6
appearing on the other die on the roll immediately
following placement of the Four-Six on the Hop Bet.

(ii) A Four-Six on the Hop Bet shall lose if any other
combination is thrown on the roll immediately following
placement of the Four-Six on the Hop Bet.

(39) A 6-7-8 Bet placed in an area on the layout for this
bet that may be made at any time. A winning or losing
6-7-8 Bet shall be determined as follows:

(i) A 6-7-8 Bet shall win if a total of 6, 7 or 8 is thrown
on the roll immediately following placement of the 6-7-8
Bet.

(ii) A 6-7-8 Bet shall lose if a 2, 3, 4, 5, 9, 10, 11 or 12
is thrown on the roll immediately following placement of
the 6-7-8 Bet.

(40) A Fire Bet that may only be made prior to the
come out roll of a new shooter.

(i) A Fire Bet shall win if at least four different unique
point totals of either 4, 5, 6, 8, 9 or 10 are made by the
shooter before a 7 is thrown.

(ii) A Fire Bet shall lose if less than four different
unique point totals of either 4, 5, 6, 8, 9 or 10 are made
by the shooter before a 7 is thrown.

(41) In addition to Place Bets to Win on 4, 5, 6, 8, 9
and 10, a certificate holder may, if specified in its Rules
Submission under § 601a.2 (relating to table games Rules
Submissions), offer players the option of placing a Buy
Bet to receive true odds on the Place Bet to Win. A Buy
Bet shall be inactive on a come out roll unless called ‘‘on’’
by the player and confirmed by the dealer through
placement of an ‘‘on’’ marker button on top of the player’s
wager. A winning or losing Buy Bet shall be determined
as follows:

(i) A Buy Bet shall win if the number on which the
wager was placed is thrown before a 7 is thrown.

(ii) A Buy Bet shall lose if a 7 is thrown before the
number on which the wager was placed is thrown.

(42) In addition to or in lieu of the Place Bets to Lose
on 4, 5, 6, 8, 9 and 10, a certificate holder may, if

specified in its Rules Submission under § 601a.2, offer
players the option of placing a Lay Bet to receive true
odds on the Place Bet to Lose. A Lay Bet shall be inactive
on a come out roll unless called ‘‘on’’ by the player and
confirmed by the dealer through placement of an ‘‘on’’
marker button on top of the player’s wager. A winning or
losing Lay Bets shall be determined as follows:

(i) A Lay Bet shall win if a 7 is thrown before the
particular number against which the wager is placed is
thrown.

(ii) A Lay Bet shall lose if the particular number
against which the wager is placed is thrown before a 7 is
thrown.

(b) Except as permitted under § 623a.6(e) (relating to
supplemental wagers made after the come out roll in
support of Pass, Don’t Pass, Come and Don’t Come Bets
(taking and laying odds)), the amount of a Craps or
Mini-Craps wager:

(1) May not be less than the minimum wager.

(2) May not be more than the maximum wager.

(c) The amounts of the minimum and maximum Craps
or Mini-Craps wagers shall be posted at each Craps or
Mini-Craps table.
§ 623a.4. Making and removal of wagers.

(a) Wagers shall be made before the dice are thrown.

(b) Wagers shall be made by placing value chips or
plaques on the appropriate areas of the layout. Verbal
wagers accompanied by cash may be accepted provided
that they are confirmed by the dealer and that the cash is
expeditiously converted into value chips or plaques.

(c) A wager made on any bet may be removed or
reduced at any time prior to a roll that decides the
outcome of the wager except that:

(1) A Pass Bet may not be removed or reduced after a
come out point is established with respect to the Pass
Bet.

(2) A Come Bet may not be removed or reduced after a
come point is established with respect to the Come Bet.

(3) A Fire Bet may not be reduced or increased at any
time, and may not be removed prior to the throwing of a
loser 7.

(d) A Don’t Come Bet and a Don’t Pass Bet may be
removed or reduced at any time but may not be replaced
or increased after the bet has been removed or reduced.

(e) Only players who are seated at a Mini-Craps table
may place a wager at the game. Once a player has placed
a wager, that player shall remain seated until the
completion of the round of play.

§ 623a.5. Payout odds.

(a) The certificate holder shall pay out winning Craps
and Mini-Craps wagers as follows:

Wager
Payout
Odds

Pass Bet 1 to 1
Don’t Pass Bet 1 to 1
Come Bet 1 to 1
Don’t Come Bet 1 to 1
Place Bet to Win on 4 9 to 5
Place Bet to Win on 5 7 to 5
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Wager
Payout
Odds

Place Bet to Win on 6 7 to 6
Place Bet to Win on 8 7 to 6
Place Bet to Win on 9 7 to 5
Place Bet to Win on 10 9 to 5
Place Bet to Lose on 4 5 to 11
Place Bet to Lose on 5 5 to 8
Place Bet to Lose on 6 4 to 5
Place Bet to Lose on 8 4 to 5
Place Bet to Lose on 9 5 to 8
Place Bet to Lose on 10 5 to 11
Four The Hardway Bet 7 to 1
Six The Hardway Bet 9 to 1
Eight The Hardway Bet 9 to 1
Ten The Hardway Bet 7 to 1
Field Bet:

On a 3, 4, 9, 10 or 11 1 to 1
On a 2 or 12 2 to 1

Any Seven Bet 4 to 1
Any Craps Bet 7 to 1
Craps 2 Bet 30 to 1
Craps 3 Bet 15 to 1
Craps 12 Bet 30 to 1
11 in One Roll 15 to 1
Four The Hardway on the Hop Bet 30 to 1
Six The Hardway on the Hop Bet 30 to 1
Eight The Hardway on the Hop Bet 30 to 1
Ten The Hardway on the Hop Bet 30 to 1
One-Three or Ace-Trey on the Hop Bet 15 to 1
One-Four or Ace-Four on the Hop Bet 15 to 1
One-Five or Ace-Five on the Hop Bet 15 to 1
One-Six or Ace-Six on the Hop Bet 15 to 1
Two-Three or Deuce-Trey on the Hop Bet 15 to 1
Two-Four or Deuce-Four on the Hop Bet 15 to 1
Two-Five or Deuce-Five on the Hop Bet 15 to 1
Two-Six or Deuce-Six on the Hop Bet 15 to 1
Three-Four or Trey-Four on the Hop Bet 15 to 1
Three-Five or Trey-Five on the Hop Bet 15 to 1
Three-Six or Trey-Six on the Hop Bet 15 to 1
Four-Five on the Hop Bet 15 to 1
Four-Six on the Hop Bet 15 to 1
6-7-8 Bet:

On a 6 that is a One-Five or 1 to 1
Two-Four, on any 7 or an 8 that
is a Two-Six or Three-Five

On a 6 that is a Three-Three or 2 to 1
an 8 that is a Four-Four

(b) A Craps-Eleven or C and E Bet shall be paid as if
1/2 of the Craps-Eleven or C and E Bet had been placed

as an Any Craps Bet (7 to 1) and 1/2 as an 11 in One Roll
(15 to 1), and shall be paid as if two separate wagers
were made for the one roll.

(c) A Horn Bet shall be paid as if it were four separate
wagers on the 2, 3, 11 and 12, each of which equaling
25% of the Horn Bet.

(d) A Horn High Bet shall be paid as if it was four
separate wagers on the 2, 3, 11 and 12, each of which
equaling 20% of the Horn High Bet and a fifth wager on
the 2, 3, 11 or 12, equaling 20% of the Horn High Bet.

(e) A Whirl Bet shall be paid as if it was two separate
wagers with four units wagered as a Horn Bet and one
unit wagered as an Any Seven Bet.

(f) A winning Fire Bet shall be paid once for the
highest number of different unique points made at no less
than the odds in one of the following pay tables selected
by the certificate holder in its Rules Submission under
§ 601a.2 (relating to table games Rules Submission).

(Editor’s Note: Chapter 601a will be adopted on or
before the date of final adoption of this proposed rule-
making.)
Individual Unique
Points Made Payout A Payout B
Four Points 24 to 1 39 to 1
Five Points 249 to 1 199 to 1
Six or More Points 999 to 1 499 to 1

(g) A certificate holder that offers Buy Bets and Lay
Bets:

(1) Shall pay winning Buy Bet wagers as follows:
Wager Payout Odds
Buy Bet on the 4 2 to 1
Buy Bet on the 5 3 to 2
Buy Bet on the 6 6 to 5
Buy Bet on the 8 6 to 5
Buy Bet on the 9 3 to 2
Buy Bet on the 10 2 to 1

(2) Shall pay winning Lay Bet wagers as follows:
Wager Payout Odds
Lay Bet against the 4 1 to 2
Lay Bet against the 5 2 to 3
Lay Bet against the 6 5 to 6
Lay Bet against the 8 5 to 6
Lay Bet against the 9 2 to 3
Lay Bet against the 10 1 to 2

(3) May collect, at time the player makes the wager, a
vigorish of up to 5%, as specified in the certificate holder’s
Rules Submission, of the amount wagered on the Buy or
Lay Bet or may collect the vigorish only on a winning
Buy or Lay Bet. If collecting a vigorish, the certificate
holder shall specify in its Rules Submission which vigor-
ish procedure it will utilize.

(h) Except as permitted under subsection (g)(3), a
certificate holder may not charge a percentage, fee or
vigorish to a player in making any wager in the game of
Craps or Mini-Craps.

