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INTRODUCTION

Welcome to Hoyle® Casino! Come and experience the same
stimulating casino games that have been part of a long gambling tradi-
tion throughout the western world. With Hoyle Casino, you can
enjoy these games from the safety of your home (i.e., with no money
at risk). We have endeavored to simulate a thriving, busy casino, and
we hope you will enjoy the same thrill you would experience playing
these games “live.” Of course, if you fare well against our dealers and
animated opponents, you may be tempted to test your new-found
playing skills, your mettle, and your wallet sooner or later in Nevada
or Atlantic city. It is one of our intentions that you be well-prepared
for that experience {should you attempt it). We hope you will enjoy
the attention to detail that went into creating this collection.

With Hoyle Casino, you have your choice of playing alongside
our colorful collection of computer opponents or with real people,
either at home or worldwide over the Internet. In “hot seat” play, you
can compete with a friend or family member sitting beside you at the
keyboard. If you have an Internet service provider, you can compete
{and chat!) with opponents from around the country and around the
world, made simple through the World Opponent Network
{(www.won.net).

When you start Hoyle Casino, you sign in by typing a new name
or picking an existing character to represent you. Multiple players can
be signed in at the same time in order to play simultaneously against
the dealer. The game keeps a record of each players “bankroll,” and
carries it over {rom one session to the next. If you run out of money
after building up credit, you can apply for a loan!

When you create a new player, you are presented with a “Setup
Wizard” that offers links to screens for customizing game settings.
Each player can customize the game to match his or her preferences,
including choices such as playing alone or with others, using game
tutorials, and adjusting the game speed.

After signing in, you can choose any of the games from the tool
bar at the bottom of the screen. Alternatively, you can click any part
of the casino’s main screen to go a specific game area.

For more in-depth information about the games, refer to the
Hoyle Casino game tutorials, the online help, and to this guide. The
tutorials provide a step-by-step guide to playing Hoyle Casino games.
The online help, which is accessed using the toolbar at the bottom of
every screen, contains detailed information about the rules of each
game, and which keys, buttons, menus, etc. are used when playing
the games. This guide contains some notes on the background and
rules for each game, as well as extensive strategy sections that will
help you learn to play each game with skill and finesse.

So pop in that CD, and get started playing some of the greatest
casino games of all time!
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BLACKJACK

| EEN
What is Blackjack?

Blackjack, also known as Twenty-One, is a card-gambling game
with a history that stretches back several centuries in Europe. It
apparently originated in France, where it is still known today as
Vingt-Et-Un (21). It eventually migrated to America and, like the pio-
neers, wandered westward.

Twenty-One was not, however, a big attraction in the Old West.
Before it caught on in the western gambling houses, big-time gam-
blers sat around and smoked cigars at Poker tables. They also played
a little Craps. Twenty-One did not fare well against these games and
was not paid much attention. Its fate was altered by some simple sales
tactics used to lure in more customers. The clubs re-dubbed the game
Blackjack and offered an exorbitant 10 to 1 payout to any player that
was dealt the Ace of Spades and a Jack in a black suit (Spades or
Clubs). This was enough enticement to budge the gamblers from their
Poker seats. Blackjack survived. Unfortunately, this 10 to 1 odds no
longer exists, but a vestige of this rule remains in the 3 to 2 payout
given for a two-card 21.

In the United States, casino Blackjack now boasts a legion of
devated followers and fortune-hunters. This trend first began in the
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1960s after the discovery (by mathematicians and computer experts)
that the house advantage could be reduced and potentially eliminated
through proper play. Learning basic strategies of when to hit or

stand will come close to evening the odds that normally favor the
house. Mastering a card-counting strategy will actually tip the odds in
your favor.

The greatest testimony to the effectiveness of Blackjack system
strategies is that the entire gambling industry revised its rules and
shuffling habits to combat the threat of card counters. The first such
episode of rules alterations occurred in Las Vegas in 1964. The battle
has been non-stop since then, and the casinos have struggled to main-
tain their profits without scaring off too many wallet-packing tourists.
Despite the fact that rule changes, revised shuffling machinery, shui-
fling methods, etc. have been somewhat effective, the fact remains the
casinos can be beaten. That is why card counters are still routinely
evicted in Nevada.

How the game is played

Blackjack is played between a dealer and group of players. The
object of the game is to beat the dealer (not the other players) with a
hand of cards that does not go over a total of 21. Blackjack can be
played with a single deck or multiple decks.

The value of the hand is the sum of its cards:

1. Face cards count as 10.

2. Aces count as either one or 11, player’s choice.

3. All other cards count as their face value.

Play begins with each player placing a bet. In games using three
or more decks, the dealer pulls cards from a plastic or wooden box
called a shoe. Otherwise, he deals from his hand.

Each player and the dealer receive two cards. The first two player
cards are dealt face down for single-deck games and face up for multi-
ple-deck games. In all games, the dealer receives one card face down
and the rest face up. The dealers first face-up card is called the
upcard. The dealer’s face-down card is known as the hole card.

After the initial deal, the dealer settles with each player separately.
A player can continue to take hits (draw cards) until he or she wants
to stand (stop drawing) or until the hand goes over 21, called a bust.
Players can hit or stand on any card total of 21 or below.

After the players have completed their turns, the dealer must
draw cards as long as his or her total is less than 16 and must stand
when the total is 17 or more. Some casinos, however, use a rule
requiring the dealer to take a hit on a soft 17 (an Ace and a 6). This
option is more favorable for the casino.

Winning / Losing

You win Blackjack by beating the dealer’s hand. You must hold a
hand equal to or less than 21 that also beats the dealer’s hand. If the
first two cards you receive are Blackjack (total 21), and the dealer
does not have Blackjack, you win immediately.

If you go over 21 (bust) or the dealer’s hand is greater than youns
(21 or under), then you lose your bet. If you stand with any total
under 21 and the dealer busts, then you win your bet.

If you tie the dealer, it is called a push, and neither side wins.

The dealer settles nearly all bets at even money. However, if the
player has Blackjack and the dealer has an ordinary hand, the player
receives a 3 Lo 2 payment on the amount of the bet.

Doubling down

In the process of drawing cards, you may find an opportunity to
double down il you have certain card combinations (such as a total of
10 or 11). This option make it possible for you to double your initial
bet under favorable conditions. When you double down, you simply
place your additional bet beside your original bet. You are dealt one
and only one additional card at that point, completing your hand.

When your hand is strong and the dealer’s is weak, you should
take advantage of the situation by doubling down. It is a very impor-
tant method of offsetting the casino’s advantage that is afforded to the
Blackjack player. For example, when you're dealt a 5 and 6 (totaling
11), it is usually desirable to double down, With an 11 showing, your
odds of getting a 21 (by receiving a 10 or face card) are very good.

The strength shown by the dealer is also a factor in your decision
to double down. The dealer is weak with a 4 to 6 upcard, so doubling
down will be more frequent in these situations.

Splitting pairs

Like doubling down, splitting pairs is also a key strategy for the
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Blackjack player. You can split when dealt a pair of any kind (e.g.,
two Aces). Splitting pairs means you choose to make two hands out
of one hand. Your original bet remains in efiect for each hand. Thus,
it effectively doubles the amount of money on the line.

To split your pairs, you separate the identical cards, leaving them
face up, and place an amount of chips equal to your original bet in
front of your new hand. You then proceed playing each hand inde-
pendently, requesting hits or standing, as desired. You can win, lose,
or bust with either or both hands.

Surrender

If the dealer does not have a Blackjack, a player has the option to
currender and loses only half his or her original bet. In casinos, where
surrender is allowed, it is only an option before a player has opted for
a hit.

When you surrender, you simply inform the dealer of your inten-
tion, The dealer will take your cards and half your original bet.
Although it’s not generally to your advantage to surrender, it can be
useful when your hand is weak (e.g., a 16), and the dealer is showing
a powerful upcard (e.g., an Ace).

Insurance

When the dealers upcard is an Ace, he or she will ask the players
if they want to buy insurance. Insurance is actually a type of sec-
ondary bet; you are betting that the dealer has a Blackjack.

To take out insurance, place up to half your original bet in the
“insurance” area marked on the board. The dealer will then check the
hole card to see if it’s a Blackiack. If the dealer does indeed have a
Blackjack, your are paid off at 2 to 1. However, you also lose your
original bet, making the hand a wash (if you bet the maximum
amount).

1f the dealer does not have a Blackjack, you lose the insurance
bet. Play continues as normal.

Insurance is not generally considered a wise bet, and it’s difficult
to come out ahead no matter how the cards come up.

Strategies for winning Blackjack
Success at Blackjack is not the result of intuition, bu of applied

mathematics. Julian Braun, an IBM computer expert, ran nine billion
Blackjack card combinations based on one- to eight-deck Blackjack
games. The fundamental system strategy tables (see below) are based
on the data unearthed by Mr. Braun when four decks are in play. The
majority of good casino players use methods based on these findings.

The player who applies the information found in these tables can
reduce the casino’s advantage down to between one percent and two
percent—quite a difference! In addition to this, a simplified, but very
effective, card-counting method can actually give you the advantage
over the casino. Using these methods properly only requires you
remember a single number, rather than an exact list of cards that have
already been played.

Hitting or standing

You may be tempted to hit or stand solely on the basis of the
cards totals you are holding, but you must always consider the dealer’s
upcard when determining whether to hit, double down, split, or sur-
render. For example, you may have a hand of between 12 and 16 and
think it's obvious that you should hit, but if the dealer is showing a 6
or lower, your odds of winning are better if you stand. Conversely, if
the dealer is strong (e.g. showing a 10 for a likely total of 20}, you
will definitely want to take a hit.

Many players think that if they have a low total (e.g., 14) they
should always take a hit—and end up busting more than is necessary.
Because the dealer must hit on 16 and stand on 17, you can use this
rule to your advantage by knowing when to stand, even if your hand
total is not that close to 21.

Winning at Blackjack is all about gauging your hand’s potential
versus the degree of threat posed by the dealer’s upcard. Your strategy
for hitting should depend upon these factors. The degree of threat
posed by the dealer’s upcard is described here:

Dealer’s upcard: Potential threat:

Ace Extreme danger. The undertaker is
flulfing the pillow in your casket.

10 to King Big trouble. You'll be lucky to escape alive.
9 You're a little uptight and maybe in trouble.
T8 Breathe a little easier. The dealer is beatable.
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4106 The dealer’s knees are knocking. You are
in the driver’ seat.

2t03 Wait and see. Be cautious.

The threat posed by the dealer’s upcard is arrived at by simple
arithmetic. For example, the prevalence of 10s and face cards
(accounting for 16 out of every 52 cards) makes the dealer highly vul-
nerable when showing an upcard of 4, 5, or 6. His hole card is likely
to put him in the 12 to 16 range, forcing a hit, probably resulting in a
bust. You need to know the degree of threat the dealer’s upcard repre-
sents, and it should impact your decision whether to take a hit.

Hard-hand strategy

A hand that does not contain an Ace, or has an Ace that counts as
one, is called a hard hand. You must play a bit more conservatively
when you don’t have a “soft Ace” to bail you out of trouble. The best
way to play a hard hand is shown in Fig. 1.

Hit/Stand (Hard) Table

2(3(4|5]16|7]|8|9[10|A

17-21
13-16
12
411

Hit [ swand
Fig. 1: Hitting a hard hand

The strategy for doubling down on a hard hand takes precedence
over simply hitting a hard hand (see Fig. 3).

Always draw a card with any hard total of 11 or less, since there
is no risk of busting.

As illustrated above, you should stand with a hard hand when
your cards total 17 or higher.

1 your hand totals 13 to 16, only take a hit if the dealer is strong
(9 upcard or better) or showing the 7 or 8. The 7 or 8 [orces you to
take a hit, because it is possible that the dealer will end up with a low

hand (totaling 17 or 18), which still beats your 13 to 16.

If your hand totals 12, you should always attack (take a hit)
unless the dealer is very weak (showing a 4 to 6). As we mentioned, if
the dealer is showing a 4 to 6, it is likely that he or she is going to
bust. Wait for that to happen; if you bust first by drawing a 10 to
King on a 12, you'd lose unnecessarily.

Soft-hand strategy

The decision to take a hit also depends on whether you're holding
an Ace or not. A hand with an Ace (used as value 11) is called a soft
hand, except when it’s Blackjack. The word “solt” is used because the
Ace can be changed from an 11 to a one if necessary. Taking hits with
a soft hand is often less risky. Fig. 2 shows what you should do based
on a soft hand and the dealer’s upcard.

D Hit ﬁ Stand
Fig. 2: Hitting a soft hand

As you'll notice by reading the strategy table, you should always
stand when you have an Ace and an 8 or better (i.c., any hand total-
ing 19 to 21). The hand comprised of an Ace and a 7 (totaling 18) is
relatively weak, and you should take a hit if the dealer is showing
strength (9 or better). You should always take a hit when holding an
Ace and a card of 6 or less (totaling 17 or less).

