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CHAPTER 1
The Worrywart

‘m worried about this book. It is designed for serious craps players
and for those shooters who have developed a controlled throw and/
or are looking to advance their game considerably. This book con-
centrates on advantage play—in short, play that allows players
to get the edge over the house. You want to become a real threat to the
casinos? Then this book is for you. In it, you can go from being a savvy,
smart craps player or an advantage player with a slight edge over the
house to being a dynamo that will be the casinos” worst nightmare.

This is definitely not a primer book on betting systems for the millions
of craps players laboring under the superstition that they can find some
magic betting formula to beat the random game of craps, and it doesn't
explain how the game is played for those of you who are novices. You
should know the game of craps before you read this book. You should be
good at it, comfortable playing it. In fact, I hope you are great at it. If you
want to get the full background to proper craps play, I refer you to Casino
Craps: Shoot to Win! (Triumph Books), which teaches everything you need
to know about the game and also how to control the dice. That book is also
accompanied by a DVD that shows you how to make controlled shots.

My major worry is that the truly advanced concepts in this book will
be used by the wrong players—the novice dice controllers and, sadly,
those “unadvanced” players known pejoratively as gamblers. Golden
Touch Craps, the premier dice-control school in the country, teaches a
strict form of dice control based on techniques first formulated by the
Captain, the greatest craps expert who ever lived and a man who once
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rolled 147 numbers before he sevened out—and these techniques actu-
ally work in the casinos, as our students have discovered.

Just as important as a controlled throw, advantage craps players need
a very strict betting style to be successful. They must make the lowest-
house-edge bets that fit into their mathematical edge as determined by
their SRR (seven-to-rolls ratio) and also upon an on-axis analysis given
by the software program SmartCraps.

Players who have an SRR that shows a change from randomness know
they are changing the nature of the game. Players who have a greater-
than-random on-axis control are also changing the nature of the game
in radical ways. With an edge shown by your SRR and/or an edge estab-
lished by SmartCraps, you know you can beat the game of craps if you bet
properly—and betting properly might just be different depending on how
you are analyzing your edge over the house.

Are SRR and axis control the alpha and omega of dice control? No...
and yes. The SRR is a decent indicator of control; it tells you that you have
the goods to change the probabilities of the game, while the SmartCraps
program is a much stronger indicator because it establishes that you have
on-axis control. A low SRR with a high on-axis control is better than a high
SRR with no on-axis control. Still, a good SRR of 1:6.5 or higher means the
game of craps can be yours. But these indicators—strong or weak—are
just indicators. You actually have to go into the casino and play the game.
Ultimately, over a sufficiently long period of time, you should have more
money in your pocket or purse than when you started. As we say in Golden
Touch Craps (hereafter referred to as GIC), “Winning is the most fun!”

In the short run of any game you will have losses; unfortunately that
is inevitable. But to be an advantage craps player you must show that
you can actually beat the casinos. You must show you can bring home the
money; otherwise you are conning yourself into believing you are good at
advantage play when you are really not. However, there is an interesting
subset to beating the house. Many readers and viewers of our GTC materi-
als just don't practice enough to develop a controlled throw that beats
the game. Yet, they nevertheless have improved their game immensely by
simply following our strong betting strategies, which include the 5-Count
and proper low-house-edge wagers. That's good not great, but good is far
better than bad.
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Indeed, in this book, for the first time in print, we will show how the
5-Count actually can change the nature of craps into a positive expecta-
tion at certain times. Even non-controlled shooters can take advantage
of this element in the GTC advanced betting arsenal. The 5-Count is a
revolution that keeps on giving. Once again, thank you, Captain, for
discovering the amazing 5-Count. In the Appendix of this book you will
find the 5-Count section originally printed in Casino Craps: Shoot to Win!

Are most of the ideas in this book advanced? Yes. Should they be
played against random shooters who just wing the dice down the table?
No. In fact, if you can avoid betting on all random shooters, the better
off you will be.

We also have some strategies that are radical—highly radical—that
might blow the lid off advanced craps betting. Did I just write “might”?
Sorry, these radical bets will definitely blow the lid off advanced craps
betting. These radical methods will include a new and brilliant method of
betting for those who show truly superior on-axis control, a method the
great dice controller Dominator and many other elite (I repeat, elite) GIC
bettors have been using with great success for a few years.