(i) Except as permitted under § 623a.6(e) (relating to
supplemental wagers made after the come out roll in
support of Pass, Don’t Pass, Come and Don’t Come Bets
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(taking and laying odds)), a certificate holder may not
accept any wager in excess of the maximum bet posted at
the table.
§ 623a.6. Supplemental wagers made after the come

out roll in support of Pass, Don’t Pass, Come and
Don’t Come Bets (taking and laying odds).
(a) When a player makes a Pass Bet and a total of 4, 5,

6, 8, 9 or 10 is thrown on the come out roll, the player
may make a supplemental wager in support of the Pass
Bet which may be limited by the certificate holder to an
amount that is equal to the amount of the original Pass
Bet. If the Pass Bet wins after a supplemental wager is
made:

(1) The original Pass Bet shall be paid at odds of 1 to
1.

(2) The supplemental wager shall be paid at odds of:
(i) 2 to 1 if the come out point was 4 or 10.
(ii) 3 to 2 if the come out point was 5 or 9.
(iii) 6 to 5 if the come out point was 6 or 8.
(b) When a player makes a Don’t Pass Bet and a total

of 4, 5, 6, 8, 9 or 10 is thrown on the come out roll, the
player may make a supplemental wager in support of the
Don’t Pass Bet which may be limited by the certificate
holder to an amount calculated as to provide winnings
not in excess of the amount originally wagered on the
Don’t Pass Bet. If the Don’t Pass Bet wins after a
supplemental wager is made:

(1) The original Don’t Pass Bet shall be paid at odds of
1 to 1.

(2) The supplemental wager shall be paid at odds of:

(i) 1 to 2 if the come out point was 4 or 10.

(ii) 2 to 3 if the come out point was 5 or 9.

(iii) 5 to 6 if the come out point was 6 or 8.

(c) When a player makes a Come Bet and a total of 4,
5, 6, 8, 9 or 10 is thrown on the roll immediately
following placement of the Come Bet, the player may
make a supplemental wager in support of the Come Bet
which may be limited by the certificate holder to an
amount that is equal to the amount of the original Come
Bet. If the Come Bet wins after a supplemental wager is
made:

(1) The original Come Bet shall be paid at odds of 1 to
1.

(2) The supplemental wager shall be paid at odds of:

(i) 2 to 1 if the come point was 4 or 10.

(ii) 3 to 2 if the come point was 5 or 9.

(iii) 6 to 5 if the come point was 6 or 8.

(d) When a player makes a Don’t Come Bet and a total
of 4, 5, 6, 8, 9 or 10 is thrown on the roll immediately
following placement of the Don’t Come Bet, the player
may make a supplemental wager in support of the Don’t
Come Bet which may be limited by the certificate holder
to an amount calculated as to provide winnings not in
excess of the amount originally wagered on the Don’t
Come Bet. If the Don’t Come Bet wins after a supplemen-
tal wager is made:

(1) The original Don’t Come Bet shall be paid at odds
of 1 to 1.

(2) The supplemental wager shall be paid at odds of:

(i) 1 to 2 if the come point was a 4 or 10.

(ii) 2 to 3 if the come point was 5 or 9.

(iii) 5 to 6 if the come point was 6 or 8.

(e) Except as permitted under subsection (f), a certifi-
cate holder may allow a supplemental wager in support of
a Pass or Come Bet in an amount up to 10 times the
amount of the original Pass or Come Bet. A certificate
holder may allow a supplemental wager in support of a
Don’t Pass or Don’t Come Bet in an amount calculated as
to provide a winning player with winnings not in excess
of up to 10 times the amount originally wagered on the
Don’t Pass or Don’t Come Bet. The original Pass, Don’t
Pass, Come or Don’t Come Bet and any supplemental
wager allowed in accordance with this subsection shall be
paid at the same odds as the original and supplemental
wagers are paid under subsections (a)—(d).

(f) A certificate holder may accept a supplemental
wager that exceeds an amount that is otherwise autho-
rized by this section or posted as the maximum wager
permitted if the excess amount of the supplemental wager
is necessary to facilitate the payouts permitted by this
section.

§ 623a.7. Dice retention and selection.

(a) A set of five dice shall be present at the Craps or
Mini-Craps table during gaming. Control of the dice at a
Craps table, or at a Mini-Craps table with an optional
stickperson, shall be the responsibility of the stickperson
at the table. Control of the dice at a Mini-Craps table
without an optional stickperson shall be the responsibility
of the dealer at the table. The stickperson or Mini-Craps
dealer shall retain all dice, except those in active play, in
a dice cup at the table.

(b) At the commencement of play:

(1) For Craps, the stickperson shall offer the set of dice
to the player immediately to the left of the boxperson at
the table. If that player rejects the dice, the stickperson
shall offer the dice to each of the other players in turn
clockwise around the table until one of the players
accepts the dice.

(2) For Mini-Craps, the dealer or the optional Mini-
Craps stickperson shall offer the set of dice to the player
immediately to his left at the table. If that player rejects
the dice, the dealer or stickperson shall offer the dice to
each of the other players in turn clockwise around the
table until one of the players accepts the dice.

(c) The first player to accept the dice when offered
shall become the shooter who shall select and retain two
of the dice offered. The remaining dice of the set shall be
returned to the dice cup which shall:

(1) For Craps, be placed immediately in front of the
Craps stickperson.

(2) For Mini-Craps, be placed immediately in front of
the Mini-Craps dealer or stickperson.

§ 623a.8. Throw of the dice; invalid roll of the dice.

(a) After selection of the dice, the shooter shall make a
Pass Bet or Don’t Pass Bet after which the shooter shall
throw the two selected dice so that they leave the
shooter’s hand simultaneously and in a manner which
causes the dice to strike the end of the table farthest from
the shooter.

(b) A roll of the dice shall be invalid when either or
both of the dice go off the table or when one die comes to
rest on top of the other.
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(c) The individuals listed in subsection (d) shall have
the authority to invalidate a roll of the dice by calling ‘‘no
roll’’ for any of the following reasons:

(1) The dice do not leave the shooter’s hand simulta-
neously.

(2) Either or both of the dice fail to strike the end of
the table farthest from the shooter.

(3) Either or both of the dice come to rest on the chips
constituting the Craps bank of chips located in front of
the boxperson.

(4) Either or both of the dice come to rest in the dice
cup in front of the Craps stickperson, in front of the
Mini-Craps dealer or stickperson or on one of the rails
surrounding the table.

(5) The use of a cheating, crooked or fixed device or
technique in the roll of the dice.

(6) The Craps boxperson or stickperson, or the Mini-
Craps dealer or stickperson, considers the throw to be
improper.

(d) A throw of the dice which results in the dice coming
into contact with any chips or plaques on the table, other
than the Craps bank of chips located in front of the
Boxman, will not be a cause for a call of ‘‘no roll.’’

(e) ‘‘No roll’’ may be called:

(1) In Craps, by a boxperson or stickperson.

(2) In Mini-Craps, by the dealer, stickperson or
floorperson.
§ 623a.9. Point throw; settlement of wagers.

(a) When the dice come to rest from a valid throw, the
Craps stickperson or the Mini-Craps dealer or stickperson
shall at once call out the sum of the numbers on the
uppermost or skyward sides of the two dice. Only one face
on each die shall be considered uppermost or skyward.

(b) In the event either or both of the dice do not land
flat on the table (for example, one edge of the die is
resting cocked on a stack of chips), the side directly
opposite the side that is resting on the chips or other
object shall be considered uppermost or skyward. If more
than one side of a die is resting on a stack of chips or
other object, the roll shall be void and the dice shall be
rethrown.

(c) In the event of a dispute as to which face is
uppermost:

(1) In Craps, the boxperson shall have discretion to
determine which face is uppermost or to order the throw
be void and the dice be rethrown.

(2) In Mini-Craps, the floorperson shall have discretion
to determine which face is uppermost or to order the
throw be void and the dice be rethrown.

(d) In Craps, after calling the throw, the stickperson
shall collect the dice and bring them to the center of the
table between himself and the boxperson. All wagers
decided by that throw shall then be settled, following
which the stickperson shall pass the dice to the shooter
for the next throw. When collecting the dice and passing
them to the shooter, the stickperson shall use a stick
designed for that purpose.

(e) In Mini-Craps, after calling the throw, the dealer or
stickperson shall collect the dice and bring them to the
center of the table. All wagers decided by that throw shall
then be settled, following which the dealer or stickperson
shall pass the dice to the shooter for the next throw.

When collecting the dice and passing them to the shooter,
the dealer or stickperson shall use a stick designed for
that purpose.
§ 623a.10. Continuation of shooter; selection of new

shooter.
(a) It shall be the option of the shooter, after any roll,

either to pass the dice or remain the shooter except that:
(1) The shooter shall pass the dice upon throwing a

loser 7.
(2) The Craps boxperson or the Mini-Craps dealer may

order the shooter to pass the dice if the shooter unreason-
ably delays the game, repeatedly makes invalid rolls or
violates either the act or this part.

(b) If a shooter, after making the come out point, elects
not to place another Pass Bet or Don’t Pass Bet, and
other Come Bets or Don’t Come Bets remain on the table,
the Craps stickperson or the Mini-Craps dealer or
stickperson shall offer the dice to the player immediately
to the left of the previous shooter, as provided for in
subsection (c). If there are no other players at the table,
or if no other players at the table elect to make a Pass
Bet or Don’t Pass Bet to shoot the dice and continue the
game, the previous shooter shall be allowed to shoot the
dice without making a Pass Bet or Don’t Pass Bet only for
the purpose of effecting a decision on the remaining Come
Bets or Don’t Come Bets. The on/off marker shall be
placed on the Don’t Pass Line in the off position in front
of the shooter to indicate that the shooter is rolling the
dice only to effectuate a decision for the Come Bets or
Don’t Come Bets remaining on the layout. Once the
remaining Come Bets or Don’t Come Bets have been
decided or a player wishes to place a Pass Bet or Don’t
Pass Bet, the game shall proceed in accordance with
§ 623a.8 (relating to throw of the dice; invalid roll of the
dice).

