LIST OF INDICATORS FOR RECOGNIZING PERSONS AND TRANSACTIONS FOR WHICH THERE ARE REASON TO SUSPECT MONEY LAUNDERING OR TERRORISM FINANCING, FOR CASINOS
1. For identification purposes, the customer provides documents for which there are reasons to suspect they have been forged, altered or inaccurate.  
2. The customer provides only copy of personal identification documents.  
3. The customer objects to providing personal identification document at request of an authorized person in a casino, or there are reasons to suspect that the customer provides false data.  
4. The documents provided by the customer for purposes of identification are issued abroad, and there are reasons due to which verification of their authenticity is not feasible.  
5. The customer has temporary or permanent residence in the country and/or region included in the so-called “black list”.
6. The customer is a politically exposed person, i.e. domestic and/or foreign public official.
7. The customer keeps company of suspicious persons or is known to have had criminal conviction.
8. Several customers buy chips for cash (the transaction is below the AML/CFT Law threshold level), what is followed by gambling with minimum amounts.   
9. The customer requires a person employed in the casino to monitor their game and signal when their gains amount comes close to the amount of the transaction which is reported to Administration for Prevention of Money Laundering, in accordance with the Law.
10. The customer, a large amount winner, asks for support and favour from another customer in the casino, in order to collect chips and avoid reporting transactions in accordance with the Law on the Prevention of Money Laundering and Financing of Terrorism.
11. The customer buys large quantities of chips for cash at the table, invests minimum amounts and soon afterwards cashes the chips.  
12. The customer tries to persuade an employee in the casino and thus avoid reporting transactions in accordance with the Law, with a request to register cash refund for chips or their cash transactions to a third customer.
13. Two players frequently and simultaneously cover both sides of the same game by betting on the same amounts (for example, betting on black and red, or odd and even in roulette or for and against the bank in baccarat).
14. The customer buys chips for cash, bets in the game with slight chances for loss (e.g. bets on red and black at the same time in roulette, engages in the game minimally or does not engage at all, but however goes to the cash desk to cash the chips requiring denominations larger than the denomination that the customer used when buying the chips.
15. The customer requires certification on the winning that is not necessarily issued in the casino. 
16. The customer uses prepaid cards to take part in the game of chance activities.  
17. Regular customer alters their mode of participation in game of chance activities, or bets on unusually high amounts.
18. Regular customer starts spending noticeably smaller amounts of money, but takes part in game of chance activities more often.
19. Random customer bets on large amounts in game of chance activities. 