Notice that we are talking about taking a hit on a 17 and (if the
dealer has a strong upcard) on an 18. Normally, this would be danger-
ous and result in a probable bust. However, the flexibility of the Ace,
which can be changed into a one at need, allows you to take risks that
would be unthinkable otherwise.
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If you're allowed to double down on your soft hand, then the
strategy table for doubling down (see Fig. 4) takes precedence over
the chart shown above.

Doubling down

Doubling down is not only optional il you want to win at
Blackjack; it is imperative. It is a powerful play, because it allows you
to increase your bet after seeing favorable cards. It is one of the pri-
mary means of offsetting the house advantage, but you must know
when to do it.

The types of hands which you can double down on vary depend-
ing upon the casino’s rules. You may be allowed to double down only
on 11s or 10s and 11s. Some casinos allow you to double down on
any two-card combination, which is ideal for the player.

Hard-hand-doubling strategy

Fig. 3 shows when you should double down with a hard hand.
Statistically, doubling down is wise when your hand is strong, totaling
9 to 11. You have an excellent chance to draw a 10 or a face card and
ending up with a 19 to 21.

Double Down (Hard)

B Double B pon't

Down Double

Fig. 3: Doubling down a hard hand

Doubling an 11: Logically, the best hand to double down with is
an 11 (because there are so many 10-value cards), and you should go
for it unless the dealer is showing an Ace. If the dealer is showing a 9
or 10, you should still double down unless you're playing a conserva-
tive game.

Doubling a 10: If the dealer is showing a 9 or less, double down.
Although a 9 is threatening, you still have the advantage, statistically
speaking, and if you both pull 10s or face cards, you will beat him by
one point.

Doubling a 9: You should double down a 9 only if the dealer is
weak (3 to 6). Doubling against the dealer’s 7 or 8 is considered a

poor bet, because the dealer is not as likely to bust as when holding a
4to 6.

Soft hand doubling strategy

Fig. 4 shows the recommended strategy for doubling down when
holding a soft hand. The main observation based on this chart is that you
want to take advantage of the dealer when he or she has a weak card.
Equally important, you don't want to double down if you have a hand
totaling 19 or 20, because you may ruin your already strong hand.

Double Down

2]3]4]56]7]8]0 0104

Player

B Double m Don't

Down Double

Fig. 4: Doubling down a soft hand

When the dealer is weak, it’s time to pounce! You want to take
advantage of the dealer when he or she has a weak upcard (e.g., a 5).
Doubling an Ace, 8-9: Never take a hit on a hand this strong!

Doubling an Ace, 6-7: Double the bet and take that hit whenever
the dealer is weak (4 to 6). Additionally, doubling down against the
dealer’s 3 is recommended. Although the dealer is not as likely to bust
with a 3 as with a 4 to 6, the odds are still in your favor.

Doubling an Ace, 4-5: Double down only if the dealers upcard is
a4 to 6. If the dealers card is lower than 4, chances are he or she will
make the hand, avoiding a bust.

Hoyle® Casino
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Doubling an Ace, 2-3: Double down only when the dealer has
the highest probability of busting, with a very weak upcard (5 to 6).

Splitting-pairs strategy

Splitting pairs, like doubling down, is critically important. When
the cards warrant splitting, you must do so, or you will die a slow
death at hands of the house advantage.

In most casinos, you can split pairs as desired. The usual stipula-
tion is that hands containing an Ace, when split, can only be hit once.

What pairs should you split? For starters, never split 10s and face
cards! It is interesting that the rules allow you to split any cards with
a 10 value, such as a Jack and a Queen, even though they're not a tra-
ditional pair. The house is very interested in taking your money and
would enjoy doing so if you decide to split 10-value cards (but they
won't respect you!). Two 10 cards (totaling 20) make a very strong
hand, and by splitting it, you'll be weakening your position immense-
ly. The rule of thumb then is—never do it! Fig. 5 shows when you
should split your hand.

2.2
Don't

Split
Split

Fig. 5: Splitting pairs

Splitting Aces: Always split! An Ace by itself, as the chart shows,
is a far stronger hand than two Aces. Your odds of getting two very
high hands (maybe two 21s) are tremendous.

Splitting 10s: Never split! As we mentioned, splitting 10s 1s
always a no-no. You might as well pull out your wallet and start
handing wads of cash to the house.

Splitting 9s: It is best to split 9s when the dealer is relatively
weak (2 to 6 upcard) so that you can leverage the dealer’s vulnerabili-
ty with an additional bet. If the dealer has an 8 upcard, then you split
9s, because you might catch 10s which would give you winners (19s
over the dealer’s 18). If the dealer has a 9 upcard, then you split 9s
because the dealer likely has 19, which beats your 18 if you stand.
Splitting against the dealer’s upcard of 7 is inadvisable because, statis-
tically, he or she is liable to end up standing pat with a 17, which you
already have beat with an 18.

Splitting 8s: Always split! With two 8s, it's acceptable to split
against the dealer no matter what the dealer shows, even if the dealer
shows an Ace. Split 8s against the dealer’s Ace? Lose twice the money?
At first this seems like a bitter pill to swallow. The fact is, however,
keeping the 8s leaves you with a lousy 16, virtually a guaranteed loser
hand. Splitting the 8s increases your chances of winning just enough
to make splitting it worthwhile.

Splitting 7s: You should split 7s if the dealer’s upcard is 7 or less.
A total of 14 is weak. Starting two new hands with 7s is likely to result
in two 17s. If the dealer has an 8 to Ace upcard, then you want to
stand because you're better off losing one bet (against the dealer’s likely
18 to 21 vs. your 14) than two bets (dealer’s 18 to 21 vs. your likely
two 17s).

Splitting 6s: Split these hands if the dealer’s upcard is 6 or less.
Splitting 6s is risky, because you are likely to get two 16s. Therefore,
you only do it when it looks like the dealer will bust {dealer’s upcard
a2to6).

Splitting 5s: Never split! A pair of 5s makes a very interesting sit-
uation. Together, they combine for a strong 10. Separately, they will
likely catch a 10 and form two miserable hands and one or two prob-
able busts. Consider the 5s inseparable.

Hoyle® Casino
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Splitting 4s: It is unwise to split 4s unless the dealer is showing a
5 or 6. Splitting the 4s results in two weak hands (catching 10s will
make them 14s). Therefore, you only want to split the 4s if the dealer
is in an even more precarious situation than you are (i.e. he or she is
holding a 5 or 6).

Splitting 2s and 3s: Split these hands when the dealer is relative-
ly weak (showing a 7 or less). Against a 7, your long-term winnings
will be marginal. However, against the other, weaker hands, consider
a split mandatory.

Re-splitting

The same strategies apply for re-splitting hands as for splitting
hands. For example, if you split a pair of Aces, and are dealt a third
Ace, of course you should re-split again. After all, if you had confi-
dence enough to split the first time around, why change your mind
now? Don’t waffle, or you may end up confused. Re-splitting is a
powerful tool to even the odds that normally favor the house.

Doubling after a split

Some house rules allow the player the option of doubling down
on one or both hands following a split. All other recommendations for
doubling also apply following a split. For example, if you split 7s,
then draw one 4, you have one hand with 11. Doubling down with a
hard hand of 11 is a necessity because the odds are so favorable.
Therefore, you can place your additional bet beside the 11 to indicate
you want to double down.

Surrendering strategy

In a late surrender, the dealer first checks his or her hole card for
Blackjack. In an early surrender, you can turn in your hand before the
dealer checks the hole card. The house rules determine the type of
surrender that is permissible. Early surrender is not always an option.

Surrender is advisable only when your chances of busting are very
high, and the dealer has a very strong upcard (Fig. 6).

Player | Dealer'

e

Surrender

ﬁ Don't Surrender

Fig. 6: Surrender

Surrender on a 16: II the dealer upcard is a 9 to Ace, save half
your bet by raising the white {lag (i.e., surrender!). The dealer likely
has a strong hand (19 te 21) and you will likely bust if you hit.

Surrender on a 15: If you're holding a 15, only surrender if the
dealers upcard is a 10. If the dealer’s upcard is an Ace, it’s better to
hang in there and not surrender. The dealer must reveal Blackjack (if
he or she has it) before your decision Lo surrender. Therefore, if the
dealer has an Ace showing and he or she does not reveal Blackjack,
you already know he or she does not have a 10-value hole card. You
can beat many of the dealer’s possible hole cards, so don't throw away
your hard-earned money by surrendering against an Ace.

Surrender on a 14: Avoid this. Despite the prevalence of 10-
value cards, your chances of drawing an 7 to Ace are not bad.

Hoyle® Casino

17



18

Blackjack-strategies master chart

Fig. 7 shows the master chart for Blackjack system strategies. This
chart is a compilation of the preceding strategy charts. It shows
whether you should take a hit, stand, double down, split pairs, or
surrender based on your hand and the dealer’s upcard. This chart is a
highly functional memorization tool.

MASTER CHART
Favorable Multiple Deck Rules
(Doubling Allowed After Splitting - Late Surrender Allowed)

PLAYER DEALER _
2 3 4 5 6 7 8 9 10 A
7- H H H H H H H H H H
8§ H H H H H H H H H H
9 H D D D D H H H H H
10 D b D D D D D D H H
11 D D D D D D D D D H
12 H H S S S H H H H H
13§ § § § § H H H H H
14 § § § S S H H H H H
15 § § § § H H H X H
16 S S § § § H H X X X
AZ H H H D D H H H H H
A3 H H H D D H H H H H
A4 H H D D D H H H H H
A5 H H D D D H H H H H
A6 H D D D D H H H H H
A7 S D D D D S S H H H
A8 S § § S§ § S S S S S
A9 S § § S § s §5 S S 5§
22 spl spl spl spl spl spl. H H H H
33 spl spl spl spl spl spl H H H H
44 H H H spl spl H H H H H
66 spl spl spl spl spl H H H H H
77 spl spl spl spl spl spl H H H H
88 spl spl spl spl spl spl spl spl spl spl
99 spl spl spl spl spl 'S spl spl S S
AA spl spl spl spl spl spl spl spl spl spl
H = Hit S = Stand spl =Split ~ X= Surrender

Do not split 55 and 10s. Always split 88 and AA.

Fig. 7: Blackjack-strategy master chart

Buying insurance

When you buy insurance, you bet on the probability of the dealer
having Blackjack. You can only make this bet when the dealer’s
upcard is an Ace. You bet half of your original bet that the hole card
has a rank of 10, and the dealer is holding Blackjack. If the dealer has
Blackjack, this bet pays 2 to 1.

If an Ace is the upcard in the dealer’s first two cards, the dealer
must ask each player if he or she wants to buy insurance. (You must
have enough money to cover this bet to be eligible.) After all insur-
ance bets are made, the dealer checks the hole card.

If the hole card is a Ten or a face card, the dealer shows the
Blackjack hand to all players and pays off winning insurance bets. If
the hole card does not make Blackjack, the dealer collects losing
insurance bets and continues play without showing the hole card.

Although buying insurance may seem to be a favorable bet, in
most cases, the odds actually weigh against you. You generally
should never consider buying insurance, unless you know for certain
the deck is extremely rich in high cards (see the section below on
counting cards).

Card-counting strategy

The strategies outlined above assume a balanced deck. Card-
counting is used to determine the probability of the deck containing
cards that are either favorable or unfavorable. Players that count cards
attempt to keep a count of the cards as they are dealt, but they pay
more attention to specific ratios of important cards, rather than know-
ing exactly which cards have been dealt and which are left in the
deck. Cards are usually counted in ratios of large cards to small cards.

One common system, developed by a mathematician named Dr.
Edward Thorpe, assigns the following values to each card that is
removed from play:

2,3,4,5,6=1+1

7, 8,9 = 0 (neutral cards)

10,],Q, K, A=-1

For example, after one hand in which a 10, 10, ], Q, A, A is
played, the count will be -6. This is called the running count. This
count reflects the balance of 10-value cards (and Aces) to low cards
(2, 3, 4, 5, 6) as they are dealt.
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To accurately apply the running count in a real-life situation, you
must also factor in the number of card decks being used. The result of
this caleulation is called the true count. The true count is obtained by
dividing the running count by the number of half decks (26 cards per
half deck) remaining to be dealt. The true count is often a more accu-
rate indicator than the running count, because it accounts for the
number of decks used in a game.

The true count can be calculated at any time. For this reason, the
running count is the number you must remember each hand.

True count example

A single deck of cards is used for this example. The low cards to
be counted are 2s, 3s, 4s, 5s, and 6s. The high cards to be counted
are Aces, 10s, and face cards. The deck starts with sixteen (16) 10-
value cards and sixteen low cards.