(c) When a voluntary or compulsory relinquishment of
the dice occurs by the shooter, the Craps stickperson or
the Mini-Craps dealer or stickperson shall offer the
complete set of five or more dice to the player immedi-
ately to the left of the previous shooter and, if he does not
accept, to each of the other players in turn clockwise
around the table.

(d) The first player to accept the dice when offered
shall become the new shooter who shall select and retain
two of the dice offered. The remaining dice of the set shall
be returned to the dice cup which shall be placed
immediately in front of the Craps stickperson or the
Mini-Craps dealer or stickperson.
§ 623a.11. Additional procedures and rules for the

Fire Bet.

(a) If a certificate holder elects to offer the Fire Bet in
the game of Craps as permitted under § 623a.3 (relating
to permissible wagers), the following additional proce-
dures shall be observed:

(1) Each player shall, prior to a new shooter’s initial
come out roll, place his Fire Bet on the numbered
designated area for the placement of Fire Bets that is
closest to his position at the Craps table.

(2) When there is a voluntary or compulsory surrender
of the dice by a shooter under § 623a.10 (relating to
continuation of shooter; selection of new shooter) prior to
the throwing of a loser 7, any pending Fire Bet shall be
settled upon the successor shooter throwing a loser 7.

(3) Once all Fire Bets are placed, the dealer shall bring
in each Fire Bet in numerical order and place it on the
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corresponding number of the designated area in front of
the boxperson, where the Fire Bets shall remain until
they are either lost or paid.

(4) With each individual point made by a shooter, the
dealer shall place a Fire Bet point marker inscribed with
the total number of different unique points made by the
shooter in the area of the table layout containing the
number of the point (4, 5, 6, 8, 9 or 10) which was just
made. Each Fire Bet point marker must be visually
distinguishable from and have a diameter larger than any
authorized value chip. Fire Bet point markers shall be
maintained by the boxperson or dealers at the Craps
table.

(5) Fire Bets shall be collected or paid, as applicable,
upon a shooter throwing a loser 7.

(6) Once four different unique points are made, the
surveillance department shall be notified for the purpose
of confirming all Fire Bets and payouts.

(b) If a certificate holder elects to offer the Fire Bet in
the game of Craps under § 623a.3, the following addi-
tional rules shall apply:

(1) The minimum wager shall be $1 and the maximum
wager shall be $5 and all wagers shall be made in
increments of one dollar.

(2) When a shooter makes the same point total more
than once, the total number of different unique points
made for purposes of settling a Fire Bet shall not
increment.

(3) The four or more different unique points required to
win a Fire Bet are not required to be made in any specific
order or combination.

CHAPTER 625a. SIC BO
Sec.
625a.1. Sic Bo table; Sic Bo shaker; physical characteristics.
625a.2. Dice; number of dice.
625a.3. Permissible wagers.
625a.4. Placement of wagers.
625a.5. Procedures for opening and dealing the game.
625a.6. Payout odds.
625a.7. Irregularities.

§ 625a.1. Sic Bo table; Sic Bo shaker; physical char-
acteristics.

(a) Each Sic Bo table must have a drop box and tip box
attached on the same side of the gaming table as, but on
opposite sides of, the dealer, as approved by the Bureau of
Casino Compliance.

(b) Each Sic Bo table must have an electrical device,
approved by the Bureau of Gaming Laboratory Opera-
tions, where the numeric value of each die shall be
entered by the dealer and an area that depicts all
permissible wagers under § 625a.3 (relating to permis-
sible wagers) and which causes the winning combinations
to be illuminated after the numeric value of each die has
been entered by the dealer.

(c) The layout for a Sic Bo table shall be approved by
the Bureau of Gaming Operations and contain, at a
minimum:

(1) The name or logo of the certificate holder.

(2) Specific areas designated for the placement of the
wagers authorized under § 625a.3.

(3) The payout odds currently being offered in accord-
ance with § 625a.6 (relating to payout odds). If the
payout odds are not on the layout, a sign identifying the
payout odds shall be posted at each Sic Bo table.

(d) Sic Bo shall be played with a Sic Bo shaker
approved by the Bureau of Gaming Operations, which
shall be used to shake the dice to arrive at the winning
combinations.

(1) A manual Sic Bo shaker shall be designed and
constructed to maintain the integrity of the game and
must, at a minimum, adhere to the following specifica-
tions:

(i) The Sic Bo shaker must have a compartment to
secure the three dice and a separate cover which conceals
the dice while the dealer is shaking the Sic Bo shaker.
The compartment to secure the three dice must be
transparent and the cover which conceals the dice must
be opaque.

(ii) The Sic Bo shaker must have the capability of
being sealed or locked to ensure the integrity of the dice
contained inside the Sic Bo shaker.

(iii) The Sic Bo shaker must have the name or logo of
the certificate holder thereon.

(2) An automated Sic Bo shaker, approved by the
Bureau of Gaming Laboratory Operations, may be used in
the game of Sic Bo, provided that:

(i) The shaker meets the requirements in paragraph
(1)(i) and (ii).

(ii) The shaker, its location on the Sic Bo table and the
procedures for shaking the dice are submitted to and
approved by the Bureau of Gaming Operations.

(e) The Sic Bo shaker shall be the responsibility of the
dealer and may not be left unattended while at the table.

§ 625a.2. Dice; number of dice.

(a) Sic Bo shall be played with three dice, which shall
be kept inside the Sic Bo shaker while at the Sic Bo table.

(b) The dice that have been placed in a manual Sic Bo
shaker may not be used for the play of the game for more
than 24 hours. Dice that have been locked in an auto-
mated Sic Bo shaker and comply with the requirements of
§ 603a.12(c) (relating to dice; physical characteristics)
may not be used for the play of the game for more than 1
month.

(Editor’s Note: Chapter 601a will be adopted on or
before the date of final adoption of this proposed rule-
making.)

§ 625a.3. Permissible wagers.

The following are the permissible wagers for the game
of Sic Bo:

(1) Three of a Kind. A wager which wins if the same
number is showing on all three dice and the player
selected that number to appear on all three dice.

(2) Two of a Kind. A wager which wins if the same
number is showing on two of the three dice and the
player selected that number to appear on two out of the
three dice.

(3) Any Three of a Kind. A wager which wins if the
numeric value on all three dice is the same and the
player wagered that any of the numbers 1 through 6
would appear on all of the three dice.

(4) Total Value Bet. A wager which wins if the numeric
total of all three dice equals the total of the number
wagered.

(5) Two Dice Combination. A wager which wins when
the player wagered that a combination of two specific but
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different numeric values would appear on at least two of
the dice and the two numeric values chosen are showing.

(6) Small Bet. A wager which wins if the numeric total
of all three dice equals any one of the following totals: 4,
5, 6, 7, 8, 9 or 10 and loses if any other numeric total is
shown or if a three of a kind appears.

(7) Big Bet. A wager which wins if the numeric total of
all three dice equals any one of the following totals: 11,
12, 13, 14, 15, 16 or 17 and loses if any other numeric
total is shown or if a three of a kind appears.

(8) One of a Kind. A wager which wins if one or more
of the three dice shows a numeric value equal to the
number wagered.
§ 625a.4. Placement of wagers.

(a) Wagers at Sic Bo shall be made by placing value
chips or plaques on the appropriate areas of the Sic Bo
layout. Verbal wagers accompanied by cash may not be
accepted at the game of Sic Bo.

(b) Each player shall be responsible for the correct
positioning of his wagers on the Sic Bo layout regardless
of whether the player is assisted by the dealer. Each
player shall ensure that any instructions given to the
dealer regarding the placement of wagers are correctly
carried out.

(c) Each wager shall be settled in accordance with its
position on the layout when the dice come to rest and the
numeric value showing on each die has been entered into
the electrical device and illuminated at the table.
§ 625a.5. Procedures for opening and dealing the

game.
(a) Prior to opening the Sic Bo table for gaming

activity, the floorperson assigned to the Sic Bo table shall
inspect the following items to insure that each is in
proper working order:

(1) The electrical device which causes the winning
combinations to be illuminated when the numeric value of
each die has been entered by the dealer and the area of
the Sic Bo table which depicts all permissible wagers
under § 625a.3 (relating to permissible wagers). At a
minimum, the inspection shall be completed by entering
three numeric values into the electrical device and verify-
ing that all winning combinations are properly illumi-
nated.

(2) The automated dice shaker, if one is in use. At a
minimum, the inspection shall be completed by operating
the device three times and verifying that the dice are
being properly tossed.

(b) The dealer shall either:

(1) Place the cover on the manual Sic Bo shaker and
shake the Sic Bo shaker at least three times to cause a
random mixture of the dice.

(2) Activate the automated dice shaker to cause a
random mixture of the dice.

(c) Prior to revealing the dice in the Sic Bo shaker, the
dealer shall announce ‘‘no more bets.’’

(d) The dealer shall then remove the cover from the Sic
Bo shaker, announce the numeric value of each die and
enter the numeric value of each die into the electrical
device on the table. The electrical device must then cause
the winning combinations to be illuminated on the Sic Bo
layout.