Some of you who have seen Dominator use these methods have said
to me, “But you teach this thing in class, but he is doing that. What
gives?” I usually skirt this issue by saying that Dominator has too much
of the gambler still in him, so he sometimes goes a little overboard in his
betting style. In truth, this is not entirely accurate because some of his
methods actually bring home more money than the reqular GTC betting
methods would—but these methods are only for truly advanced on-axis-
controlled players. If you don't have that elite level of on-axis control,
you'll be putting your head in the guillotine using our radical methods.

Sadly too many decent dice controllers are of the opinion that they
are great dice controllers. That assumption can be fraught with danger
for such dice controllers” bankrolls. If you attempt to use our new and
radical methods of betting and you aren’t at the necessary level of skill,
your bankroll will be creamed along with your ego. So I caution everyone
reading this: When in doubt, figure you aren't as good a shooter in the
casinos as you are at home. And, just to be cautious, figure you aren't as
good a shooter as you think you are, period. Take yourself down a peg,
and if you still see that you have the ability to play the radical way, then
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go for it...at least for a long enough period of time to actually see if you
are pulling off these radical betting methods.

Next, part of being a skilled dice controller includes your mental state
while playing. If you've ever been an athlete, you know how important
your mind is for success. You can have all the physical skill in the world,
but if your mind is not properly trained your body will probably not do
what you have conditioned it to do. With that in mind (pun intended) I
have written a chapter that will teach you both visualization and medi-
tation techniques. These are designed to give you the mental edge to go
along with your physical edge. Indeed, even if you aren't an advantage
player, these techniques are in and of themselves good to learn because
a trained mind is important in every aspect of life.

Finally, Dominator and I had a serious decision to make before writing
this book—how many of the advanced graphs, charts, and other math-
ematical diagrams to ladle onto our pages. Everything we are going to
discuss in this book is proven, either through math or through computer
simulations. Dom, the other elite GTC shooters, and I have done every-
thing that we are going to share with you, and we've done it all in the
heat of battle in the casinos. There is no pie-in-the-sky wishful think-
ing coming up. Still, did we want endless reams of figures for those few
mathletes who enjoy poring over such things?

I've read craps writers and other gambling writers who pour so many
statistics and charts into their articles and books that normal people,
such as me and you, find them distracting as opposed to enlightening.
I find that I often skip those parts due to their redundancy. Of course, I
am not talking about gambling’s phony systems sellers who create bizarre
constructs but rather about those solid writers who just can't pull them-
selves away from their abacuses.

So we will give you the math and simulations to show we are correct
in our advice, but we'll keep it to a useful minimum.

With all that in your hands, this book should take you to the next
step in your knowledge and education about the game of craps. In fact,
you might very well join the craps-playing elite.

Remember: “Winning is the most fun!”

Enjoy.



CHAPTER 2
Refresher Questions About
the SRR, Money Management,
and Advanced Play

Question: Just as a refresher, please explain the SRR and how it relates
to dice control.

Answer: In a random game of craps, the 7 comes up six times for every
36 rolls or once every six rolls. Naturally that is a long-range average. In
short-run play, the SRR can be all over the board, but over time the SRR
will begin to give you a very good idea of what kind of edge you have
over the house. So, again, the SRR is one 7 for every six rolls, or 1:6. If a
shooter can start to reduce the appearance of the 7 to 1:6.3 or better, he
can get an edge at the game. The better the SRR, the higher the player’s
edge will be over the game; that is the theory of the SRR. Players can also
have “negative” SRRs of 1:5.8 or lower. Of course, to establish your SRR
and to have any confidence in it, you must do at least several thousand
rolls of the dice.

Question: You say “theory,” but isn't it true?

Answer: It is true, but there are some caveats to using the SRR as the
only tool for analyzing your shot. In our classes we stress that the SRR
is an important tool but is not the only or perhaps even the best tool to
establish your edge over the game.
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When we speak in general about the SRR, we tend to use the shorthand
that all the other numbers are proportionally increased in their appearance
as the 7 is decreased. This is probably not so. Some faces will probably
come up more; some will come up less. If you have a high SRR but tend to
hit a lot of garbage numbers—such as 2, 3, 11, and 12—that SRR is not
as powerful as you might think. So you have to judge the power of your
SRR the best way you can—how you are actually doing in casino play. New
players, though, can use the SRR as a confidence booster. As your SRR goes
up, you know you are exercising influence over the dice. That is the first
and main step in the development of a competent dice controller.