In a game with two players (and the dealer of course), at the end
of the first round of play, assume the running count is +2. The dealer
has a 3, 4, and 10 (+1), the first player has a 2, 6, and Q (+1), and the
second player has a 7 and 9 (0). This adds up to +2. This count indi-
cates there are two more high cards than low cards left in the deck.

Eight cards were dealt, which means that four small cards and
two 10-value cards were played. The deck now holds 14 high cards
and 12 small cards. The running count (+2) indicates a [avorable
count, but the deck still holds a high number of small cards.

Now assume 30 cards have been dealt and the running count is
stiil +2. The deck now holds 10 high cards and eight low cards.
Though the running count is the same, the deck is actually much more
favorable to the player than when only eight cards had been dealt.

The true count is determined by dividing the running count by
the number of half decks remaining to be dealt. After eight cards have
be 'n dealt, almost two half decks remain. The running count divided
by two equals +1. The running count after eight cards is +2; the true
count is +1. The true count is already slightly more accurate in weigh-
ing the higher number of small cards remaining in the deck.

After 30 cards have been dealt, the running count (+2) is divided
by 0.5 (half of a half deck). The running count after 30 cards is +2;
the true count is now +4. In this game, where the running count stays
at +2, as more cards are dealt from the deck, the true count shifts in
favor of the player.

How to read the count

A higher count (any count with a plus [+] sign) means more low
cards than high cards have been dealt, so the deck is loaded with high
cards, which is more favorable to the player. A deck rich in high cards
favors the player, because the player has a better chance of drawing
Blackjack. This is important because Blackjack pays better to the play-
er (3 to 2) than for the dealer. Also, when the count is high the dealer
is more likely to bust, because he or she must draw on any hand
below 17.

Conversely, a lower count (any count with a minus [-| sign)
means more high cards than low cards have been dealt, so the deck is
more favarable to the dealer. The dealer will bust less often with a
lower count.

A neutral count is neither favorable or unfavorable.

Using the count when betting

You can use the true count to determine how much to raise or
lower your bet. Obviously, you want to be betting more when the
count is higher to take advantage of your increased probability of win-
ning. Use the following table as a guideline for betting based on the
true count. Multiply the unit number by the amount of your mini-
mum bet.

If the true count is: Bet this amount:

Any negative number . ... .. ... .. 1 unit
O 1 unit
Bl vrinis v on wn s e B e e 2 units
+2 ... ... .....3units
4 ... ... Uunits
g R L 4 units
e T 6 units
FO o wnew o s o RSSO G TR S RO 6 units
i R &8 units
+8 10 units

FOATADOTE : oo oo oy v 5 v 12 units

(or maximum bet limit)
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Counting Aces

It is also important to know whether the deck is Ace-rich, Ace-
poor, or neutral. The running count and true count include Aces in
the high-card count. However, it is also useful to keep track of the
number of Aces left in the deck. A deck that is full of high cards but
also Ace-poor yields few Blackjacks.

Because a deck holds four Aces, normal distribution is two Aces
per half deck. If one Ace or zero Aces are dealt in a half deck (on
average), the remaining half deck is Ace-rich. If two or more Aces are
dealt in a half deck (on average), the deck is Ace-poor. When the true
count is positive and the deck is Ace-rich, you may want to add an
extra unit to your bet. Conversely, if the deck is Ace-poor, you may
want to subtract a unit from the bet.

Playing in Nevada

Counting cards is not illegal, although in Nevada the courts have
given the casinos permission to bar counters by throwing them out—
gently, of course. The Nevada pit bosses are on the lookout for coun-
ters, so you should try to abide by a couple of behavioral tips:

1. Avoid lowering your bet whenever the dealer re-shuffles.

2. Be nonchalant, and try to appear relaxed. If you appear as deep in
thought as Einstein pondering metaphysics, don' be too surprised
if they catch on.

3. Don't brag if you're winning, and avoid attracting too much atten-
tion to yourself.

4. Stay sober.

5. If you attract the attention of the pit boss, suspend your careful
observation of the cards. The pit boss will watch to see how
carefully you scrutinize the cards just before they’re removed
from play.

EE

e

‘%ﬁ%ﬁ

. Learn the fundamental strategies as to when to hit or stand
‘on your hand relative to the dealer’s upcard,

. Always double down and split pairs when the basic strategy

calls for it. Doing so improves your odds significantly because

you are allowed increase your bet under favorable conditions.

* House advantage (without doubiing or splitting):
approximately 4 percent

* House advantage (with doubling or splitting):
approximately 1.5 percent

General rule: be conservative hitting if the dealer has a weak
upcard (3, 4, 5, or 6).

Example: You have 14, and the dealer has a 6 showing.
* Recommendation: STAND, don't risk busting!
* Reason: Dealer will likely bust. Assume a 10-value card is

in the hole which gives the dealer 16. Dealer will then
need a 5 or below to avoid busting,

General rule: Be aggressive hitting if the dealer has a strong
upcard (A, 10, 9, or 8).

Example: You have 14, and the dealer has a 10 showing.
* Recommendation: HIT

* Reason: Dealer will likely end up with a strong hand.
Assume a 10-value card underneath which gives the dealer
20. Even if the dealer's down card isn’t a 10, there is better
than a 60 percent chance the dealer won't bust.

Raise your bet with a “10-rich” deck. If you feel (or know by

counting) that there are more 10s and Aces left in the deck

than low cards (2 to 6) then increase the amount of your bet

significantly. A 10-rich deck increases the odds the dealer

will bust.

* Player advantage (counting cards): approximately 1.5
percenl:

* Note: Blackjack is one of the few casino games where the

player can actually shift the odds to his or her favor.
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What is Craps? | |

Craps is a dice game and, as such, it belongs to an ancient Lrgd&
tion. Julius Caesar made the most poignant contribution to the hllstor—
ical relevance of dice games when he crossed the Rubicon, plunging
Rome into civil war, with this utterance: “The die is cast.” Needless to
say, his enemy, Pompey, was put to flight.

Dice are the oldest gambling implements known to man. The ear-
liest written reference concerning dice is from the Mahabharata, an
old Indian epic that mentions loaded dice. As the worlds pre-em‘inem
“randomizer,” dice have always presented a challenge to die-hard
gamblers looking for the big payofl. Every concr::ivable m{?Lhod has
heen employed to try to control these whimsical cubes. The;e meth-
ods include sanding sides, bevelling and cutting edges, adding extra
pips, and filling dice with loads, so chosen siqes come up more fre-
quently. Most of these efforts have been especially applied to the game
of Craps, as it is the dice game of choice in most parts of the gam-
bling world. One anonymous individual went 50 f_ar as to apply his
skills at cabinet-making to transform a pool table into a home~madst
Craps table, and he practiced throwing dice lour hout‘s a day, charting
every roll. Months of effort followed by years of fine-tuning eventually

yielded results; his record in Las Vegas is 112 rolls without a seven.
Needless to say, he doesn't build cabinets anymore.

How the game is played

Craps is a fast and exciting game with lots of action. A good stick-
man chatters a lot and adds to the atmosphere! You can win (and
lose) large amounts of money in a very short period of time. Craps
offers very favorable odds to the player. If you bet wisely, the house
has no more than between a 0.6 percent and 0.8 percent advantage.

You can bet with or against the dice, and you can make continu-
ous bets with each roll. When you bet with the dice (right betting)
and win, you are almost always paid off at better than even money. Of
course, the higher the payoff, the less likely it is that you will win.

Players stand around a large table (with high sides to catch the
dice), where the shooter rolls two matched dice. The table has a bet
layout (Fig. 1) to show where bets should be placed and what odds
are paid. All bets are placed against the house. The Stickman handles
the dice, passing them to the players; two Dealers (one on each side)
handle the bets; and the Boxman watches over the casine’s bankroll.

BOXMAN DEALER
4|5 [si%] 8 &
FLACE - DTS &
HARDWAYS =
LILL COME i
@E" D,
BB BB | o (o263 4 9 10 11 {58 e
(owimeiEEs ) (B @) ~_ FIELD = ¥
4m1 ANY SEVEM 4wl | @(E} = W EE
qu T @ug} @v\@' PASS LINE
AR ERE | g
STICKMAN

Fig. 1: The Craps betting layout

The bets are placed on different parts of the layout (depending on
the bet and the roll). Players bet amongst themselves, either with the
shooter (right betting) or against the shooter (wrong betting).

Only one player has control of the dice at one time. The numbers
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thrown by the shooter determine all bet payolffs. In casinos, the turn
of the shoot moves around the table clockwise.

Refore the first roll, the shooter usually makes a “line bet.” The
two possible line bets are:

1. Pass (Front Line).

2. Don't Pass (Back Line).

When you bet on the Pass Line, you are betting with the dice .(or
the shooter) to win with a natural (first throw), or to make the point
belore sevening out. When you bet with the dice, it is referred to as
right betting. The casino has a 1.4 percent advantage on a Pass-Line
bet.

When you bet the Don't Pass Line, you bet against the dice
(wrong betting). To collect this bet, the shooter must roll a 2 or 3 on
the first toll (12 is barred by the house to prevent your advantage
over the casino), or seven out before rolling the point. By barring the
12, the casino gains a 1.4 percent advantage over a Don't-Pass bettor.

After placing the line bet, the shooter rolls the dice.

The come-out roll

The first roll of a turn is called the come-out roll. If the shooter
bet the Pass Line and rolls a natural (a 7 or 11) on :he‘ first roll, he or
she and all of the players that bet the Pass Line win. It the 5hnsater
rolls a Craps (a 2, 3, or 12) on the first roll, the shooter and all other
right bettors lose. |

If the shooter rolls any other number (i.e.,a 4, 5, 6, 8,9, or 10)
on the first roll, then that number is set as the point number. V\z’ltlt‘.l‘l
the point is established, a black-and-white disk is plan:._ec.i Whl\_lt‘. side
up (marked “on”) in the box containing that number (Fig. 2).

———F PLACE + BETS T———

4|5 |s¥| 8|10

PLACE | BETS

Fig. 2: Point numbers

At this point, players can bet free-odds on the Line bets.
Assuming right betting, the shooter then continues o try (o roll that

point number before rolling a 7 to win. If the shooter rolls the 7
before the point, the shooter sevens out (loses). As long as the shooter
continues to roll for the point, players can make and collect on a vari-
ety of bets up to when the point is won, or the shooter sevens out.

A come-out roll can occur in any of these situations:

1. After the previous shooter sevens out; a new roller is “coming
out.”

2. After a shooter rolls a 7 or 11 on a previous come-out roll
(immediate win for Pass Line bettors): the same roller is
“coming out.”

3. After a shooter rolls Craps (2, 3, or 12) on a previous come-
out roll; the same roller is “coming out.”

4. Alfter a shooter makes his or her point by repeating it before
rolling a 7; the same roller is “coming out.”

Betting in Craps

You need to know the different bets on the Craps layout to be
able to play the game. The bet you make must meet the minimum bet
requirement for the table. The following bets are available on the
Craps layout:

—Pass Line /Don't Pass

—Free-odds bets on Line bets

—Come/Don’t Corme

—TFree-odds bets on Come bets

—Place Numbers

—Buy bets

—TLay bets

—TField Numbers

—DBig 6 or Big 8

—~Center or Proposition bets

Pass/Don’t-Pass bets

Players bet with or against the shooter as to whether or not the
point will be made. These bets pay even money. You can place a Pass
bet on the come-out roll, or after a point is established, but you can-
not remove the bet after placing it. You can only make a Don’t Pass
bet on the come-out roll.
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Fig. 3 shows the Pass and Don't Pass bets on the Craps layout.

Don't Pass Bar B
PASS LINE  /

o 9 10 11 Vi5F
«9@ 3 4FIELD 1 7)

Don't Pass Bar HE
PASS LINE

Fig. 3: Pass/Don't Pass bets

Here are a few examples that shows how the Pass/Don't Pass bets
works:

1. You place a $5 bet on the Pass Line. The shooter rolls a 6 on the
come-out. This establishes 6 as the point. This roll has no effect
on your bet. The shooter then rolls a 5, 8, 6 in succession. You
win on the 6 and are paid $5 (even money).

[

. You place a $10 bet on the Pass Line. The shooter rolls a 9 (mak-
ing 9 the point) on the come-out. The shooter then rolls a 7, and
you lose the bet.

3. You place a $10 bet on the Don't Pass Line. The shooter rolls a ©
on the come-out to set the point. The shooter then rolls a 7, and
you win $10 (even money) for your Don't Pass bet.