(e) After the winning combinations have been illumi-
nated, the dealer shall first collect all losing wagers and

then pay off all winning wagers at the odds currently
being offered in accordance with § 625a.6 (relating to
payout odds). A manual Sic Bo shaker shall remain
uncovered until all winning wagers have been paid.

(f) After losing wagers have been collected and winning
wagers paid, the dealer shall clear the previously illumi-
nated winning combinations from the table.

§ 625a.6. Payout odds.

(a) The certificate holder shall pay off winning Sic Bo
wagers as follows:
Wager Payout Odds
Three of a Kind 150 to 1
Two of a Kind 8 to 1
Any Three of a Kind 24 to 1
Total Value Bet of 4 50 to 1
Total Value Bet of 5 18 to 1
Total Value Bet of 6 14 to 1
Total Value Bet of 7 12 to 1
Total Value Bet of 8 8 to 1
Total Value Bet of 9 6 to 1
Total Value Bet of 10 6 to 1
Total Value Bet of 11 6 to 1
Total Value Bet of 12 6 to 1
Total Value of Bet 13 8 to 1
Total Value of Bet 14 12 to 1
Total Value of Bet 15 14 to 1
Total Value Bet of 16 18 to 1
Total Value Bet of 17 50 to 1
Any Two Dice Combination 5 to 1
Small Bet 1 to 1
Big Bet 1 to 1

(b) One of a Kind shall be paid at:

(1) 1 to 1, if only one of the dice show the numeric
value upon which the wager was placed.

(2) 2 to 1, if two of the dice show the numeric value
upon which the wager was placed.

(3) 3 to 1, if all three dice show the numeric value upon
which the wager was placed.

§ 625a.7. Irregularities.

(a) If all three dice do not land flat on the bottom of
the Sic Bo shaker after being tossed, the dealer shall call
a ‘‘no roll’’ and all wagers placed shall be returned to the
players.

(b) If the electrical device which causes the winning
combinations to be illuminated when the numeric value of
each die has been entered by the dealer or the area of the
Sic Bo table which depicts all permissible wagers under
§ 625a.3 (relating to permissible wagers) malfunctions
after the manual Sic Bo shaker has been uncovered or the
automated Sic Bo dice shaker has tossed the dice, the
dealer shall, in the presence of a floorperson or above,
collect losing wagers and pay winning wagers. Once the
wagers on the layout have been settled, all gaming at the
Sic Bo table shall cease until the electrical device which
causes the winning combinations to be illuminated when
the numeric value of each die has been entered by the
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dealer or the area of the Sic Bo table which depicts all
permissible wagers under § 625a.3 has been fixed.

(c) If the automated Sic Bo shaker fails to operate or
malfunctions when activated, the round of play shall be
void and wagers placed shall be returned to the players.

(d) If an automated Sic Bo shaker malfunctions or
cannot be used, the dice must be removed and the
automated Sic Bo shaker must be covered or have a sign
placed on the device indicating that the automated Sic Bo
shaker is out of order before a manual Sic Bo shaker may
be utilized.

[Pa.B. Doc. No. 11-969. Filed for public inspection June 10, 2011, 9:00 a.m.]

[ 58 PA. CODE CHS. 531, 533, 567, 617a,
619a AND 651a ]

Table Game Rules for Roulette, Big Six Wheel and
Casino War

The Pennsylvania Gaming Control Board (Board), un-
der the general authority in 4 Pa.C.S. § 1202(b)(30)
(relating to general and specific powers) and the specific
authority in 4 Pa.C.S. § 13A02(1)—(4) (relating to regula-
tory authority), proposes to rescind Chapters 531, 533
and 567 (relating to Roulette; Big Six Wheel; and War)
and add Chapters 617a, 619a and 651a (relating to
Roulette; Big Six Wheel; and Casino War) to read as set
forth in Annex A.
Purpose of the Proposed Rulemaking

With this proposed rulemaking, the Board is proposing
to replace the temporary regulations in Chapter 531 with
the permanent regulations in Chapter 617a, temporary
regulations in Chapter 533 with the permanent regula-
tions in Chapter 619a and the temporary regulations in
Chapter 567 with the permanent regulations in Chapter
651a.
Explanation of Chapter 617a

Chapter 617a contains the rules governing the game of
Roulette. Section 617a.1 (relating to Roulette ball; Rou-
lette wheel and table; physical characteristics; double zero
Roulette wheel used as a single zero Roulette wheel)
contains the requirements for the Roulette ball, wheel
and table layouts.

Section 617a.2 (relating to inspection and security
procedures) lists the procedures that shall be followed
prior to the opening of a Roulette table to ensure that
everything is in proper working condition and that there
is no evidence of tampering.

Sections 617a.3 and 617a.4 (relating to placement of
wagers; and payout odds) list the permissible bets for the
game of Roulette, specify how the bets are to be placed on
the Roulette table and the minimum payout odds that
shall be used.

Sections 617a.5 and 617a.6 (relating to rotation of
wheel and ball; and irregularities) address the proper
techniques for spinning the Roulette wheel and the
Roulette ball, marking the winning number and collection
and payment of wagers and how improper spins and
other irregularities shall be treated.
Explanation of Chapter 619a

Chapter 619a contains the rules governing the game of
Big Six Wheel. Section 619a.1 (relating to Big Six Wheel

layout; physical characteristics) contains the physical
characteristics of the wheel and the table layout require-
ments. Operators have the option to use the dollar
amounts in this section or to submit to the Bureau of
Gaming Operations a wheel layout with other symbols or
logos.

Section 619a.2 (relating to wagers and rotation of the
wheel) addresses the placement of wagers on the table
layout, the spin of the wheel, the collection of loosing
wagers and the payment of winning wagers. Lastly,
§ 619a.3 (relating to payout odds) addresses the mini-
mum payout odds certificate holders are required to pay
winning wagers.
Explanation of Chapter 651a

Chapter 651a establishes the rules of play for the game
of Casino War. Section 651a.1 (relating to definitions)
contains the definitions for terms used in this chapter.
Section 651a.2 (relating to Casino War table; physical
characteristics) contains the requirements pertaining to
Casino War tables and other equipment used in the play
of the game.

Section 651a.3 (relating to cards; number of decks;
dealing shoe) addresses the number of decks that are
used in Casino War and the use of automated card
shuffling devices. Sections 651a.4 and 651a.5 (relating to
opening of the table for gaming; and shuffle and cut of
the cards) set forth the procedures for the inspection of
the cards and the procedures for shuffling and cutting of
the cards before they are dealt. The procedure for re-
moval of the cards from the dealing shoe and discard rack
when there is no gaming activity was changed from the
temporary regulations. At their request, operators may
now leave the cards face down instead of face up on the
table until a player arrives at the table at which time the
cards shall be reshuffled for the next round of play.

Sections 651a.6 and 651a.7 (relating to Casino War
card rankings; and wagers) set forth the rank of the cards
for the purpose of determining the winning hand and
specifies the permissible wagers. The restriction on the
number of adjacent boxes on which a player may place a
wager was changed from the temporary regulations so
that operators may specify in their rules submission the
number of adjacent boxes on which a player may wager.

Sections 651a.8 and 651a.9 (relating to procedure for
dealing the cards; and procedures for completion of each
round of play; collection and payment of wagers) specify
the procedures for the initial deal of the cards to each
patron, the procedure for going to war, the procedure for
collecting cards, collecting loosing wagers and paying out
winning wagers.

Section 651a.10 (relating to payout odds) sets forth the
payout odds for winning Initial, Tie and War Wagers.
Section 651.11 (relating to irregularities) provides the
rules to address unusual circumstances that might arise
during the play of the game.
Affected Parties

Certificate holders that elect to offer Roulette, Big Six
Wheel or Casino War will be required to comply with
these chapters. The requirements for the games are
standard throughout the industry, consistent with 4
Pa.C.S. Part II (relating to gaming) and necessary for the
protection of the gaming public and the revenues gener-
ated from table games.

The Board has experienced increased regulatory de-
mands resulting from the implementation of table games
including the review of rules submissions, table layouts,
signage and gaming guides.
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Fiscal Impact

Commonwealth. The Board will have to review each
certificate holder’s table games Rules Submissions, table
layouts, signage and gaming guides to ensure compliance
with the regulatory requirements in this proposed rule-
making. These reviews will be conducted by existing
Bureau of Gaming Operations and Bureau of Casino
Compliance staff, so the Board does not project that it
will incur significant cost increases as a result of this
proposed rulemaking.

Political subdivisions. This proposed rulemaking will
not have fiscal impact on political subdivisions of this
Commonwealth. Host municipalities and counties will
benefit from the local share funding mandated by the act
of January 7, 2010 (P. L. 1, No. 1).

Private sector. This proposed rulemaking will result in
additional costs for certificate holders that elect to offer
Roulette, Big Six Wheel and Casino War. Certificate
holders will be required to purchase the table games they
elect to offer and to hire and train employees to operate
the games. The costs for table game equipment do vary
depending on the type and number of tables purchased.
The costs are expected to be offset by the revenues
generated from table game operations.

General public. This proposed rulemaking will not have
fiscal impact on the general public.

Paperwork Requirements

This proposed rulemaking requires certificate holders to
do the following: post signs at gaming tables; have
complete sets of rules for all the games they offer
available for public inspection; produce a gaming guide
summarizing the rules of the games they offer; and file
Rules Submissions for each table game they elect to offer.
The Rules Submissions are standardized checklists for
each game, relatively simple to fill out and available on
the Board web site.