Question: If the garbage numbers come up, should you bet those?
Answer: No. For most players betting the high-house-edge bets is an
invitation for disaster. The chances of having an edge over those numbers
would be remote for most controlled shooters if all you are using is your
SRR. You don't want to try to overcome edges that are often in the double
digits merely based on your SRR. You have to be very careful using the
SRR to allow you to attempt overcoming high-house-edge bets.

Question: Does every controlled shooter’s SRR keep going up?

Answer: Most do, at least early on, but some don't. In practice, if you
start out like a ball of fire, it is possible that your bloated SRR will be
reduced after you've done thousands or tens of thousands of rolls. On the
flip side, if you have a low SRR in the beginning of your practice, it is
highly possible that your SRR will increase over time as you get better
and better at controlling the dice. This seems to be a general pattern in
the development of a winning SRR, although in groupings of numbers
you will see startling discrepancies in SRR results, much like baseball
hitters go in and out of good and bad streaks. But over time, the SRR
gives you a decent indication that you have developed the dice-control
skill. From that point on you will probably want to work on your on-axis
control, which can be judged by the SmartCraps software program.

Question: What is a decent SRR?
Answer: If you get between 1:6.5 and 1:6.8 you are now truly capable
of beating the game of craps—if you make the right bets. You cannot
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make crazy crapper bets in the middle of the table, or the Field bet, or
silly bets such as the Horn and the Whirl/World. You are also much better
off making Come bets with odds than you are Placing the box numbers
in most cases. Here is a small example of what kind of edges you can
get, assuming an equal distribution of numbers, which is probably not
the case in reality. But at least looking at these charts will help you see
how your edge goes up with an increase in your SRR. Please note how
the increase in 0dds on the Pass and Come bets really propel those house
edges in the shooter’s favor.

Place Bet SRR

6 and 8 1:6.2

5and 9 1:6.5

4 and 10 1:6.7

Buy 5 and 9 at $30 with vig $1 on win only 1:6.2

Buy 4 and 10 for $25 with vig $1 on win only 1:6.2

Pass and | Your Edge | Your Edge | Your Edge | Your Edge | Your Edge
Come

SRR No Odds |1X 0Odds |2X0dds |5X 0dds |10X Odds
1:6.5 1.6 % 3.3% 4 % 4.8 % 5.2 %
1:7 4.5 % 7.1 % 8.2 % 9.5 % 10.1 %
1:8 9.5 % 14 % 15.8 % 17.9 % 19 %

Question: What would be the best way to bet a decent SRR?

Answer: When you are shooting, one way is to do a Pass Line bet and two
Come bets with Odds or a Pass Line bet with the placing of the 6 and 8. At
a 5X odds game (or better) you are probably better off with just Pass Line
and Come bets. Do not allow yourself to get into the dementia that can
occur at a craps table as you see gamblers hitting high-house-edge bets.
You are merely seeing a little window when you are at the table, and those
hopeless gamblers exist outside that window too. Those poor saps playing
a random game of craps who make the high-house-edge bets are long-term
losers, no matter what you are seeing at that moment. They have to be;
they are playing a negative-expectation game. For controlled shooters who
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do not have strong on-axis control (next chapter), using the Come will get
you on numbers we wouldn't recommend you Place-bet, such as the 5, 9, 4,
and 10. Keep in mind that just because a random shooter has hit a bunch of
Crazy Crapper bets, that does not mean he will continue to hit those bets,
because he has no control over the dice. You are just watching randomness
in action when a random roller shoots those bones. He is no different from
a slot machine’s RNG (random-number generator), which makes the slots a
random game as well.

Question: Do controlled shooters win most times they shoot?

Answer: A major myth in the world of dice control is that a controlled
shooter wins most times when he or she gets the dice. Except for the
Arm—a woman who was the greatest dice controller of all time, whose
eccentric throw seems not to be duplicable and who won the majority of
the time when she got the dice—we have never met a good or even elite
dice controller who wins most times when he or she gets the dice. Hard
though this is to believe, most turns with the dice will be losers.