4. With $5 on the Pass Line, the shooter throws a natural (7) on the
come-out roll. You win $5.

Pass-Line bets and Don’t Pass with free-odds

A Pass Line or Don't Pass with free-odds bet is a wager that can be
made in addition to your original Pass or Don't-Pass bet. A free-odds
bets success (win/loss) is dependent upon the success of your Pass or
Don't-Pass bet.

Though free-odds bets are not marked on the layout, they are a
legal bet and a very important factor in helping the player decrease
the casino’s advantage.

You can make free-odds bets after the point has been established
on the come-out roll. The free-odds Pass-Line bet can equal the

amount you originally bet on the Pass Line, or it can be a multiple of
the original Pass-Line bet (depending on specific casino rules). The
free-odds Don’t-Pass bet equals the amount of the payoff for the origi-
nal Don't-Pass bet, or can be a multiple of the payoff for the original
Don't-Pass bet. Most casinos allow 2x (double) free-odds whichoallows
the player to make a free-odds bet equal to twice the amount of a
Pass-Line bet.

You place a free-odds Pass-Line bet on the area behind your origi-
nal Pass-Line bet (just outside the layout line). You place a free-odds
Don't-Pass bet just to the side of the original Don’t-Pass bet.

A Pass-Line/Don't-Pass bet pays at even money (house: 1.4 per-
cent advantage). A free-odds bet is paid at true odds (casino: Q per-
cent advantage). By combining a Pass-Line bet with a free-odds bet,
the casino’s advantage is lowered to approx. 0.6 percent (it is lowered
even more if higher multiples are allowed such as 3x, 5x, etc.).

The payolf ratios for free-odds bets are:

Pass with free-odds: House payoff:
4orl 2-1

5o0r9 3-2

6or8 6-5

Don’t Pass with

free-odds: House payolff:
4 or 10 1-2

50r9 2-3

6or8 5-6

You must lay odds when making Don’t-Pass bets. This means you
are paid at less than even money. The payoffs are low on Don't-Pass
because the odds favor the shooter sevening out, making this bet a
probable win.
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Here are some examples of Pass/Don't-Pass bets with free-odds
(assume double [2x] [ree-odds):

1. You bet $5 on the Pass Line. The shooter rolls a 4 on the come-
out, setting the point. You then place $10 behind your original
bet for a Pass-Line bet with free-odds. A point of 4 gives you 2 to
1 odds. The shooter rolls a 6; your bet is unaffected. The shoo}'e_r
rolls a 4. You win $5 (1 to 1) for your Pass-Line bet, and $20 (2
to 1) for your free-odds bet.

2 You bet $5 on the Pass Line. The shooter rolls a 6 on the come-out,
setting the point. You then place $10 behind your Pass-Line b_et for
free-odds. This bet pays 6 to 5 for a win. The shooter rolls a 6. You
win $5 for your Pass-Line bet and $12 for your free-odds bet.

3. After betting $15 on Don't Pass, the shooter rolls a 5‘. You rplace.
$30 for free-odds to the side of your Don't-Pass bet. The shooter
rolls a 4, 12, and 7 in succession. Since the shooter sevened out
before rolling the point, you win this bet. Your Don’t-Pass bet
wins $15, and your free-odds bet on a 5 pays off at 2 to 3; you
win $20 for this bet for a total of $35.

Come/Don’t-Come bets

The Come bet has the same characteristics as the Pass-Line betj
but it can only be made after the come-out roll. As with the Pass-Line,
Come bets are paid at even money. Players bet on \’Vheﬂ"llfil' or not the
dice will “come right” (win) or “come wrong" (lose) begm_mng with
the next roll. You can continue making new Come bets with each roll
of the dice. Fig. 4 shows the Come and Don't-Come bets on the

Craps layout.

- Don't
PLACE T BETS T——7 Cgme
4 |5 x| 8 10| 5%

| COME

Fig. 4: Come/Don’t-Come bets
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As in a Pass/Don’t-Pass bet, the first roll after a Come bet wins on
aforll andlosesona 2,3, or 12. A point is set for the Come bet
(called a “come point”) on any other result (4, 5, 6, 8, 9, or 10), and
the Come bet wins if the point is made on a subsequent roll before a
7 appears.

Conversely, to collect on a Don't-Come bet, the shooter must roll
Craps (a 2 or 3 on the next roll; 12 is barred by the house to prevent
your advantage over the casino) or 7 out before rolling the come-
point again.

The betting can be complicated if you make Pass bets and Come
bets simultaneously. Its possible, for example, to lose your Pass-Line
bet on a roll of 7, yet win your Come bet with the same roll.

Come/Don’t-Come bets with free-odds

A Come/Don't-Come [ree-odds bet is a wager that can be made in
addition to your original Come/Don’t-Come bet. The success of the
free-odds bet (win/loss) is dependent upon the success of your
Come/Don’t-Come bet. For example, you win the free-odds Come bet
if you win the original Come bet.

Except for the fact these bets modily a Come/Don’t-Come bet,
they function identically to Pass/Don't-Pass bets with free-odds. They
also pay exactly the same, at true odds, thus reducing the casinos
edge to approximately 0.6 percent.

You place a free-odds Come or Don't-Come bet just to the right of
the original Come or Don't-Come-bet chips (alter they have been
moved to the Place Number of the point). These bets are not marked
on the layout.

Free-odds bets on Come bets are not in effect on subsequent
come-out rolls. If you lose the original Come bet, the house does not
take the free-odds bet. Free-odds bets on Don't-Come bets are always
working,

Examples of free-odds Come bets:

L. The Pass-Line point is 6. You make a Come bet of $5. The shooter
rolls a 5 to establish the come point. You then make a [ree-odds
Come bet of $10.

Scenario (a): The come point is 5. The roller throws a 6, and the
Pass-Line gets paid. The next come out roil is a 7. You lose your
$5 Come bet, but your $10 free-odds bet is returned to you.
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Scenario (b): The come point is 5. The shooter rolls a 7. You lose
both your Come bet ($5) and your free-odds bet ($10) for a total
loss of $15.

Scenario (c): The come point is 5. The shooter rolls another 5.
You win both the Come bet ($5) and the Come bet free-odds
($15 paid at 3 to 2) for a total gain of $20.

Free-odds-bet special allowances

Under certain situations, most casinos allow players to bet more
than the strict multiplier allowed for Pass/Come free-odds bets. These
bet exceptions are beneficial to the player and make it easier for the
casino to make payoffs.

There are two types of single-odds-bet exceptions.

First, most casinos will allow a $6 free-odds bet (ona 5 or g
point) on a $5 Pass/Come bet. Casinos will allow you to round up (by
as much as $5) to accommodate an easy 3 to 2 payoll.

The first exception is as follows:

Point: Pass/Come bet: Single-odds-bet
(exception):

5o0r 9 (3 to 2 payoff) $5 $6

5o0r9 $25 $30

5o0r9 $35 $40

5o0r9 etc. etc.

Second, if you bet any multiple of three as your Pass/Come bet,
then you can make a free-odds bet (on a 6 or 8 point) that is 5/3 times
the value of the original Pass/Come bet. This is known as a three-unit-
bet special allowance for single-odds bet on the 6 or 8 point.

The second exception is shown here:

Point: Pass/Come bet: Single odds (three-
unit-bet exception):

6 or 8 (6 to 5 payoff)  $3 $5

6or8 $15 $25

6or8 $30 $50

Hor8 bet (divisible by 3) (5/3 x bet)

There is one type of double-odds-bets exception on points of & or 8.
1f you bet any multiple of two as you Pass/Come bet, then you can make
a free-odds bet (on a 6 or 8 point) that is 5/2 times the amount of the
original Pass/Come bet.

This is known as a two-unit-bet special allowance for double-odds
bets on the 6 or 8 point and is shown here:

Point: Pass/Come bet: Double odds (two-
unit-bet exception):

6 or 8 (6 to 5 payoff) $2 $5

6or8 $10 $25

Hor8 - $20 $50

6or8 bet (divisible by 2) (5/2 x bet)

Place-Numbers bets

With this bet, you bet that a particular number will appear before
a 7. You can make a place bet after the come-out roll. You can place a
et »arh 0 BT o - (i1 .
bet on each or every place number (Fig. 5). You can remove, reduce
or add to a place bet at any time prior to the next roll. Place bets are
valid (working) on all rolls except the come-out roll.

_ Place-Numbers bets are placed in the rectangles just below the

Place-Numbers boxes. \

Payolffs for place bets are shown here:

4 |5 [sX| 8 ET0

Fig. 5: Place-Numbers bets

Number: House Payoff: Recommended bet
amount:

4 and 10 9-5 multiples of $5

5 and 9 7-5 multiples of $5

6 and 8 7-06

multiples of $6

Don’t-Place-Numbers bet

With this bet, you bet the shooter will roll a 7 belore rolling a par-
ticular number. You can make a Don't-Place bet after the come-out roll.
You can place a bet on each or every place number. You can remove,
reduce, or add to a place bet at any time prior to the next roll. Don’t-
Place bets are valid on all rolls except the come-out roll. These bets are
placed in the rectangles just above the Place-Numbers boxes.
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Buy bets

Buying a bet is similar to making a Place-Numbers bet; you bet
that the number will be made before a 7. But this bet is made slightly
differently, and the casino’s advantage is different as well. You must
pay the casino 5 percent of the amount of the bet you place. The
house commission is taken directly from your bankroll and is not
reimbursed if you remove the bet.

Buy bets are placed in the upper-third portion of the Place-
Numbers boxes. Buy bets pay off at true odds. You cannot make a
Buy bet on a come-out roll. After you place a Buy bet, it is working
on all rolls except subsequent come-out rolls.

Lay bets

Making a Lay bet is similar to making a Don't-Place-Numbers bet.
For example, if you think the next roll will be a 7, you could make
Lay bets against all numbers instead of making a Don't-Come bet. To
make this bet, you must pay a 5 percent commission to the house
based on the payoff. The house commission is taken directly from
your bankroll and is not reimbursed if you remove the bet.

Lay bets are placed in the upper-third portion of the rectangles
the farthest above the Place-Numbers boxes, at the top of the layout.
Lay bets pay off at true odds. You cannot make a Lay bet on a come-
out roll. After you place a Lay bet, it is always working except on sub-
sequent come-out rolls.

Field bets

A Field bet is a bet on the number 2, 3,4, 9,10, 11, or 12 being
rolled, regardless of what the point is. (This bet is always working,
even on the come-out roll.) Fig. 6 shows the Field bets on the Craps
layout. The next roll of the dice immediately determines whether this
het wins or loses.

Field bet: House payoff:
3.4,9, 10, 0or 11 Even money
2orl2 20l
5,6,7,0r8 Bet loses

Big 6 and Big 8

.['L_'F.I" Pmig 6 or Big 8, the shooter must roll a 6 or 8 before sevening
out (Fig. 6). This bet is always working and can be placed at any
time. It pays at even money. ‘

Fig. 6: Field and Big-6/8 bets

Center or Proposition bets

Proposition bets (sometimes called Center bets) are located at the
center of the layout. They are made by giving chips to the dealer who
will pass them to the stickman, cor, as with the Hardway bet, tossing
them to the stickman directly. Center bets are always u\;orkiﬁg_ in ;
most cases, the next roll determines the outcome o'f the bet i'ﬁ-f-x-:eo—
tion: Hardway bets). Fig. 7 shows the Center bets. o

s HARDWAYS N

2101 ?rol

R R

701 7101

©®

OMNE ROLL BETS A ( }{:).
1 (C
4701 AMNY SEVEM 47101

-

Trol ANY CRAPS 7ro1 |

Fig. 7: Center bets

A Hardway bet is a bet that a Hardway roll (a specific number
nJ'd{]r with doubles) will occur before the bet is lost. Unlike the other
Center bets, a Hardway bet continues working until the same number
comes up easy (i.e., without doubles), the shooter sevens oul, or the
shooter rolls the hard 4, 6, 8, or 10 (and collects this bet).
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Center bet: House payoff:
Any 7 4101

Any Craps 7wl
2or12 3001
3orll 15t01
Hardway 4 or 10 7ol
Hardway 6 or 8 Stol

Combining Center bets (Horn and C&E bets)

To enhance the repertoire of bets advantageous to the casino,
individual Center bets can be combined to form new, equally unat-
tractive bets—the Horn bet and the C&E bet.

The Horn bet is a four-way bet combining the 2,3, 11, and 12
Center bets. It requires four chips to make this bet (or multiples of
four). The casino pays the winning number and subtracts the other
chips from the payofi.

The C&E bet is a combination of the Any-Craps bet and the 11-
bet. It requires two chips (or multiples of two). The casino pays the
winning number and subtracts the other chip from the payofl.