Effective Date

The proposed rulemaking will become effective upon
final-form publication in the Pennsylvania Bulletin.

Public Comments

Interested persons are invited to submit written com-
ments, suggestions or objections regarding the proposed
rulemaking, within 30 days after the date of publication
in the Pennsylvania Bulletin, to Susan A. Yocum, Assis-
tant Chief Counsel, Pennsylvania Gaming Control Board,
P. O. Box 69060, Harrisburg, PA 17106-9060, Attention:
Public Comment on General Provisions, Credit and Train-
ing Standards; Regulation # 125-148.

Contact Person

The contact person for questions about this proposed
rulemaking is Susan Yocum, Assistant Chief Counsel,
(717) 265-8356.

Regulatory Review

Under section 5(a) of the Regulatory Review Act (71
P. S. § 745.5(a)), on May 12, 2011, the Board submitted a
copy of this proposed rulemaking and a copy of a
Regulatory Analysis Form to the Independent Regulatory
Review Commission (IRRC) and to the Chairpersons of
the House Gaming Oversight Committee and the Senate
Community, Economic and Recreational Development
Committee. A copy of this material is available to the
public upon request and is available on the Board’s web
site at www.pgcb.state.pa.us.

Under section 5(g) of the Regulatory Review Act, IRRC
may convey any comments, recommendations or objec-
tions to the proposed rulemaking within 30 days of the
close of the public comment period. The comments, recom-
mendations or objections must specify the regulatory
review criteria which have not been met. The Regulatory
Review Act specifies detailed procedures for review, prior
to final publication of the rulemaking, by the Board, the
General Assembly and the Governor of comments, recom-
mendations or objections raised.

GREGORY C. FAJT,
Chairperson

Fiscal Note: 125-148. No fiscal impact; (8) recom-
mends adoption.

Annex A
TITLE 58. RECREATION

PART VII. GAMING CONTROL BOARD
Subpart K. TABLE GAMES
CHAPTER 531. (Reserved)

(Editor’s Note: As part of this proposed rulemaking, the
Board is proposing to rescind Chapter 531 which appears
in 58 Pa. Code pages 531-1—531-7, serial pages (348491),
(348492) and (356441)—(356445).)
Sec.
531.1—531.7. (Reserved).

CHAPTER 533. (Reserved)

(Editor’s Note: As part of this proposed rulemaking, the
Board is proposing to rescind Chapter 531 which appears
in 58 Pa. Code pages 533-1 and 533-2, serial pages
(349033) and (349034).)
Sec.
533.1—533.3. (Reserved).

CHAPTER 567. (Reserved)

(Editor’s Note: As part of this proposed rulemaking, the
Board is proposing to rescind Chapter 531 which appears
in 58 Pa. Code pages 567-1—567-8, serial pages
(352395)—(352397), (350095), (350096), (349115),
(349116), (351051) and (351052).)
Sec.
567.1—567.11. (Reserved).

CHAPTER 617a. ROULETTE
Sec.
617a.1. Roulette ball; Roulette wheel and table; physical characteristics;

double zero Roulette wheel used as a single zero Roulette
wheel.

617a.2. Inspection and security procedures.
617a.3. Placement of wagers.
617a.4. Payout odds.
617a.5. Rotation of wheel and ball.
617a.6. Irregularities.

§ 617a.1. Roulette ball; Roulette wheel and table;
physical characteristics; double zero Roulette
wheel used as a single zero Roulette wheel.

(a) A ball used in Roulette must be made completely of
a nonmetallic substance and not less than 12/16 inch nor
more than 14/16 inch in diameter.

(b) Roulette shall be played on a table having a
Roulette wheel of at least 30 inches in diameter at one
end of the table and a Roulette layout imprinted on the
opposite end of the table.

(c) A single zero Roulette wheel must have 37 equally
spaced compartments around the wheel where the Rou-
lette ball may come to rest. The Roulette wheel must also
have a ring of 37 equally spaced areas to correspond to

PROPOSED RULEMAKING 3001

PENNSYLVANIA BULLETIN, VOL. 41, NO. 24, JUNE 11, 2011



the position of the compartments with 1 marked zero and
colored green and the others marked 1 to 36 and colored
alternately red and black. The numbers must be arranged
clockwise around the wheel in the following order: 0, 32,
15, 19, 4, 21, 2, 25, 17, 34, 6, 27, 13, 36, 11, 30, 8, 23, 10,
5, 24, 16, 33, 1, 20, 14, 31, 9, 22, 18, 29, 7, 28, 12, 35, 3
and 26. The color of each compartment must either be a
corresponding color to those depicted on the ring or a
neutral color approved by the Bureau of Gaming Opera-
tions.

(d) A double zero Roulette wheel must have 38 equally
spaced compartments around the wheel where the Rou-
lette ball may come to rest. The Roulette wheel must also
have a ring of 38 equally spaced areas to correspond to
the position of the compartments with 1 marked zero and
colored green, 1 marked double zero (00) and colored
green and the others marked 1 to 36 and colored
alternately red and black. The numbers must be arranged
clockwise around the wheel in the following order: 0, 28,
9, 26, 30, 11, 7, 20, 32, 17, 5, 22, 34, 15, 3, 24, 36, 13, 1,
00, 27, 10, 25, 29, 12, 8, 19, 31, 18, 6, 21, 33, 16, 4, 23, 35,
14 and 2. The color of each compartment must either be a
corresponding color to those depicted on the ring or a
neutral color approved by the Bureau of Gaming Opera-
tions.

(e) A double zero Roulette wheel and double zero table
layout may be used as a single zero Roulette wheel and
single zero table layout if:

(1) The 00 wager area on the layout is obscured with a
cover or other device approved by the Bureau of Gaming
Operations which clearly indicates that the 00 wager is
not available.

(2) Signage is posted at the Roulette table to notify
players of the following:

(i) The double zero Roulette wheel is being used as a
single zero Roulette wheel, and that double zero (00) is
not an available wager.

(ii) If the Roulette ball comes to rest in the compart-
ment marked double zero (00), the spin will be declared
void and the wheel will be respun.

(iii) Wagers on red, black, odd, even, 1 to 18 and 19 to
36 shall be lost if the Roulette ball comes to rest in a
compartment marked zero (0).

(f) The layout for a Roulette table shall be approved by
the Bureau of Gaming Operations and contain, at a
minimum:

(1) The name or logo of the certificate holder.

(2) Specific areas for the placement of the wagers
authorized under § 617a.3 (relating to placement of wa-
gers).

(3) Signage indicating the minimum and maximum
wagers permitted at that table.

(4) If the certificate holder offers the Five Adjacent
Number Wager, a replica of the Roulette wheel.

(g) Each Roulette table must have a drop box and tip
box attached in locations as approved by the Bureau of
Casino Compliance.
§ 617a.2. Inspection and security procedures.

(a) Prior to opening a Roulette table for gaming activ-
ity, a floorperson or member of the certificate holder’s
security department shall:

(1) Inspect the Roulette ball by passing it over a
magnet or compass to assure its nonmagnetic quality.

(2) Inspect the Roulette table and Roulette wheel for
any magnet or contrivance that would affect the fair
operation of the Roulette wheel.

(3) Inspect the Roulette wheel to assure that the wheel
is level and rotating freely and evenly.

(4) Inspect the Roulette wheel to assure that all parts
are secure and free from movement.

(5) Confirm that the layout and signage comply with
§ 617a.1(f) (relating to Roulette ball; Roulette wheel and
table; physical characteristics; double zero Roulette wheel
used as a single zero Roulette wheel) if a double zero
Roulette wheel is being used as a single zero Roulette
wheel.

(b) If a certificate holder uses a Roulette wheel that
has external movable parts, any adjustments to the
movable parts shall be made by a floorperson or a
member of the certificate holder’s table game mainte-
nance department, in the presence of a security depart-
ment member.

(c) All adjustments shall be completed prior to the
required inspections in subsection (a).

(d) The certificate holder may replace any of the mov-
able parts at any time, provided that an inspection as
required under subsection (a) shall be completed prior to
reopening the Roulette wheel and table for play.

(e) An inspection log shall be maintained by the certifi-
cate holder which must include the date, the time, the
Roulette table number, whether an adjustment or replace-
ment was completed, a description of the adjustment or
replacement, a certification that an inspection, if re-
quired, was completed and the signature and Board-
issued credential number of the individual making the
adjustment or replacement.

(f) When a Roulette table is not open for play, the
Roulette wheel shall be secured by placing a cover over
the entire wheel and securely locking the cover.

§ 617a.3. Placement of wagers.

(a) All wagers at Roulette shall be made by placing
Roulette chips on the appropriate areas of the Roulette
layout. Verbal wagers accompanied by cash may not be
accepted.

(b) A player at a Roulette table may not play with
Roulette chips that are identical in color and design to
value chips or to Roulette chips being used by another
player at that same table. Roulette chips shall be cashed
in for value chips before a player leaves a Roulette table.

(c) Each player shall be responsible for the correct
positioning of his wager on the Roulette layout, regard-
less of whether he is assisted by the dealer. The player
shall be responsible for ensuring that the instructions he
gives to the dealer regarding the placement of a wager
are correctly carried out.

(d) A wager shall be settled in accordance with its
position on the layout when the ball falls into a compart-
ment of the wheel.