To use a baseball analogy, dice controllers are .300 to .400 hitters,
but their wins more than make up for their losses. People who play at
the tables with elite GTC shooters are sometimes disappointed that every
hand by one of them isn't a winner. It would have been nice if Babe
Ruth could hit a home run every time he came to the plate, but that just
doesn't happen. However, dice controllers do tend to have many more
long rolls, some even monster hands of 30, 40, 50, 60, 70, or 80 numbers
before sevening out. Check our world records page on the Internet at
www.goldentouchcraps.com. Don't get fooled by false advertising or craps
gurus who claim they can make you win almost every time you take the
dice. These folks are simply taking you for ploppies.

Even more important for long-term profits are the small wins, usually
associated with repeating numbers. Keep in mind, truly bad rolls—those
point/seven outs—can only lose you those initial bets. So the many
times you have winners on short rolls of repeating numbers will con-
tribute more income to your bankroll than those occasional monsters,
although naturally those monsters are the truly fun ones to write and
brag about.
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Question: Does your dice-control edge stay stable over time?

Answer: In a random game of craps all the numbers are stagnant, and the
edges remain the same on the first roll, the hundredth roll, the trillionth
roll. But when you deal with skill, your edge will increase or decrease as
time passes. How should this affect your betting? If you are a relative
novice or intermediate player without strong on-axis control, then you
should be betting the best bets (that goes without saying), but your bets
must be pegged to your bankroll, not what you perceive as your skill
level. Arrogance over one’s perceived edge is dangerous. Yes, we know
some dice gurus like to postulate that people have the same edges over
time, but this isn't so. Edges ebb and flow and ebb and flow some more.
That is the very nature of a skill game—the ebb and the flow.

No one could have predicted how many home runs Babe Ruth would
hit in his career. Prophecy is not in the cards...or dice...in skill games—
except to say, “I do have an edge, I will win money, but my edge and
my wins will change from this time to that time.” Overbetting can be
a killer of your bankroll. Yes, you might be underbetting too, but that
just slows your winning down; it can't destroy you like overbetting can.
If you continue to see a high SRR and you see your bankroll increasing,
then your bets should increase in proportion as well. It is very difficult to
establish stagnant SRRs of this or that percent, because in skill activities
many things will come into play in the short run. I'll discuss these later
in the book.

Question: What are the limits to the SRR? If you change your dice set
doesn't it change the SRR?

Answer: The technical answer is yes. New dice set, new SRR. Some dice
sets are really anti-seven sets, with the Hardway set being the best of
them. Other sets such as 3V and 2V are not as friendly to the anti-seven
goal, but these sets are strong when you have good on-axis control. So
for the purposes of establishing whether you are changing the nature
of the game, the set to use to establish a verifiable edge is the Hardway
set. If SmartCraps, our software analysis program, tells you to use an
on-axis-friendly set, such as 3V, then you can switch since your on-axis
performance indicates better money-making opportunities with a differ-
ent set. Can you be an advanced shooter without great on-axis control?
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Yes. The Hardway set allows for various flips and flops of the dice when
they land without hitting that dreaded 7. You do not have to be a strong
axis-control shooter to gain dice-control skill and beat the casino.

Question: What is “below” or “worse than” random?

Answer: Below random is the mistaken idea that something can be less
than random. A dice throw is either random or controlled. There is no
such thing as less than random or more than random. We sometimes use
the phrase “worse than random” in this book as slang, but it is not to be
taken literally. It just means it is an SRR under 1:6 as opposed to over
1:6—though both are controlled throws.

Question: What percentage of your bankroll should you bet at craps?
Answer: This is an easy question to ask and a hard question to answer.
Many players can bet 10 percent of $1,000 and it has no influence on
their emotional state when shooting. That same person cannot bet 10
percent of $10,000, because a $1,000 bet scares him. The percentages
are the same, but for many players money has an absolute value, not a
relative one.

Is the absolute sense of money the best framework for betting? No.
Absolutes can stifle you, but nevertheless these are real feelings and have
to be handled. Simply saying, “Don't feel this absolute sense of money,” as
many gambling writers do, won't stop you from feeling it. If betting $1,000
makes you think, God, I am betting $1,000! before you throw, then you are
not in your rolling zone, and more than likely you are just a random roller
at that moment. So that is the first step. Are you able to bet in percentages
without qualm? If yes, then use percentages. If your bankroll increases, no
matter how high it increases, bet the same percentage.