Craps statistics

The odds of rolling various combinations with two dice is a sim-
ple calculation. Thirty-six combinations are possible with two dice
and are shown here:

Roll: Dice combinations:

2 1:1

3 25 152

B 3:1; 13, 222

5 4:1, 1:4, 3:2, 2.3

6 51, 1:5,4:2,2:4, 3:3
7 6:1, 1:6, 5:2, 2:5, 4.3, 34
3 6:2, 2:6,5:3, 3:5, 44
9 6:3, 3:6, 5:4, 4.5

10 6:4, 4.6, 5:5

11 6:5, 5:6

12 6:6

You can easily tell from this chart the numbers that occur most fre-
quently. For example, 7s occur more irequently than any other num-
ber, with six possible dice combinations (6:1, 1:6, 5:2, 2:5, 4:3, and
3:4) out of 36. These combinations translate into the following odds:

Roll: Odds:
2orl2 35101
Jorll 17to 1
4 or 10 11to 1
5o0r9 8ol
6or8 62101
7 S5tol

These are the true odds for the various dice rolls in Craps. The
house does not always pay out at the true odds. For example, the
Center bet on a 7 pays at 4 to 1. It this bet paid at true odds, it would
pay 5 to 1. By paying at 4 to 1, the casino obtains a 16.67 percent
edge. Ergo, if you make Center bets on a 7, you can lose a lot of
money quickly.

You need to know when the house is paying at these true odds
and when it’s not. Odds and recommendations for the various Craps
bets are listed here.

Pass / Come and Don’t-Pass / Don’t-Come bets

With Pass / Come bets, your chances of winning on the come-out
roll are greater than your chances of losing. However, alter you've
made a point, the odds decline drastically. The true odds against
repeating the roll of a point before rolling a 7 are:

2 to 1 against making the point 4 or 10.

3 to 2 against making the point 5 or 9.

6 Lo 5 against making the point 6 or 8.

The overall casino advantage on these bets is 1.41 percent,

The casino would normally be at a disadvantage on Don't-Pass /
Don't-Come bets, but maintains its advantage by barring the 12. The
end result is an almost identical 1.4 percent edge on Don't-Pass /
Don’t-Come bets.

Pass / Come and Don’t Pass / Don’t Come
with free-odds bets

The [ree-odds bet is the only bet in Craps where the house does
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not have an advantage over you. Bet as much as you can on free-odds.
Naturally, the casinos would be uninterested in wagers paying true
odds outright. They tolerate this by “marrying” the free-odds bet to
the Pass / Come bet (you can't make one without the other).

Pass / Come and Don’t-Pass / Don't-Come bets with single odds
gives the casino a 0.8 percent advantage. If you make this bet with
double odds, it gives the casino a 0.6 percent advantage.

Once you make the free-odds bet, don’t remove it! You won't find
a better bet at the Craps table.

Place -Numbers bets

If you want to make Place-Numbers bets, bet on 6 and 8 (for bet-
ter odds). It is still better to take free-odds on Come bets for 6 and 8,
since they pay off at true odds.

Number:  House Payoff: ~ True Odds: ~ House Advantage:
4and 10 9-5 2-1 6.67%

5and 9 7-3 3-2 4.0%

6 and 8 7-6 65 1.52%

Field bets
Field bets have higher odds and are less favorable to players. The
house has a 5.5 percent advantage on these wagers.

Big 6 / Big 8
Big 6 or Big 8 is not a good bet to take. The house has a 9.09 per-
cent advantage on this wager.

Center or Proposition bets

All of these are terrible bets and clearly favor the house. More
experienced Craps players aveid these bets.

Any Seven. The house pays 4 to 1 (the true odds are 5 to 1). The
house advantage is 16.67 percent.

Any Craps. The house pays 7 to 1 (the true odds are 8 to 1). The
house advantage is 11.1 percent.

2 or 12. The house pays 30 to 1 (the true odds are 35 to 1). The
house advantage is 13.89 percent.

3 or 11. The house pays 15 to 1 (the true odds are 17 to 1). The
house advantage is 11.1 percent.

Hardway 4 and 10. The house pays 7 to 1 (though the true odds
are 8 to 1). The house advantage is 11.1 percent.

Hardway 6 and 8. The house pays 9 to 1 (though the true odds
are 10 to 1). The house advantage is 9.09 percent.

Strategies for winning at Craps

Most of the skill involved in Craps is in knowing the odds for the
various table bets and not placing a bet when the odds are unfavor-
able. Tn Craps, there are bets that give the house a 16.67 percent
advantage (Any 7, for example). However, a player can limit the
house advantage to approximately 0.6 percent by adhering to Pass,
Come, and [ree-odds betting,
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 A. Always bet the Pass Line on the come-out roll.

i C. Always take free-odds bets on the Pass-Line and Come bets.

1. Winners:
e Natural: 7 or 11 on the come-out roll il
« Repeating the point established on the come-out roll before
rollinga 7
2. Losers:
* 2,3, 0r 12 (craps) on the come-out roll
» Rolling a 7 before repeating the point established on the
come-out roll
3. Payoll: Even money
4, House Advantage: 1.4 percent
. Bet the Come bet.
1. Winners: e
« Natural: 7 or 11 on the first roll after the come bet is made
« Repeating the “come point” before rolling a 7 '
2. Losers:
e 2,3, or 12 (craps) on the first roll after the come bet is
made ;
« Rolling a 7 before repeating the “come point”
3. Payoff: Even money
4. House Advantage: 1.4 percent

1. Winners: _ . 0

« Repeating the “point/come point” before rollinga 7

2. Losers: _ T -

« Rolling a 7 before repeating the “point/come pomt

3. Free-odds bet returned:

« Free-odds bets are not working on the come-out roll.
Therefore, if you have active free-odds bets on one or more |
“come points” when a 7 is rolled on the come-out roll then | -
these free-odds bets are returned to you-of course you do |
lose your original come bet, though. o

4. Payoll: _
* 4 or 10 point number yields 2 to 1 payolf
« 5 or 9 point number yields 3 to 2 payoll
» 6 or 8 point number yields 6 to 5 payoff
5. House Advantage: 0.0 percent

What is Keno?

Keno is a type of lottery similar to state lotteries common
throughout North America. These games have a long tradition of suc-
cess (at least from the perspective of the lotteries” sponsors). Keno is
no exception. Lotteries are unique in that, unlike many forms of gam-
bling, they are not only state-sanctioned, they're often state-spon-
sored. It is likely that arguments over the propriety of state-run gam-
bling have been going on for millennia. Augustus Caesar held the first
recorded public lottery; his purpose was to raise funds to beautify the
city of Rome.

La Lotto de Firenze, a lottery game that appeared during the
Renaissance in Italy, has been played for over 450 years, with only a
few sporadic breaks caused by local wars. In 1870, it was renamed
the Ttalian National Lottery (state-run, of course).

China has also reaped the civic benefits of state-run lotteries. The
construction of the Great Wall of China was funded in part by
Chinese lotteries. In later years, the bureaucratic ties of the Chinese
lotteries were severed, and the games really spread their wings.
During the White Pigeon Ticket lottery, carrier pigeons were used to
take tickets and deliver winnings to its patrons. Pigeons were not the
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conveyance of choice, in this case, but were used because the game
was officially banned.

Lotteries entered the United States through the eastern corridor,
during the era of the transcontinental railroad. The Chinese immi-
grants, who built the railroad, played a game that the Americans soon
adopted, re-cast, and dubbed the “Chinese Lottery.”

Keno, as played in American casinos, is the direct descendant of
the Chinese Lottery. Keno uses a see-through plastic globe called the
cage that contains air-blown ping pong balls. This device i used to
generate the random, winning numbers in Keno.

How the game is played

You play Keno by filling out a Keno ticket and turning it in at the
counter in the Keno lounge. In most casinos, the tickets are easily
obtainable wherever you go, especially in the bars and restaurants.
You can even play it while you're in the midst of another game.

Each Keno ticket has 80 numbers, corresponding to the 80 num-
sers printed on ping pong balls contained in the Keno cage, from
which the winning numbers are derived.

When you turn in the ticket, you are registered for the next game.
When the game begins, the numbered ping pong balls are spit from
the Keno cage into the goose, an outlet that takes the balls one at a
time. The number on each ball is flashed on brightly-lit screens locat-
ed in the Keno lounge and throughout the casino. The numbers
remain lit until the game is completed (i.e., 20 numbers are drawn).

You win if you picked a sufficient nwmber of correct balls, based
on the payoff chart provided for the bet you made.

The ticket
In addition to showing the 80 numbers you can bet on, the
lickets contain boxes for other information including;
1. Your name
2. The number of games (bets) you want to play

3. The amount of each bet

4. The total amount of money you're betting (this equals the number

of games you're playing times the amount of each bet).

You [ill out the tickets with a black pen, drawing an “X" through
the numbers you pick to win. In Hoyle Casino, you can pick 1 to 15
numbers or 20 numbers.

Betting

Most bets in Keno are designated by the number(s) you pick. For
example, a “one-spot straight ticket” is a bet on a single number. A
“two-spol straight ticket” is a bet on two numbers. The amount of
money you can bet in Keno depends on the type of bet you're mak-
ing. These bets are usually for $1, $2, $5, $10, or $20.

The most common bet is a five-spot straight ticket, in which five
numbers are picked. For this bet to win, three of the numbers you
pick must come up on the balls. This particular bet pays even money
if you pick three numbers right. If you pick four winning balls, you
are paid off at 9 to 1. 1f, in this example, you guess all five balls right
you've hit the jackpot, paying 800 to 1.

As another example, the payoffs for a common $2 bet (in this
case, a 10-spot straight ticket) are shown here:

Catch: Win:
10 50,000
9 8,000
8 2,000
7 260
6 40
5 4

In addition to straight bets, other types of bets are available.
These include specials, the edge, top/bottom, and left/right bets.

Sometimes a casino will offer special promotional tickets that pay
more than the usual ticket. These tickets are often better deals, and
your odds of winning are increased ( make sure this is the case, how-
ever, before playing). The four-spot, five-spot, or six-spot specials [it
into this category and can be purchased on any 4 to 6 number bets.
The ticket has an additional box (marked “special”) that must be
checked for this bet to be in effect. These tickets are more expensive,
but they pay off at better odds. 1f you fail to check the box on a 4 to 6
number bet, you will be making a standard 4 to 6.
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If you can restrain yourself to playing just the promotional tickets
(good Tuck), you will certainly increase your overall winning percentage.

Ticket registration

When you submit your ticket in the Keno lounge, you also hand
in your bet. The Keno writer retains the ticket but gives you back a
printout. (In Hoyle Casino, you can view your printouts in the Keno
lounge.) This ticket shows all the numbers you marked off, in addi-
tion to the number of the game for which you've registered. The time
your game takes place is also provided during ticket registration.

Although turning in your ticket at the Keno counter is the usual
method of registration, it is not your only option. In Hoyle Casino.
you can submit your Keno ticket at any time from any room. I you're
playing in an actual casino, you can also utilize the services of one of
the casino runners, whose job it is to ferry Keno tickets back and
forth between the customers and the Keno lounge. Runners can also
bring your winnings if you hit the numbers right. This is an option
for the die-hard gamblers who want to keep their hand in the cookie

jar while sipping cocktails in the bar. It can also be a relaxing way to

spend an evening and an exciting way if youre on a winning streak.

Winning

In Hoyle Casino, your Keno winnings are automatically credited
to your account. If you are playing in a casino, however, it is very
important to head for the Keno counter if you win something,. 1f a sub-
sequent game begins before you've presented your winning ticket, you
will forfeit all winnings, whether this happens to be $1 or $50,000.
Heed this warning, and make sure you cash out a winning ticket!

Replaying a ticket

For your convenience, the casino also allows you to replay your
tickets. You may want to do this if you have a fondness for the num-
bers you picked, if it was a winning ticket, or if you have a premoni-
tion, etc. The best reason (in our opinion) to replay your tickets is to

avoid filling out a new card and going through the process of selecting

new numbers.

To use a duplicate ticket, all you need to do is hand it in, and it’s
treated just like an original. You can keep handing in your duplicates
for as long as you want.

™

Strategies for Winning at Keno

Number games like Keno are made-to-order for gamblers with a
superstitious streak. Lucky numbers, unlucky 13s, special dates, and
special numbers all can play a part in picking winners. If the numbers
do pay off in Keno, you just might manage to afford the down pay-
ment for the house with a view you've always wanted. Thats the
attraction. Unfortunately, it's hard to win a lot in Keno. The house
advantage in this game normally runs from 20 percent to 30 percent
or even higher. Professional gamblers who earn their living in the
casinos will not usually be found sitting in the Keno lounge, marking
“Xs” in the little boxes on the ticket.