(e) The wagers in the game of Roulette include:

(1) A Straight Wager that the Roulette ball will come to
rest in the compartment of the Roulette wheel that
corresponds to a single number selected by the player.
The player shall make a Straight Wager by placing a
wager within the box on the Roulette layout that contains
the selected number.
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(i) A certificate holder may, if specified in its Rules
Submission under § 601a.2 (relating to table games Rules
Submissions), offer the option to make five simultaneous
Straight Wagers by selecting five adjacent numbers on
the Roulette wheel.

(Editor’s Note: Chapter 601a will be adopted on or
before the date of final adoption of this proposed rule-
making.)

(ii) A player shall make a Five Adjacent Number Wager
by placing Roulette chips on the number indicated on the
Roulette wheel replica that is the center number of the
five adjacent numbers being selected.

(iii) A player making a Five Adjacent Number Wager
shall be deemed to have made a separate Straight Wager
of equal value on each of the five numbers selected.

(2) A Split Wager that the Roulette ball will come to
rest in a compartment of the Roulette wheel that corre-
sponds to either of two numbers selected by the player.
The player shall select the numbers by placing a wager
on the line between the two boxes on the Roulette layout
that contain the two selected numbers. A Split Wager on
0 and 00 may also be placed on the line between the 0
and 00 or on the line between the 2nd 12 box and the 3rd
12 box.

(3) A Three Numbers Wager that the Roulette ball will
come to rest in a compartment of the Roulette wheel that
corresponds to any one of three numbers in a single row
on the Roulette layout selected by the player. The player
shall select a row of numbers by placing a wager on the
outside line of the box on the Roulette layout that
contains the first number in the selected row.

(i) A Three Numbers Wager may also include a wager
that the Roulette ball will come to rest in a compartment
of the Roulette wheel that corresponds to any one of the
three numbers contained in one of the following groups of
numbers: 0, 1 and 2; 0, 2 and 00; or 00, 2 and 3.

(ii) The player shall select one of the Three Numbers
Wagers in subparagraph (i) by placing a wager on the
common corner of the three boxes containing the selected
numbers.

(4) A Four Numbers Wager that the Roulette ball will
come to rest in a compartment of the Roulette wheel that
corresponds to any one of four numbers in contiguous
boxes on the Roulette layout selected by the player. The
player shall select the four numbers by placing a wager
on the common corner of the four boxes containing the
selected numbers.

(5) A First Five Numbers Wager that the Roulette ball
will come to rest in a compartment of the Roulette wheel
that corresponds to any one of the numbers 0, 00, 1, 2 or
3. The player shall make a First Five Numbers Wager by
placing a wager on the common corner of the boxes on the
Roulette layout that contain the label 1st 12 and the
numbers 0 and 1.

(6) A Six Numbers Wager that the Roulette ball will
come to rest in a compartment of the Roulette wheel that
corresponds to one of six consecutive numbers contained
in two contiguous rows of numbers on the Roulette layout
selected by the player. The player shall select the two
rows of numbers by placing a wager on the outside
common corner of the boxes on the Roulette layout that
contains the first number in each of the rows being
selected.

(7) A Column Wager that the Roulette ball will come to
rest in a compartment of the Roulette wheel that corre-
sponds to any 1 of 12 numbers contained in a single
column on the Roulette layout selected by the player. The
player shall select a column of 12 numbers by placing a

wager in the box on the Roulette layout that is at the
bottom of the column being selected.

(8) A Dozen Wager that the Roulette ball will come to
rest in a compartment of the Roulette wheel that corre-
sponds to any 1 of 12 consecutive numbers from 1—12,
13—24 or 25—36 selected by the player. The player shall
select the 12 numbers by placing a wager in the box on
the Roulette layout labeled 1st 12, 2nd 12 or 3rd 12.

(9) A Red Wager that the Roulette ball will come to
rest in any compartment of the Roulette wheel that
corresponds to a number with a red background on the
Roulette wheel. The player shall make a Red Wager by
placing a wager within the red box on the Roulette
layout.

(10) A Black Wager that the Roulette ball will come to
rest in any compartment of the Roulette wheel that
corresponds to a number with a black background on the
Roulette wheel. The player shall make a Black Wager by
placing a wager within the black box on the Roulette
layout.

(11) An Odd Wager that the Roulette ball will come to
rest in any compartment of the Roulette wheel that
corresponds to an odd number. The player shall make an
Odd Wager by placing a wager within the box on the
Roulette layout that is labeled Odd.

(12) An Even Wager that the Roulette ball will come to
rest in any compartment of the Roulette wheel that
corresponds to an even number. The player shall make an
Even Wager by placing a wager within the box on the
Roulette layout that is labeled Even.

(13) A 1—18 Wager that the Roulette ball will come to
rest in a compartment of the Roulette wheel that corre-
sponds to any 1 of 18 consecutive numbers from 1—18.
The player shall make a 1—18 Wager by placing a wager
within the box on the Roulette layout that is labeled
1—18.

(14) A 19—36 Wager that the Roulette ball will come to
rest in a compartment of the Roulette wheel that corre-
sponds to any 1 of 18 consecutive numbers from 19—36.
The player shall make a 19 to 36 Wager by placing a
wager within the box on the Roulette layout that is
labeled 19—36.

§ 617a.4. Payout odds.

(a) A certificate holder shall pay off winning Roulette
wagers at no less than the following odds:
Wager Payout Odds
Straight 35 to 1
Split 17 to 1
Three Numbers 11 to 1
Four Numbers 8 to 1
First Five Numbers 6 to 1
Six Numbers 5 to 1
Column 2 to 1
Dozen 2 to 1
Red 1 to 1
Black 1 to 1
Odd 1 to 1
Even 1 to 1
1—18 1 to 1
19—36 1 to 1
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(b) When Roulette is played on a single zero wheel or
double zero wheel and the Roulette ball comes to rest in a
compartment marked zero (0) or double zero (00), wagers
on red, black, odd, even, 1—18 and 19—36 shall be lost.

(c) When Roulette is played on a double zero wheel
being used as a single zero wheel, as provided in § 617a.1
(relating to Roulette ball; Roulette wheel and table;
physical characteristics; double zero Roulette wheel used
as a single zero Roulette wheel), the following apply:

(1) Notice shall be provided that the double zero wheel
is being used as a single zero wheel.

(2) If the Roulette ball comes to rest in a compartment
marked double zero (00), the dealer shall announce ‘‘no
spin,’’ declare the spin void and respin the wheel.

(3) Wagers on red, black, odd, even, 1—18 and 19—36
shall be lost if the Roulette ball comes to rest in a
compartment marked zero (0).
§ 617a.5. Rotation of wheel and ball.

(a) The Roulette ball shall be spun by the dealer in a
direction opposite to the rotation of the wheel and
complete at least four revolutions around the track of the
wheel to constitute a valid spin.

(b) While the ball is still rotating in the track around
the wheel, the dealer shall announce ‘‘no more bets’’ in a
manner sufficient to be heard by all players at the table.
Once ‘‘no more bets’’ has been announced by the dealer,
players may not touch any chips that have been placed on
the Roulette layout until the dealer has collected all
losing wagers and paid off all winning wagers under
subsection (e).

(c) When the ball comes to rest in a compartment, the
dealer shall announce the number of the compartment
and place a point marker on that number on the Roulette
layout.

(d) If a certificate holder offers the Five Adjacent
Number Wager, the dealer shall then move 1/5 of each
winning Five Adjacent Number Wager from the Roulette
wheel replica to the box on the main Roulette layout that
contains the single number corresponding to the compart-
ment in which the Roulette ball came to rest.

(e) After placing the point marker on the layout and, if
applicable, complying with subsection (d), the dealer shall
first collect all losing wagers and then pay off all winning
wagers.
§ 617a.6. Irregularities.

(a) If the ball is spun in the same direction as the
wheel, the dealer shall announce ‘‘no spin’’ and attempt to
remove the Roulette ball prior to it coming to rest in one
of the compartments.

(b) If the Roulette ball does not complete four revolu-
tions around the track of the wheel, the dealer shall
announce ‘‘no spin.’’ The dealer shall inspect the ball for
any signs of damage and if the ball is damaged, ask the
floorperson or above for a new Roulette ball with which to
continue gaming at the table.

(c) If the Roulette ball leaves the wheel during the
spin, the dealer shall announce ‘‘no spin.’’ The dealer shall
inspect the ball for any signs of damage and if the ball is
damaged, ask the floorperson or above for a new Roulette
ball with which to continue gaming at the table.

(d) If a foreign object enters the wheel prior to the ball
coming to rest, the dealer shall announce ‘‘no spin’’ and
attempt to remove the Roulette ball from the wheel prior
to it coming to rest in one of the compartments.

CHAPTER 619a. BIG SIX WHEEL
Sec.
619a.1. Big Six Wheel layout; physical characteristics.
619a.2. Wagers and rotation of the wheel.
619a.3. Payout odds.

§ 619a.1. Big Six Wheel layout; physical character-
istics.

(a) Big Six Wheel gaming shall be conducted at a
circular wheel at least 5 feet in diameter. Except as
provided in subsection (c), the rim of the wheel must be
divided into 54 equally spaced sections with 23 sections
containing a $1 symbol, 15 sections containing a $2
symbol, 8 sections containing a $5 symbol, 4 sections
containing a $10 symbol, 2 sections containing a $20
symbol, 1 section containing a picture of a flag, the name
or logo of the certificate holder or other unique symbol
and 1 section containing a picture of a joker or other
unique symbol. The sections must be covered with glass.