What percentage should that be? Since I am really conservative, I
would say that you should bet 1 percent of your total bankroll initially (I
bet one-tenth of one percent!). So if your bankroll is $1,000, you bet $10.
If your bankroll is $10,000, you bet $100; $50,000, you bet $500; and so
on. Players with higher risk tolerances can adjust these percentages to
their comfort zones. You really have to determine this for yourself.

But don’t fool yourself into thinking you have a higher risk tolerance
than you actually have. Going on big losing streaks, which most dice
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controllers will inevitably experience, can knock your deluded sense of
high risk tolerance right out the window. I've seen this in my invest-
ment activities. Many of my friends will tell their investment agents that
they have a real high tolerance for risk, but when their portfolio starts
heading downhill, their self-assessed risk tolerance suddenly lowers to an
almost no-risk policy.

For those who have an absolute sense of money and can't get rid of
this feeling over time, they should do the percentage thing until they hit
the wall. If the wall of absolutism stops you from betting more, so be it.
Your bankroll will go up anyway, although not quite as fast. The worst
thing a controlled shooter can do is think of the money being wagered
while he shoots. That's a loss waiting to happen. You have to play this
game as if the chips on the layout are meaningless.

Question: How do you define bankroll?

Answer: I recommend that you have a separate money-market account for
gambling. We call this the 401G (the G stands for “gambling”). Whatever
money you have in that account is your bankroll. You only bet in accor-
dance with that amount. Have your 401G in an interest-bearing account
such as a money-market account where you will make some money even
when you are not playing at the craps tables.

Question: Should you use session bankrolls?

Answer: Gamblers should use session bankrolls; advantage players
shouldn't. As an advantage craps player you stop playing when you feel
a sense of fatigue or you take three to four turns with the dice and you
look awful or—even if you are winning—you notice that your dice actu-
ally don't look so good. Then it is time to take a break. The fatigue of
shooting dice is real. It isn't the fatigue of working out in the gym, but
when you shoot you are concentrating, and that concentration can have
a draining effect. If you are losing during a session, such a draining effect
can be amplified in some players. So session bankrolls are out and body
awareness is in! If all else fails, memorize this saying: “When in doubt,
get out.” My personal mantra is, “I gamble with one foot pointed toward
the door.”
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Question: Should you have win goals and loss limits?

Answer: If you know you are going to shoot the dice four times in a
given session (unless you are hotter than Hades), then your loss limit
is already set. Just multiply four times your initial bet spread on one
hand. If you are betting $50, then your loss limit is $200. You will have
to include what you are betting on random rollers who make it past the
5-Count, but these sums should be very small. There are no win goals,
only an understanding of your fatigue level. Sometimes after a long roll,
fatigue can set in quickly. That adrenaline rush while you were shooting
will drain away rather fast after the big roll is over. That might be your
win goal right there.

Question: In dice control, as in blackjack, don't things all even out based
on your edge?

Answer: In the long run, for blackjack, the answer is yes. Blackjack is
strictly a statistical game despite the fact that getting an edge through
card counting is a skill. Keep an accurate count of the cards, and the
statistics are stagnant. All the aces come out, there will be no blackjacks.
Your counting skills do not change that one bit.

A random craps game is stagnant in a simpler way. The probabilities
are set in stone from the outset. But in dice control, while we would
like to think all things even out over the long run, they actually don't.
Indeed, things uneven out. Since your skill changes the nature of the
probabilities, a change in your skill levels will change the degree of your
edge. Yesterday, you were feeling great; the dice looked great, landed
great, and died great; and you killed the casino. Last night you hurt your
hand a little while performing karaoke in a drunken haze at a nightclub
before you had to be carted to your room, and today your dice looked
bad, landed poorly, bounced like crazy off the back wall, and the casino
killed you. One day your skill was at one level; the next day your skill
was at another level.

Being a wise bettor, yesterday when your skill was at its peak you
took the dice several times to maximize your wins. When you stunk,
you took the dice twice and got the hell out of there. So many variables
affect your play as a dice controller that you really can’t narrow down
your edge to one percentage or even a set of percentages in real casinos.