If you want to win money playing Keno, you should stick to the
promotional games where you might have better odds of winning.
You should also shop around a little bit. Check the payoffs for the dif-
ferent casinos in the neighborhood; some might pay better than oth-
ers. You may find the same bet paying $50,000 in one casino and
$100,000 in the establishment next door.

eno—Strategy Highl

1. Play the promotional tickets such as the 4 to 6 spot specials for
better payalfs.

- 2. Consider splitting your time between Keno and another game
in which you have a greater possibility of winning (such as
Blackjack or Video Poker).
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What is Pai Gow Poker?

Pai Gow Poker is an Americanized version of an ancient Chinese
dominoes game, “pai Gow” (literal translation, “To make nine™). You
can easily distinguish pai Gow from Pai Gow Poker. The former is
played on Chinese dominoes, while the latter is played with cards. 1f
you find pai Gow in a casino, you may also find that Asians are play-
ing it. This is because the numbers printed on the dominoes are in
Chinese, which gives would-be gamblers a good reason to shy away
from pai Gow in its original form Gf they don't read or speak Chinese,
that is...).

Pai Gow Poker is an exciting game that provides great winning
opportunities, and its pace is slower than Blackjack. Therefore, the
game gives players an opportunity to relax a little while they play. The
casino’s usual advantage over a player is about 2.5 percent. This
advantage can be offset in several ways (see the section on strategy at
the end of this chapter).

How the game is played

In Pai Gow Poker, each player receives seven cards and sets or

| B

arranges the seven cards into a five-card hand and a two-card hand.

The only stipulation for setting hands is that the five-card hand (high

hand) must outrank the two-card hand (low hand). To win a bet, you
- must win both the hands.

The deck used in Pai Gow Poker is a standard 52-card deck with
the addition of one Joker. The Joker is not a traditional wild card,;
it can only be used as an Ace or as a card that completes a Straight or
a Flush.

One player is designated the banker. The house dealer is the
default banker, but any player can actually be the banker. Players’
hands are compared against the banker to see who wins a given hand.

Before play begins, each player places their bet on the table in
front of them. The dealer then deals seven hands consisting of seven
cards, each face down, to the banker and to each player. Dealing starts
at a randomly selected seat and cards are dealt to every position
regardless of whether a player is present there or not.

Each player in tumn sets his hand to form one five-card hand (the
‘high hand) and one two-card hand (the low hand). Likewise, the
banker also sets his or her hand.

Player’s hands are compared against the banker’s hand to see who
is the winner. In order to win a bet, the banker or player must win
both the five-card and the two-card hand. 1l one hand is won and one
is lost, this is a push, and no money is exchanged. The banker wins
ie hands, which are called copies.

A5 percent commission is paid to the casino [or any winning bets
by the player regardless of whether he or she is the banker (5 percent
of net winnings).

‘Hand rankings

The hand rankings in Pai Gow Poker, ranked from highest to low-
est, are almost identical to Poker. One exception is that an A-2-3-4-5
is considered the second highest Straight (or Straight Flush) ranking
just behind the A-K-Q-J-10 and just ahead of the K-Q-J-10-9 (this is
an optional rule in Hoyle Casino).

-

Five Aces. Four Aces plus the Joker form Five Aces. This is the
highest-ranking hand in Pai Gow Poker.

Straight Flush. Five cards in sequence in the same suit are called
@ Straight Flush. If two Straight Flushes compete, the hand with the
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highest-ranking cards in the Flush sequence wins. The highest-rank-
ing Straight Flush is called a Royal Flush (A-K-Q-J-10).

Four of a Kind. Any four cards of the same rank form Four of a
Kind. If two players have Four of a Kind, the hand with the four
higher cards wins.

Full House. Three ol a Kind and One Pair form a Full House.
The Full House with Three of a Kind with highest-ranking cards wins
against another Full House with a lower-ranking Three-of-a-Kind
hand.

Flush. A hand of any live cards all of the same suit is called a
Flush. A Flush with the highest-ranking cards beats another Flush
hand. If the highest cards from each players’ hand tie, the next high-
est-ranking cards determine the winner, and so on.

Straight. A hand of any five cards in sequence, but not of the
same suit is a Straight. The Straight with the highest-ranking cards at
the head of the sequence is the winner against another Straight hand.

Three of a Kind. Three cards of the same rank, such as three 8s,
form Three of a Kind. The highest-ranking three cards wins against
another Three of a Kind hand. Three Aces are the highest; three 2s the
lowest. Three of a Kind beats Two Pair or any lower hand.

Two Pair. Two cards of the same rank, and two matching cards of
any other rank form Two Pair. The hand with the highest-ranking pair
wins against another hand of Two Pair. 1f the highest-ranking pair ties,
the hand with the second highest-ranking pair wins.

One Pair. Any two cards of the same rank form One Pair. The
hand with the highest-ranking pair wins against another hand of One
Pair. If both hands have the same pair, the highest-ranking unmatched
card in the hand determines the winner.

High Card. A hand with no matched cards is called High Card,
With two competing High-Card hands, the hand with the highest-
ranking card wins. If the highest-ranking unmatched cards tie, the
next highest-ranking unmatched cards are compared, and so on.

Strategies for winning at Pai Gow Poker

Cashing in on Pai Gow Poker will be the result ol two things:
(1) Taking on the banker role, and (2) Learning to set your hand to
your best advantage.

If you're a serious player of Pai Gow Poker, you will seek out

opportunities to act as the banker. The banker wins copy hands. For
example, if the banker and a player both show an Ace-Queen as a
two-card hand, the banker wins that hand. The bankers advantage
works out to about 1.27 percent over a player, based on the frequency
of copy hands.

When you are betting as a player, keep your bets low. As a
banker, however, the more money you can induce the players to bet
against you, the better off you'll be. Many Pai Gow dealers routinely
act as bankers until a customer specilically asks to be the banker.
Make sure you ask.

Another important factor in winning Pai Gow Poker is the 5 per-
cent commission the casino takes on winning hands. Although this
appears 1o be a hefty fee, the majority of players’ hands will result in a
push (win-lose) or a losing hand (lose-lose). There is no cost incurred
for these hands, so the casine’s 5 percent commission is reduced to
L.57 percent on average.

If a customer is banker, the casino’s 1.57 percent advantage on the
rake is a actually a variable (for the banker only). This is because the
5 percent is taken from banker’s net winnings, rather than from his or
her gross winnings. The cost of the rake to the banker is about 1.2
percent with five players and increases in reverse proportion to the
number of players. With only one player, the casino’s rake is 1.63 per-
cent against the banker. Therefore, as a banker, it is also advantageous
lo have more people participating.

If you are the banker, you can actually obtain an edge over the
casino. The more people that are playing, the better off you are. For
example, your banker’s advantage gives you a 1.27 percent edge. If
three people are playing, the casino takes 1.26 percent of your win-
nings. The result of this is a net .01 percent advantage. This edge is
quite small; in fact, it5 too small to be of consequence. But it brings
up the other important factor, which is your ability to set your hand
correctly. Skillful setting of your hand can account for an additional
0.3 percent advantage for either the player or the banker.

Setting your hand

Most of the time, the best way to set your hand is apparent. In
some cases, however, the best thing to do is not the most obvious.
Before you set your hand, always check for Straights and Flushes,
since they're easily missed in a hand of seven cards.
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. Dehmtlous—: ‘i-'lve—car_dmg means to select choice cards for your This simplified strategy chart shows you what to do with the fol-
five-card hanc(ii, lwo-carding refers to placing specilic cards into your lowing high pairs:
two-card hand. i , . .
- _ _ ‘ o . _ High Pair: Singletons: Five-card Two-card
The fogohwmg S€1Ct11011 ges}jl’lble? ];.'1(: ihttegem possible card combi- (Action): (Action):
nations and how each hand should be played. - y
J _ By . _ 3-3 to 6-6 (A, K, or Q)x-x Lwo pair (A, K, or Q)-x
High Card. Although this hand of all singletons, which contains o _ _ , _
i ) i ) _ _ ] 3-3 to 6-6 (J or less)-x-x high pair low pair
no pairs, Straights, or Flushes, is common in the various [orms of
. o . ; = - -6 5 T S S po st ;
five-card Poker, it is an atypical hand in Pai Gow. Generally, the best R 1o 9-9 (A or K)-x-x two pal (A or K)-x
way to play this hand is by two-carding your second and third best 6-6 to 9-9 (Q or lower)-x-x  high pair low pair
cards (Fig. 1). 10-10 to Q-Q A-X-x LwQ pair A-x
10-10 1o Q-Q (K or lower)-x-x  high pair low pair
K-K to A-A X-X-X high pair low pair
Fig. 3 shows an example of setting a Two-Pair hand. With the
Pair of Jacks shown, you should five-card the low pair if you have a
singleton Ace. In this case, your high singleton is only a King, so you
ig. 1: i igh-Card hand : . ' : 3
Fig. 1: Setting a High-Card hand two-card the low pair.
One Pair. This is the most common Pai Gow Poker hand and e
assumes you have no Straight and no Flush. Five-card the Pair, and
two-card your two highest singletons (Fig. 2).
B
L)
Fig. 3: Setting a Two Pair
Fig. 4 shows a similar example of playing the Two Pair. In this
case, you have the same Jacks and 9s, but you also have an Ace, Your
) best option is to five-card the Two Pair.
Fig. 2: Setting a Pair ! )
Two pair. Hands with Two Pair occur more than 20 percent of
the time. It is in the setting of two hands that the most frequent mis-
takes occur in Pai Gow. You will usually want to split your pairs (two-
carding the lower pair) in either of the following cases: (1) If you
have a powerful high pair (e.g., Aces) or (2) your low pair is two 10s
or better. ; ; :
Fig. 4: Setting a Two Pair (2)

Hoyle® Casino



!

Three Pair. The best way to play this hand is to two-card the Straight. You want to keep a Straight together whenever possible.
highest pair. In Fig. 5, the Kings can be placed in your two-card If you have a Straight of six cards (Fig. 7), make sure you two-card
AT - 1111 oo e ~rira Taps 31t hi - five-car T 1ok . o : oo’ ] 1
hand, retaining the more-powerful Two Pair for your five-card hand. the highest card from the Straight. In Fig. 7, the Ace should be placed
This combination is very hard to beat. In your two-card hand, since you can maintain the K-Q-J-10-9

Straight without it.

Fig. 5: Setting a Three Pair

Three of a Kind. This hand is often misplayed. You want to Fig. 7: Setting a Straight
strengthen your two-card hand as much as possible while still win-
ning the five-card hand. Since two Aces will usually win the [ive-card Flush. This hand is played just like a Straight. If you have a six-or
hand, the third Ace is “expendable.” Always split off an f\_ce when you seven-card Flush, make sure you two-card the highesi possible cards
hold three Aces (Fig. 6). This gives you a good chance of winning without breaking up your Flush (Fig 8). :

both hands. If you hold three Kings, split off the third unless you are
holding a singleton Ace, a Queen, or a Jack-10 combination. If you
hold three Queens or less, always five-card the Three of a Kind.

b=

Fig. 8: Setting a Flush

Straight and One Pair. If one card in the One Pair is part of your
Straight, you should split the One Pair and keep the Straight. The
exception is il your Straight is very high, and your One Pair is 10 or
higher (see chart).

Fig. 6: Setting a Three of a Kind

Three of a Singletons: Five:card Two-.canl Straight: Pair: Five-card Two-card
Kind: (Action): (Action): (Action): (Action):
2-2 10 Q-Q X-X-X-X three of a kind  x (high)-x 10-Ace Aces pair of Aces K-Q
K-K-K (A or Q-x-x-X three of a kind (A or Q)-x 10-Ace Kings pair of Kings A-Q
K-K-K {J or less)-x-x-x K- K-x 10-Ace Queens pair of Queens A-K
A-A-A X-X-X-X A-A A-x 10-Ace Jacks pair of Jacks A-K

10-Ace 10s pair of 10s A-K

all others any pair straight x (high)-x
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Fig. 9 shows an example of setting a hand with a Straight and
One Pair. You have an A-K-Q-J-10 Straight in this situation. However,
if you five-card the Straight, you will end up with a two-card hand of
King-Queen. Although a King-Queen is a decent two-card hand, to
give yoursell the best odds of winning both hands, you should five-
card One Pair of Kings and two-card the Ace-Queen.

Fig. 9: Setting a Straight and One Pair

Flush and One Pair. Don't even consider breaking up a Flush
unless by doing so you gain an Ace-Jack combination or better for
your two-card hand and a 9-9 or better One Pair for your five-card

hand.

a Flush. Here, your One Pair of 10s (five-card hand) and Ace-Queen
(two-card hand) are more likely to win for you than the Flush. If you
kept the Flush in this situation, you would only have a Queen-10 as
your two-card hand, a probable loser.

|o | ot

Fig. 10: Setting a Flush and One Pair

Full House. This decision is usually simple; five-card a Three of a
Kind and two-card One Pair. If, however, you have some high single-
tons (Ace-10 combination or better) and your Full House is com-

posed of low cards (e.g., 3s and 5s), then you should maintain the

Full House, two-carding your high singletons (Fig. 11).