(b) Except as provided in subsection (c), the sections
required under subsection (a) must be arranged clockwise
around the rim of the wheel in the following order: joker,
$1, $2, $1, $5, $2, $1, $10, $1, $5, $1, $2, $1, $20, $1, $2,
$1, $5, $2, $1, $10, $1, $2, $5, $1, $2, $1, flag or logo, $2,
$5, $2, $1, $2, $1, $10, $1, $5, $1, $2, $1, $20, $1, $2, $1,
$5, $2, $1, $10, $1, $2, $5, $1, $2 and $1.

(c) With prior approval from the Bureau of Gaming
Operations, a certificate holder may use symbols that
depict fruit or other themed symbols in lieu of the dollar
symbols specified in subsections (a) and (b).

(d) Each section of the wheel must also display the
payout odds in § 619a.3 (relating to payout odds) for the
wager.

(e) The wheel must contain a clapper capable of select-
ing a particular section of the wheel upon the conclusion
of the spin.

(f) Each Big Six Wheel table must have a drop box and
a tip box attached on the same side of the gaming table,
but on opposite sides of the dealer, as approved by the
Bureau of Casino Compliance.

(g) The layout for a Big Six Wheel table shall be
approved by the Bureau of Gaming Operations and have
imprinted thereon, at a minimum, the following:

(1) The name or logo of the certificate holder.

(2) Spaces which may be used by patrons to place their
wagers, which contain:

(i) Symbols for $1, $2, $5, $10 and $20 or other
approved symbols in accordance with subsection (c).

(ii) A flag, the name or logo of the certificate holder or
other unique symbol as it appears on the wheel.

(iii) A joker or other unique symbol as it appears on
the wheel.

(3) The payout odds for each of the permissible wagers.

§ 619a.2. Wagers and rotation of the wheel.

(a) Prior to the spin of the wheel, the dealer shall
announce ‘‘no more bets.’’

(b) The wheel shall be spun by the dealer in either
direction and must complete at least three revolutions to
constitute a valid spin.

(c) A wager shall be settled in accordance with the
wager’s position on the layout when the clapper comes to
rest in a section of the wheel.
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(d) If the clapper comes to rest between two numbers
or symbols upon completion of the spin of the wheel, the
spin shall be void and the dealer shall respin the wheel.

(e) Upon completion of the spin, the dealer shall first
collect all losing wagers and then pay off all winning
wagers.

§ 619a.3. Payout odds.

A certificate holder shall pay off winning Big Six Wheel
wagers at no less than the following odds:
Wager Payout Odds
$1 Symbol or other
approved alternate symbol

1 to 1

$2 Symbol or other
approved alternate symbol

2 to 1

$5 Symbol or other
approved alternate symbol

5 to 1

$10 Symbol or other
approved alternate symbol

10 to 1

$20 Symbol or other
approved alternate symbol

20 to 1

Joker, Flag, Name, Logo or
other unique symbol

45 to 1

CHAPTER 651a. CASINO WAR
Sec.
651a.1. Definitions.
651a.2. Casino War table; physical characteristics.
651a.3. Cards; number of decks; dealing shoe.
651a.4. Opening of the table for gaming.
651a.5. Shuffle and cut of the cards.
651a.6. Casino War card rankings.
651a.7. Wagers.
651a.8. Procedure for dealing the cards.
651a.9. Procedures for completion of each round of play; collection and

payment of wagers.
651a.10. Payout odds.
651a.11. Irregularities.

§ 651a.1. Definitions.

The following words and terms, when used in this
chapter, have the following meanings, unless the context
clearly indicates otherwise:

Initial Wager—The wager that shall be made by a
player prior to any cards being dealt to participate in the
round of play.

Original deal—The first card that is dealt to each
player and the dealer to determine the result for the
Initial Wager in a round of play.

Round of play—One complete cycle of play during
which each player has placed an Initial Wager, been dealt
a card, surrendered or gone to War, if appropriate, and
had his wagers paid or collected in accordance with this
chapter.

Tie hand—A hand in the original deal or War deal
when the rank of a player’s card and the rank of the
dealer’s card are equal.

War—The decision of a player, in accordance with the
option offered under § 651a.9(c)(2) (relating to procedures
for completion of each round of play; collection and
payment of wagers), to place a War Wager when there is
a tie hand on the original deal.

War deal—The deal of the cards that follows the
placement of a War Wager.

War Wager—A wager that is required to be made if the
player elects to go to War.

§ 651a.2. Casino War table; physical characteristics.

(a) Casino War shall be played at a table having
betting positions for no more than seven players on one
side of the table and a place for the dealer on the opposite
side of the table.

(b) The layout for a Casino War table shall be approved
by the Bureau of Gaming Operations and contain, at a
minimum, the following:

(1) The name or logo of the certificate holder.

(2) A separate designated betting area at each betting
position for the placement of Initial and War Wagers.

(3) A separate designated betting area for the place-
ment of Tie Wagers.

(4) The payout odds for a Tie Wager and War Wager. If
the payout odds are not inscribed on the layout, a sign
identifying the payout odds shall be posted at each
Casino War table.

(c) Each Casino War table must have a drop box and a
tip box attached on the same side of the gaming table,
but on opposite sides of the dealer, as approved by the
Bureau of Casino Compliance. The Bureau of Casino
Compliance may approve an alternative location for the
tip box when a card shuffling device or other table game
equipment prevents the placement of the drop box and tip
box on the same side of the gaming table as, but on
opposite sides of, the dealer.
§ 651a.3. Cards; number of decks; dealing shoe.

(a) Casino War shall be played with six or eight decks
of cards that are identical in appearance. Each deck of
cards must consist of 52 cards and 2 cover cards.

(b) All cards used in Casino War shall be dealt from a
manual dealing shoe. The dealing shoe must be located
on the table to the left of the dealer.

(c) If an automated card shuffling device is utilized,
Casino War shall be played with 12 to 16 decks of cards
in accordance with the following requirements:

(1) The cards shall be separated into two batches with
an equal number of decks included in each batch.

(2) The cards in each batch must be of the same
design, but the backs of the cards in one batch must be of
a different color than the cards included in the other
batch.

(3) One batch of cards shall be shuffled and stored in
the automated card shuffling device while the other batch
is being dealt or used to play the game.

(4) Both batches of cards shall be continuously alter-
nated in and out of play with each batch being used for
every other dealing shoe.

(5) The cards from only one batch shall be placed in
the discard rack at any given time.

(d) The decks of cards opened for use at a Casino War
table shall be changed at least once every 24 hours.

§ 651a.4. Opening of the table for gaming.

(a) Except as provided in subsection (e), after receiving
six or more decks of cards at the table, the dealer shall
inspect the cards for any defects.

(b) After the cards are inspected, the cards shall be
spread out face up on the table for visual inspection by
the first player to arrive at the table. The cards shall be
spread in horizontal fan shaped columns by deck accord-
ing to suit and in sequence.
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(c) After the first player is afforded an opportunity to
visually inspect the cards, the cards shall be turned face
down on the table, mixed thoroughly by a washing of the
cards and stacked.

(d) If an automated shuffling device is utilized, all the
decks in one batch of cards shall be spread for inspection
on the table separate from the decks in the other batch of
cards. After the first player is afforded an opportunity to
visually inspect the cards, each batch of cards shall
separately be turned face down on the table and stacked.

(e) If the decks of cards received at the table are
preinspected and preshuffled in accordance with
§ 603a.16 (u) or (v) (relating to cards; receipt, storage,
inspection and removal from use), subsections (a)—(d) do
not apply.

(Editor’s Note: Chapter 603a will be adopted on or
before the date of final adoption of this proposed rule-
making.)
§ 651a.5. Shuffle and cut of the cards.

(a) Immediately prior to commencement of play, unless
the cards were preshuffled in accordance with § 603a.16(u)
or (v) (relating to cards; receipt, storage, inspection and
removal from use), after each dealing shoe of cards is
dealt or when directed by a floorperson or above, the
dealer shall shuffle the cards, either manually or by use
of an automated card shuffling device, so that the cards
are randomly intermixed. Upon completion of the shuffle,
the dealer or device shall place the deck of cards in a
single stack.

(Editor’s Note: Chapter 603a will be adopted on or
before the date of final adoption of this proposed rule-
making.)

(b) After the cards have been shuffled and stacked, the
dealer shall offer the stack of cards to be cut, with the
backs facing away from the dealer, to players in the
following order:

(1) The first player to the table if the game is just
beginning.

(2) The player on whose betting area the cover card
appeared during the last round of play.

(3) The player at the farthest point to the right of the
dealer if the cover card appeared on the dealer’s hand
during the last round of play.

(4) The player at the farthest point to the right of the
dealer if the reshuffle was initiated at the discretion of a
floorperson or above.

(c) If the player designated in subsection (b) refuses the
cut, the dealer shall offer the cut to each other player
moving clockwise around the table until a player accepts
the cut. If a player does not accept the cut, the dealer
shall cut the cards.

(d) The player or dealer making the cut shall place a
cover card in the stack at least ten cards in from the top
or bottom of the stack.

(e) Once the cover card has been inserted, the dealer
shall take all cards above the cover card and the cover
card and place them on the bottom of the stack. The
dealer shall then insert the second cover card in the stack
at a position at least approximately 1/4 of the way in
from the bottom of the stack.

(f) After the cards have been cut and before the cards
have been placed in the dealing shoe, a floorperson or
above may require the cards to be recut if the floorperson
or above determines that the cut was performed improp-

erly or in any way that might affect the integrity or
fairness of the game. If a recut is required, the cards
shall be recut, at the certificate holder’s option, by the
player who last cut the cards or by the next player
entitled to cut the cards, as determined under subsection
(b)(4). The stack of cards shall then be inserted into the
dealing shoe for commencement of play.

