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The Challenge of Determining 
a Player’s “Average Bet”
Inexact guesswork can totally skew marketing’s reinvestment 
in table game players
By Eliot Jacobson, Ph.D.

The problem of determin-
ing accurate player worth 
for table game players 
remains one of the last 
great unsolved problems 
in casino marketing. The 
three factors that go into 
this determination are 
each challenging to deter-
mine: average bet, house 
edge and game pace.  
Taken together, the errors 
can compound or off set. 

For example, at blackjack, if the house edge is set too high 
(say 3%) but the game pace is set too low (say 40 rounds 
per hour), players may actually get a fair estimation of 
their true worth – if their average bets are being deter-
mined accurately.

Assuming everything else is perfect in the system, the 
human element that is most directly involved is the su-
pervisor who watches a player and enters an “average bet” 
onto the player’s rating card. Most casinos have a vague 
policy – something like “watch the fi rst 5 wagers,” or “wait 
for them to play 5 minutes then check their wager,” or  
“enter a value, then check back two more times to make 
sure.” At many casinos, there are as many ways average 
bet is determined as there are fl oor supervisors.  The new 
proprietary games often come with no guidance about 
average bet; it’s guesswork at best. Following are guide-
lines for determining a player’s average bet for roulette, 
craps and blackjack.

The simplest example about the chaos of determining 
a player’s average bet is the game of roulette. Players 
typically spread chips around the board until the signal 
for no more bets is given. The number of chips wagered 
can vary signifi cantly between rounds. Many players use a 
progression system where they may up their wagers after 
losses. Some are methodical, others are random. Trying 
to gauge average bet size by watching players spread 
their wagers, piling chips on each other’s chips in a grand 
cacophony, can only lead to a grand headache. One very 

clever supervisor explained her method to me – she 
watches the muck to see how many stacks of each color 
are collected. This undervalues the player’s wager slightly, 
after all, in the mess he probably won somewhere. By 
slighting increasing the observed bet size and taking sev-
eral such measurements per player, a reasonable average 
bet can be obtained. 

The toughest game to rate is craps. First, the house must 
understand how it determines game pace. Some casinos 
count total rolls per hour, others count total pass line 
decisions per hour. I always recommend using a game 
pace based on pass line decisions – after all, the pass 
line is the game’s basic wager. A game pace somewhere 
in the range of 35 to 45 pass line decisions per hour is 
common.  With this game pace, every wager that is made 
between pass line decisions counts towards the average 
bet, except for odds bets. Most players will make a pass 
line wager, so count that.  If a player makes a place bet or 
buy bet, count that. If he wins his place bet and leaves his 
wager out there, count the new amount too. If he makes 
a proposition bet, count that.  Every time new money hits 
the baize, it needs to be counted towards the average bet. 
New money can also be wagers that have been won and 
pressed. Count the amount pressed. When all these bets 
are counted up and the shooter sevens-out, that’s the 
total wager for that one “pass line” decision.  In summary, 



Raving Consulting  |  475 Hill Street, Suite G  |  Reno, NV 89501  |  Tel: 775-329-7864  |  Fax: 775-329-4947   |  ravingconsulting.com

6

Leadership & Innovation

count all new money between pass line decisions and 
don’t count odds bets.

Finally, there’s blackjack. It seems easy enough – play-
ers usually bet a steady amount. Often times, you know 
your players and they always play the same way. Joe is 
a $20 player – done. The problem is that small errors are 
big errors. It’s not too bad an error if a $60 player is rated 
at $75 (overvaluation of 25%), but a $10 player who is 
rated at $20 is getting overvalued by 100%. The most 
common mistakes supervisors make are counting double 
downs and splits as part of the player’s average bet. The 
only money that counts is the initial bet. No other money 
should be included. For those players who make widely 
varying bets, they need to have several wagers recorded 
over the duration of their play, the more the better. Also, 
blackjack has a wide variety of side bets. Any money 
wagered on a side bet should be included in the player’s 
average bet.

Some table games departments 
have a policy to not count large 
wagers made with “house money.“  
That is, if a player is winning and ups 
his bet, the increase in bet size is not 
factored into the player’s average 
bet. The logic is that these large bets 
are temporary and aren’t consistent 
with the player’s long term bet-
ting behavior. I believe that players 
who make large wagers deserve 
to have those wagers counted into 
their average bet.  A player who has 
been wagering $20 all night long 
and then makes a couple of $100 
bets on “house money” should not 
be rated at $100, but he should 
also not be rated at $20. Players 

should be encouraged to raise their bets, and part of that 
encouragement is rewarding players in comp value for 
their higher level of play. Not giving any value for those 
$100 wagers is the same thing as punishing the player for 
winning. 

Accurately determining the worth of a player at table 
games will never be an exact science. However, signifi -
cant steps can be taken to keep it from being inexact 
guesswork. Assessing a player’s worth relies on knowing 
his average bet size at each game he plays, every time he 
plays. Marketing then uses this value, together with game 
pace and house edge, to gauge the level of reinvestment 
in this player. A player who is undervalued will defect to 
a property who off ers him more. A player who is over-
valued will cause the casino’s profi t margin to degrade. 
In table games, the balance between player loyalty and 
casino profi t hangs in the balance, determined by that 
single value – average bet.  

What’s Happening at Raving Online?
Where can you fi nd in-depth articles on marketing reinvestment, loyalty programs and players clubs, using food 
as a marketing tool, and combining sales and guest service? Look no further than our archived article section 
online, and if you can’t fi nd it there, just email us at thebest@ravingconsulting.com. Check out our news page for 
up-to-date information on our partners, including CSG Direct Mail, Raving Contests powered by SportGame and 
Red Circle Agency. 

Check out the latest news, events and case studies by going to www.ravingconsulting.com. Have you missed the 
latest Flash! Report, Perspectives Newsletter or Solutions Magazine? Archived copies are at your fi ngertips. And 
don’t forget, you can follow us on Twitter and Facebook – you don’t want to miss any exclusive off ers! 