Fig. 11: Setting a Full House

Two-card
(Action):

Five-card
(Action):

Full House:  Singletons:

5-5-5-4-4 A-(10 or better) full house A-(10 or better)
(or lower)
all others X-X three of a kind  pair

Four of a Kind. Split your Four of a Kind into Two Pairs if it is
composed of Kings or Aces. Five-carding Three of a Kind and a high
singleton (e.g., if you have four Aces) is a poor choice in the long run.
The following chart shows your best strategies for setting you hand
with Four of a Kind.

Four of a Singletons: Five-card Two-card
Kind: (Action): (Action):
four 6s X-X four of a kind (x high}-x

(or lower)

four 7s/8s (A, K, or Q)-x four of a kind (A, K, or Q)-x

[our 7s/8s (J or lower)-x pair pair
four 95/10s (A or Ki-x four of a kind & or K-x
four 9s/10s () or lower)-x pair pair
four Js/Qs A-x four of a kind  A-x
four J&/Qs (K or less)-x pair pair
4 Ks/As X-X pair pair

Hoyle®™ Casino
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Fig. 12 shows an example of setting a hand with Four of a Kind.
With four 7s, you want a singleton Queen or better. Lacking this, you
should two-card One Pair of 7s.

Fig. 12: Setting Four of a Kind

Straight Flush. A Straight is almost as likely to win as a Straight
Flush. Use the samie strategy as is recommended for a Straight. You'll
wish you were playing Video Poker when you get a Straight Elush
because, unless you have two additional high cards, you are likely to
tie. What a waste!

56

Follow the basic strategies presented in the former section
to maximize your odds of winning.

House Advantage (assuming house banker): 2.5 percent

Take advantage of the opportunity to act as the banker.
The reason you want to do this is that the banker wins
“copy” (equivalent/tie) hands.

House Advantage (assuming three players) reduced to:
1.26 percent ]

General Rule: A pair of Queens or higher will usually
win the 5-card hand and an Ace-8 or better will usually
take the two-card hand. If possible, set your hands so
you have a good chance of winning both hands.

General Rule: If you have weak cards overall, don't try
to win both hands. If possible, set up one of your hands
to win. Your objective in this situation is to secure a push.

Breaking up great Five-Card Hands: It is important to
remember that you must win both hands to win the bet.
Therefore, there are situations where you may break up
your best five-card hand to improve your chances at
winning both hands. Can you imagine breaking up Four
of a Kind—that's Pai Gow Poker!

Hoyle® Casino
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POKER

What is Poker?

In the 18th century, the game Poque (now known as Poker) came
:0 North America with the French colonists in what is now Louisizna.
When President Thomas Jefferson purchased the Louisiana Territory
in 1803, he couldn't have imagined he was buying America’s national
card game along with millions of acres of land.

In 1803, only the French around New Orleans were playing |
Poque, which used a short pack of 20 cards. (We don't know which
cards were discarded, as the specific rules for Poque have not come
down to us.) By the time of Jefferson’s death in 1826, Poque was
being played aboard a new invention, the steamboat, thal was turning
the Mississippi into America’ first superhighway.

By 1829, Americans had transformed Poque’s name 10 Poker and
expanded its deck to the full 52 cards. By 1865, the end of the Civil
W;\r, they'd developed two forms: closed (all cards dealt face-down)
and open (some cards face-down, the rest face-up). Draw Po‘ker,
which came first, is a closed game. Draw introduced the notions of
drawing cards [rom the stock to improve your hand and a second
round of betting. Stud Poker is an open game, Stud introduced hole
cards, upcards, and many more rounds of betting.

Although many variations of Poker exist, they differ mostly in
details, and all follow the same basic principles. A person who has
learned these principles can play without difficulty in any game.

How the game is played
Poker is a game of betting, where the objective is to have the best
hand in a “showdown” or to win by having everyone else fold (drop
ut of a hand). In a High/Low Poker game, the player with the high-
est-ranking hand splits the pot with the player with the lowest-rank-
ng hand.
All bets made by all players go in a pile of chips in the center of
the table, called the pot. No player can compete for the pot unless ne
Or she is willing to meet the highest bet made by another player.
ecause of this rule, players are able to bluff and win the pot (every-
one else folds, because they don’t want to call the bet).
The object of the game is to win the pot. A player can win the pot
n one of two ways:

1. After all bets are in, all players who are still in show their hands.

This is called a showdown. The player with the best hand wins.

2. 1f during betting, a player makes a bet that no other players are
willing to meet, that player wins the pot without showing his/her
cards.

A standard 52-card deck is used. The cards are dealt one at a
lime, clockwise motion (number of cards varies with game). Aces are
igh, but Aces rank low in the sequence A-2-3-4-5.

The lower and upper bet amounts you make at each betting inter-
val will vary depending on what game you are playing and the rules
or the betting interval at that point in the game. If you want to join a
table with higher stakes, be sure you have enough cash to stay in the
ame.

In Poker, turns (opportunities to check, call, raise, fold, show, and
0 on) pass from player to player in clockwise rotation.

Hoyle® Casino
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Ranks of Poker hands

Before you play a game of Poker, you should learn the hierarchy of
hand rankings. The following combinations of cards rank the same in
every form of Poker. They are listed in order from highest to lowest value.

Straight Flush. Five cards in sequence in the same suit are called
a Straight Flush. If two Straight Flushes compete, the hand with the
highest-ranking cards in the Flush sequence wins. For example, a
hand comprised of A-K-Q-J-10 (Royal Flush) beats a hand comprised
of K-Q-J-10-9. The Royal Flush is the highest standard hand and
beats all other hands.

Four of a Kind. Any four cards of the same rank form Four of a
Kind. If two players have Four of a Kind, the hand with the four
higher cards wins. Four of a Kind beats a Full House or any lower
hand.

Full House. Three of a Kind and One Pair form a Full House.

The Full House with Three of a Kind with highest-ranking cards wins
against another Full House with a lower-ranking Three of a Kind
hand. Full House beats a Flush or any lower hand.

Flush. A hand of any five cards all of the same suit is called a
Flush. A Flush with the highest-ranking cards beats another Flush
hand. 1f the highest cards from each players hand tie, the next high-
est-ranking cards determine the winner, and so on. A Flush beats a
Straight or any lower hand.

Straight. A hand of any five cards in sequence, but not of the
same suit is a Straight. The Straight with the highest-ranking cards at
the head of the sequence is the winner against another Straight hand.
The highest possible Straight is A-K-Q-J-10. The lowest possible
Straight is 5-4-3-2-A. A Straight beats Three of a Kind or any lower
hand.

Three of a Kind. Three cards of the same rank, such as three 8s,
form Three of a Kind. The highest-ranking three cards wins against
another Three of a Kind hand. Three Aces are the highest; three 2s are
the lowest. Three of a Kind beats Two Pair or any lower hand.

Two Pair. Two cards of the same rank and two matching cards of
any other rank form Two Pair. The hand with the highest-ranking pair
wins against another hand of Two Pair. If the hi ghest-ranking pair ties,
the hand with the second highest-ranking pair wins. If the all pairs in
hoth hands tie, the hand with the highest-ranking fifth card wins. Two
Pair beats any hand with One Pair, or no pair (High Card).

One Pair. Any two cards of the same rank form One Pair. The
hand with the highest-ranking pair wins against another hand of One
Pair. If both hands have the same pair, the highest-ranking unmatched

ird in the hand determines the winner. If the highest-ranking

matched cards tie, the next highest-ranking unmatched cards
Mite compared, and so on. One Pair beats any hand with no pair
ﬁg['[igh Card).

- High Card. A hand with no matched cards is called High Card.
This hand is commonly referred to as a “runt!” With two competing
ﬁi.gh—Card—Hancl& the hand with the highest-ranking card wins. If the
fighest-ranking unmatched cards tie, the next highest-ranking
ﬂfmmalched cards are compared, and so on.

Rules for Aces

In a Straight, the Ace can rank either high or low, depending on
(he card sequence. The Ace is high in the sequence A-K-Q-J-10. Aces
fnk low in the sequence 5-4-3-2-A. You cannot use the Ace to wrap
il lower sequence with a higher sequence, such as 3-2-A-K-Q. Aces
fank high in all other hands except an Ace is low in a low-hand
(High/Low) game.

How betting works in Poker

Betting takes place during periods ol the game called betting
Intervals. Depending on which game is being played, most games
lave between two and five betting intervals.

Casinos require the first betting interval to begin with a mandatory
Biet (two mandatory bets in Hold'em games) called a blind.
| After the first round, at each betting interval, a specific player has
the first right or obligation to bet (open). Which player opens the bet-
ting depends upon the type of Poker being played. Usually, the player
10 the dealer’s left opens the betting. In the Stud-Poker games, the
Flayer with the lowest or sometimes the highest-ranking hand opens
the betting.

You can stay in the hand by doing one ol three things:

1. Call. Match the current highest bet in the pot. This is referred

Lo as “staying in” the hand.

2. Raise. Match the current highest bet in the pot, then add more

g money to the pot to become the highest bet in the pot. Each
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player must at least match (call) this bet to stay in. The Hoyle
Casino raise rule is: in all betting intervals, if more than two
players are betting, there is a limit of three raises total.

3. Check. You are permitted to check if no player before you
has opened with a bet. When you check, you stay in the hand
without having to call or raise. Each player after you can also
check until one of the players makes an actual bet.

You can also drop out of the pot by felding. When you fold, you
turn in your hand and lose any chips you have added to the pot for
that hand. You can fold at any time. However, it is recommended that
you only fold if you don't want to call a bet (i.e., dont fold if you can
check).

Betting continues until all bets are equalized. Bets are considered
equalized when the turn comes around to the player who originally
made the highest bet and when every other player either called the
bet or folded.

A player does not have to meet a bet for an amount which is 1;11'5—
er than all the chips or money that player has on the table. A player in
this situation is “all-in” and can put all of his or her money in the
main pot (even if it does not cover the bet) and stay in the hand. This
player no longer participates in the betting,

If more than two players are still in a hand in which one player is
all-in, bets made after that point are added to a side pot, which is
only available to the players who have paid in the required bets. If the
player who is all-in wins the main pot (which he or she contributed
to), the best hand of the other players wins the side pot.

Many variations of Poker with slightly different rules are popular
tl11‘o1~1gh<;1v11' the Poker-playing world. We cover specific rules for the
variations of Poker included in Hoyle Casino:

Texas Hold'em

Omaha Hold'em

Omaha Hold'em High-Low

Seven Card Stud

Seven Card Stud High-Low

Five Card Draw

Five Card Draw Toball

-_

i

R

lexas Hold'em

In Texas Hold'em, seven cards are available to each player. Players’
‘hands consist of two cards dealt face down to each player and five
‘vards dealt face up to the board, which are shared by all players in the
‘game. Players can construct their final hands using any five cards
from the two cards in their own hands and the five cards from the
hoard. A player wins by having the highest-ranking hand of five
‘gards.

Each hand can start with eight players or less (if a player runs out
0f cash or if you remove players before the deal).

Play begins with each player receiving two cards face down, fol-
Howed by the first betting interval.

In the first round, the player immediately to the left of the dealer
18 forced to open the betting. The first mandatory bet, the blind open
(or small blind) is equal to hall of the lower bet amount [or the table
{roundin g down).

The player to the left of the blind open in the first round is
tesponsible [or the second mandatory bet, the blind raise. The blind
faise (or big blind) raises the pol to be equal to the lower bet amount.
For example, at a $25 to $50 Table, you can expect the following
hlind bets:

Blind open = $10

Blind raise = $15 (Pot = $25)

The player to the left of the blind raise must call the mandatory
bet amount, raise an amount equal to the size of the bet, or fold.
Betting then passes around to each player as it would normally. If all
players either call or fold, the player who made the blind raise then
g_zs the option of checking or raising.
~ Inall betting intervals, if more than two players are betting, there
16 a limit of three raises (not counting the blind raise in the first bet-
ling interval).

The Flop. The next three cards dealt face up to the board are
gilled the Flop. The dealer turns all three cards over at the same time,
lor all players to use in their hands. The second betting interval
nsues with the first player to the left of the dealer. This player can
theck, fold, or open with a bet. The lower bet amount is required at
the T'lop (e.g., $25 at a $25 to $50 table). Betting stops when all play-
EIS have called (the betting has equalized).
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The Turn. The fourth card dealt face up to the board is called the
Tarn. A third betting interval ensues, again starting with the player to
the left of the dealer. The upper bet amount is now in force (e.g., $50
at a $25 to $50 table).