(g) A reshuffle of the cards in the shoe shall take place
after the cover card is reached in the shoe as required
under § 651a.8(d) (relating to procedure for dealing the
cards) except that a floorperson may determine that the
cards should be reshuffled after any round of play.

(h) If there is no gaming activity at the War table
which is open for play, the cards shall be removed from
the dealing shoe and the discard rack, and spread out on
the table face down unless a player requests that the
cards be spread face up on the table. After the first player
is afforded an opportunity to visually inspect the cards:

(1) If there is not an automated shuffling device in use,
the cards shall be mixed thoroughly by a washing of the
cards, stacked, then shuffled and cut in accordance with
this section.

(2) If an automated shuffling device is in use, the cards
shall be stacked and placed into the automated shuffling
device to be shuffled. The batch of cards already in the
shuffler shall then be removed. Unless a player so
requests, the batch of cards removed from the shuffler
need not be spread for inspection and reshuffled prior to
being dealt, if:

(i) The automated card shuffling device stores a single
batch of shuffled cards inside the shuffler in a secure
manner approved by the Bureau of Gaming Operations.

(ii) The shuffled cards have been secured, released and
prepared for play in accordance with procedures approved
by the Bureau of Gaming Operations.

§ 651a.6. Casino War card rankings.

The rank of the cards used in Casino War, for the
purpose of determining a winning hand, shall be, in order
from the highest to lowest rank: ace, king, queen, jack,
10, 9, 8, 7, 6, 5, 4, 3 and 2. The suit of a card does not
have an effect on its rank.

§ 651a.7. Wagers.

(a) Wagers at Casino War shall be made by placing
value chips or plaques on the appropriate betting area of
the War layout. Verbal wagers accompanied by cash may
not be accepted.

(b) To participate in a round of play, a player shall
place an Initial Wager.

(c) At the same time as an Initial Wager or a War
Wager is placed, each player shall have the option of
placing a Tie Wager which shall win if the deal results in
a tie hand.

(d) Except as provided in § 651a.9(e) (relating to proce-
dures for completion of each round of play; collection and
payment of wagers), all wagers at Casino War shall be
placed prior to the dealer announcing ‘‘no more bets’’ in
accordance with the dealing procedures in § 651a.8 (re-
lating to procedure for dealing the cards). Once a wager
has been placed, a player may not handle, remove or alter
any wagers until a decision has been rendered and
implemented with respect to that wager.

(e) A certificate holder shall specify in its Rules Sub-
mission, required under § 601a.2 (relating to table games
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Rules Submissions), the number of adjacent boxes on
which a player may place a wager in one round of play.

(Editor’s Note: Chapter 601a will be adopted on or
before the date of final adoption of this proposed rule-
making.)
§ 651a.8. Procedure for dealing the cards.

(a) All cards used to play Casino War shall be dealt
from a dealing shoe. The dealer shall remove cards from
the dealing shoe with his left hand and place the cards on
the appropriate area of the layout with his right hand,
except that the dealer shall have the option to deal cards
to the first two positions with his left hand.

(b) After the cards have been cut and placed in the
dealing shoe as required under § 651a.5 (relating to
shuffle and cut of the cards), the dealer shall remove the
first card from the dealing shoe face down and, without
revealing its rank to anyone, place it in the discard rack.
Each new dealer who comes to the table shall also remove
the first card from the dealing shoe face down and,
without revealing its rank to anyone, place it in the
discard rack.

(c) Prior to dealing any cards, the dealer shall an-
nounce ‘‘no more bets.’’ The dealer shall, starting with the
player farthest to the dealer’s left and continuing in a
clockwise manner, deal the cards in the following order:

(1) One card face up to each player who has placed an
Initial Wager in accordance with § 651a.7 (relating to
wagers).

(2) One card face up to the dealer.

(d) When the cover card is the first card in the dealing
shoe at the beginning of a round of play or is reached
during the deal of the cards, the dealer shall continue
dealing the cards until that round of play is completed
after which the cards shall be collected and reshuffled.

(e) Players and spectators may not handle, remove or
alter any cards used to play Casino War.
§ 651a.9. Procedures for completion of each round

of play; collection and payment of wagers.

(a) After the dealing procedures required under
§ 651a.8 (relating to procedure for dealing the cards)
have been completed, the dealer shall, starting from his
left and continuing around the table in a clockwise
direction, compare the rank of each player’s card with
that of the dealer’s card and settle all Initial and Tie
Wagers as follows:

(1) If a player’s card is lower in rank than the dealer’s
card, the player shall lose his Initial Wager and his Tie
Wager, if applicable.

(2) If a player’s card is higher in rank than the dealer’s
card, the player shall win his Initial Wager and lose his
Tie Wager, if applicable.

(3) If the player’s card and the dealer’s card are of
equal rank (a tie hand), the player shall select one of the
options in subsection (c) as to his Initial Wager and win
his Tie Wager, if applicable.

(b) Losing Initial and Tie Wagers made on the original
deal shall be collected by the dealer and placed in the
table inventory container. Winning Initial and Tie Wagers
made on the original deal shall be paid by the dealer in
accordance with the payout odds provided in § 651.10
(relating to payout odds).

(c) If a player has a tie hand, the player shall select
one of the following options:

(1) The player may surrender 1/2 of his Initial Wager
and end his participation in that round of play. If a player
selects this option, the dealer shall collect 1/2 of the
player’s Initial Wager and place it in the table inventory
container. The dealer shall then return the remaining 1/2
of the Initial Wager to the player. The dealer shall then
proceed around the table in a clockwise direction, repeat-
ing the process for each player with a tie hand who
selects this option.

(2) The player may surrender his entire Initial Wager
and place a War Wager in an amount equal to the
player’s Initial Wager, in accordance with subsection (e).

(d) After settling Initial Wagers and Tie Wagers on the
original deal, the dealer shall collect the cards of all
players except for the cards of those players with a tie
hand who have elected to go to War. The collected cards
shall be placed in the discard rack in a manner that
permits the reconstruction of each hand of the original
deal in case of a question or dispute.

(e) If any player elects to place a War Wager upon the
occurrence of a tie hand, the dealer shall confirm the
placement of the War Wager and collect the full amount
of the player’s Initial Wager and place it in the table
inventory container. The player’s card and the dealer’s
card from the original deal shall remain exposed during
the war deal. The dealer shall offer any player who has
elected to go to War the opportunity to also place a Tie
Wager on the War deal.

(f) The War deal shall begin with the dealer removing
three cards from the shoe face down and, without reveal-
ing the rank of the three cards to anyone, placing them in
the discard rack and then dealing the next card face up to
the player farthest to the dealer’s left who has placed a
War Wager. The dealer shall place the player’s War card
on the table adjacent to the player’s card from the
original deal. The dealer shall then proceed around the
table in a clockwise direction, repeating the process for
each player who has placed a War Wager and the dealer.

(g) After the dealing procedures required under subsec-
tion (f) have been completed, the dealer shall, beginning
from the dealer’s left and proceeding around the table in
a clockwise direction, compare the rank of each player’s
War card to the dealer’s War card and settle all War and
Tie Wagers as follows:

(1) If the player’s War card is lower in rank than the
dealer’s War card, the player shall lose his War Wager
and his Tie Wager, if applicable.

(2) If the player’s War card is higher in rank than the
dealer’s War card, the player shall win his War Wager
and lose his Tie Wager, if applicable.

(3) If the player’s War card and the dealer’s War card
are of equal rank, the player shall win his War Wager
and his Tie Wager, if applicable.

(h) Losing War and Tie Wagers shall be collected by the
dealer and placed in the table inventory container. Win-
ning War and Tie Wagers shall then be paid in accord-
ance with the payout odds in § 651a.10. After the
collection of all losing wagers and the payment of all
winning wagers from the War deal, the dealer shall
remove all remaining cards from the table and place them
in the discard rack in a manner that permits the
reconstruction of each hand of the War deal in case of a
question or dispute.
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§ 651a.10. Payout odds.

The certificate holder shall pay out winning Casino War
wagers as follows:

(1) An Initial Wager shall be paid at odds of 1 to 1.

(2) A Tie Wager shall be paid at odds of 10 to 1.

(3) A War Wager shall be paid at odds of 2 to 1, unless
the War deal results in a tie hand, in which case a War
Wager shall be paid at odds of 3 to 1.

§ 651a.11. Irregularities.

(a) A card found face up in the dealing shoe while the
cards are being dealt may not be used in the game and
shall be placed in the discard rack.

(b) A card drawn in error without being exposed shall
be used as though it were the next card from the dealing
shoe.

(c) If a card is not dealt to a player’s Initial Wager or
Tie Wager in the original deal, the wager shall be void
and returned to the player. The player shall be included
in the next round of play.

(d) If an automated card shuffling device is being used
and the device jams, stops shuffling during the shuffle or
fails to complete a shuffle cycle, the cards shall be
reshuffled.

(e) If an automated card shuffling device or automated
dealing shoe malfunctions and cannot be used, the auto-
mated card shuffling device or automated dealing shoe
must be covered or have a sign indicating that the
automated card shuffling device or automated dealing
shoe is out of order placed on the device before any other
method of shuffling or dealing may be utilized at that
table.

[Pa.B. Doc. No. 11-970. Filed for public inspection June 10, 2011, 9:00 a.m.]
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