The River, The fifth and final card dealt face up to the board is
called the River or Fifth Street. The final betting interval takes place.
The upper bet amount is still in force.

The Showdown. When betting is complete, all players that are
still in show their hands. The player with the highest-ranking five
cards wins the pot. If hands tie, the pot is split between the winners.

Here is a summary of the deal:

1. Two cards dealt to each player (face down), first betting

interval.

2. Third, fourth, and fifth cards dealt to the hoard (face upJ,

second betting interval.

S_,\.I

Sixth card dealt to the board (face up), third betting interval.
Seventh and final card dealt to the board {face up), final
betting interval.

Omaha Hold'em

Omaha Hold’em is a variation of Texas Hold'em, but nine cards
are available to each player instead of seven. Players’ hands consist of
four cards dealt face down to each player and [ive cards dealt face up
lo the board, which are shared by all players in the game. Players
MUST construct their final hands using two cards from their own
hands and three cards from the board. A player wins by having the
highest-ranking hand of five cards.

Fach hand can start with eight players or less (il a player runs out
of cash, or if you remove players before the deal).

Play begins with each player receiving four cards face down, fol-
lowed by the first betting interval. All the subsequent game events,
including blind bets, the Flop, the Turn, the River, and the
Showdown are handled in the same way as in Texas Hold’em. See the
preceding section for details.

Here is a summary of the deal:

1. Four cards dealt to each player {face down), first betting

interval.

2. Fifth, sixth, and seventh cards dealt to the board (face up),
second betting interval.

3. Eighth card dealt to the board (face up), third interval.

Ninth and final card dealt to the board (face up), final betting
interval.

Omaha Hold’em High-Low

Omaha Hold’em is a variation of Texas Hold'em, but nine cards

fjime, more than one player has the opportunity to win and split the

pot. Players’ hands consist of four cards dealt face down to each play-

@ and five cards dealt face up to the board, which are shared by all

layers in the game. Players MUST construct their final hands using

lwo cards from their own hands and three cards from the board. AD

%_layer wins by having the highest-ranking or lowest-ranking hand of

live cards {or both). In the same hand, the low hand and high hand

an use different sets of cards.

n Hovle Casinos Omaha Hold'em is also known as “Eights or
gtter.” To qualify as a low hand in Omaha High-Low, the hand must
e an Eight High (8 as the high card in an unmatched hand), or bet-

ler (such as Seven High). In low hands, Straights and Flushes are

Agnored. and Aces count as low cards. The best low hand possible is

g_-4-~3—2—A, though it is also a Straight. It is possible for no player to
ave a low hand. At least three different cards of Eight or less must be

N the board for a low hand to be possible. '

Each hand can start with eight players or less. Play begins with
fich player receiving four cards face down, followed by the first bet-
ng interval, Most of the subsequent game events, including blind
ets, the Flop, the Turn, and the River are handled in the same way as

1 Texas Hold’em. See the Texas Hold’em section for details.

L When betting is complete, all players that are still in show their

nds (the showdown). The players with the highest- and lowest-

,?anking five cards split the pot. If no player has a low hand, the high-

gst-ranking hand wins the pot. If there is a tie between high hands or

low hands, the high or low portion of the pot is then split between
ose hands.
The deal is summarized as follows:

1. Four cards dealt to each player (face down), first betting
interval. J
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2 Filth, sixth, and seventh cards dealt to the board (face up),
second betting interval.

3. Fighth card dealt to the hoard (face up), third interval.

4 Ninth and final card dealt to the board (face up), final betting
interval.

Seven Card Stud

Players’ hands consist of seven cards dealt to each player. The first
rwo are dealt face down. The third, fourth, fifth, and sixth cards are
dealt face up. The final (seventh) card is dealt face down. A player
wins by having the highest-ranking hand of five cards.

Each hand can start with seven players or less. If eight players are
sitting at the table, one has to sit out for the hand.

Play begins with each player adding his or her ante to the pot.
Each player receives two cards face down and one card face up, fol-
lowed by the first betting interval.

The player with the lowest-ranking card showing must lead the
mandatory blind open, equivalent as usual to half of the table’s lower
bet amount. (If there is a tie in low card rank, the player closest to the
left of the dealer opens.). The first raise increases the size of the bet to
the size of the lower bet amount for the game. The betting continues
as long as players keep raising their bets (up to three raises, not

counting an opening partial raise). If only two players are in the hand,

the number of raises is unlimited.

On the next three rounds of dealing each active player receives a
face-up card, then another betting interval takes place. Cards are dealt
face up until the player has four face-up cards (and two face down).
The betting intervals at this part of the game begin with the player
with the highest-ranking cards showing.

During the first and second betting intervals, the lower bet
amount for the table is in force for bets. On the third, fourth, and
final betting intervals, betting must open and continue at the higher
bet amount for the table.

Finally, the final card is dealt to each player (seventh card, lace
down). The highest hand showing starts the betting. The players with

the highest-ranking five cards split the pot. If hands tie, the pot is split.

The summary of the deal is:

1. Three cards dealt to each player (two down, one up),
first betting interval.

2. Fourth card dealt to each player face up, second interval.
3. Fifth card dealt to each player face up, third interval.

4. Sixth card dealt to each player face up, fourth interval.

5. Seventh card dealt to each player face down, final

betting interval.

Seven Card Stud High-Low

This game is exactly like Seven Card Stud, except it also uses the
Slandard criteria for winning in a High-Low Pcker game; a player
Wins by having the highest-ranking or lowest-ranking hand of five
_ards {or both). In the same hand, the low hand and high hand can
ise different sets of cards. For more information on High-Low Poker
Tules, see the preceding section on Omaha Hold'em High-Low.

The player with the highest-ranking hand of five cards wins Five
sard Draw. Play begins with each player receiving live cards face
tlown, followed by the first betting interval. The player immediately
"o the left of the dealer must open the betting (blind open).

After the first betting interval, each player discards up to three
rds. After all discards are completed, the dealer deals out replace-
Inent cards as necessary (leaving each player again with five cards). A
second interval of betting takes place, followed by the showdown.
Here is a summary of the deal:

ol

1. Five cards dealt to each player (face down), first
betting interval,
2. Up to three cards may be discarded by each player.

3. The dealer replaces discarded cards, second betting interval,

This game is a type of Five Card Draw in which the lowest-rank-
g hand of five cards wins. Aces are always low.

Play begins with each player adding his or her ante to the pot.
five cards are dealt face down, followed by a betting interval.
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Fach player then discards up to three cards, which are replaced
by the dealer as in Five Card Draw. The second round of betting
ensues, followed by the showdown.

Here is a summary of the deal:
1. Five cards dealt to each player (face down), first
betting interval.
Up to three cards may be discarded by each player.
The dealer replaces discarded cards, second betting interval.

General strategies for Poker

To become a good Poker player, you must learn the hand rank-
ings and the relative power of the cards you're holding. The power of
a particular Poker hand is determined by two things: 1) How many
people you're playing against, and 2) What game you're playing. The
more people youre playing against, the better your hand will need to
be in order to win. In addition, the game you're playing determines
the number of cards that make up your hand and is therefore also
critical.

On average, if you're one of four Poker players, youw'll win one of
four hands (25 percent), and if you're one of seven players, you'll only
win one of seven hands (14 percent). You are bound to lose the
majority of the time. Therefore, your emphasis should be on betting
correctly based on the hand you currently hold rather than on win-
ning a huge percentage of hands.

How do you know how strong your hand is? Typical winning
hands are shown for various Poker games below:

Game:

Texas Hold'em

Omaha Hold’em

Omaha Hold’em High-Low

Typical winning hand:

Two Pair

Three of a Kind

Three of a Kind and/or

7 or 8 high for the low hand
Two Pair

Two Pair and/or 8 or 9 high for
the low hand

Two Pair or Three of a Kind
Qorl0

Seven Card Stud
Seven Card Stud High-Low

Five Card Draw
Five Card Loball

These winning hands assume a group of seven players. If you are
playing with a smaller group, you will need to revise these winning
hands downward slightly.

So, suppose you're playing Omaha Hold’em with seven oppo-
nents. In order to win against a group of seven, you'll need a pretty
good hand to win. More than likely, at least one of the others will
have a Three of a Kind, a Straight, or a Flush. Conversely, if you had
only four opponents, Two Pair would be a hand worth betting on.

Betting in Poker

* The strength of your hand determines how ycu bet in a Poker
game. General strategies for playing strong hands, average hands,
hands with potential, long-shot hands, and bad hands are described

'Omaha Hold'em), consider a low bet, perhaps raising it once. This is

them bite. If you bet too high, its the equivalent of splashing in the
‘water; you'll scare away the fish. After the second round of betting
starts, you can afford to bet higher.

>
> >

Fig. 1: Betting with a good hand

Average starting hand, with vulnerability. Exaggerate the
strength of your hand by betting as much as possible (o reduce the
number of players that stay in. At any point in later betting intervals,
if you find that you don't think you can win, fold.

Hoyle® Casino

For example, if you are dealt an opening hand of two Aces (Fig. 1,

like “dangling a worm” in front of your opponents and trying to make
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Fig. 2 (Five Card Draw) shows a situation in which a little bluff-
ing is warranted. You may not win with your two Kings, but it might
be helpful to drive some competitors out. By betting a little more, you
can encourage them to fold.

(4 {
das 454

Long-shot hand. This hand has a small chance of improvement,
but may show some promise, such as three cards towards a Flush or
four cards towards a Straight. Try to stay in while betting as little as
possible. Get out when your odds of getting the card you need don't
look good.

Fig. 4 (Texas Hold’em) shows an example of playing a long-shot
hand. With four cards to a Straight showing, this player should be
A o R " palling or checking at every opportunity. Only the sixth and seventh

of SN L Seae gards remain to be dealt. If the sixth card does not complete the
= s (il * Straight, this player will want to drop out (fold).
Fig. 2: Average hand '

It is important to mention that in games with either a lot of peo-
ple (seven or more) or a lot of cards (e.g. Omaha Hold'em) it is very
hard to win by bluffing, because people’s hands will be stronger. To
bluff successfully, you have to scare the others out. But people tend to
stay in if their hand appears to be strong.

Hand that can improve with the draw. This hand is currently
weak but has great potential to improve as cards are drawn (such as a
four-card Straight or Flush). Try to stay in while betting as little as
possible. In games with four or five betting rounds, get out when your
odds of getting the card you need don’t look good.

Fig. 4: Long-shot hand

For example, take a look at Fig. 3 (Five Card Draw). Your hand,
an “Ace high,” is pretty weak. You're not going to win unless vou
draw a high Pair (an Ace) or something equally good. You can always

Bad starting hand. Fold as soon as you are required to call a bet.
Fig. 5 shows an example of a bad hand (Omaha Hold’em). This hand
{s only a Queen high, shows no possibility of a Flush, and has little

scare some people out by betting high, but chances are you'll just be potential for a Straight
losing money. Try to hold down the bet by checking. '
AT | ! s %
*
a1 [4
Fig. 3: Hand with potential Fig. 5: Bad hand
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Other factors in betting

Your position in the betting sequence can also determine how you
bet. When the deal has moved to you, or you are sitting just to the
right of the dealer, take advantage of this position. As one of the last
players to bet, you can gauge whether the other players are strong or
weak and bet accordingly.

If you choose to bluff, try to do it when you're one of the last to
bet, and everyone has “checked” in front of you. Otherwise, your blufl
may be wasted against an opponent with a good hand who takes your
bet and raises it.

If you are betting in the middle or at the end, remember this: if
you raise before another player calls the opening bet, players will
often fold. If you raise after other players call the opening bet, the
players will most likely call your raise, since they want to protect their
initial investment. This is shown in Fig. 6 (Seven Card Stud). The
player to your left opened the betting. Your hand is strong, and if you
raise the bet now, the players who did not fold are likely to stay in.
This will be to your advantage and increase your potential winnings.

Player 1: Bet 1
Player 2: Calls
Player 3: Calls
Player 4: Folds

Fig. 6: When to raise the opening bet

If the player who opened the betting had been sitting to your
right, you would want to call the bet instead of raising, so fewer play-
ers would be scared off.

When you are the first player required to bet (because you're sit-
ing to the left of the dealer), play only your very best hands.

Observe the other players in the game; learn their habitual behav-
lor patterns so you can read their probable weaknesses and strengths.
By the same token, you must avoid giving away your own strengths
nd weaknesses in a similar manner.

If you start winning some hands and getting ahead, you have the
option of betting higher. While n’sky, this is likely to drive a couple
people out; they just can’t afford to hang in unless they have a great
hand. Fewer opponents, of course, will improve your odds of winning.

Strategies for Texas Hold’em

Because you only hold two cards in Texas Hold'em, the strength
of your hand is highly dependent on the cards dealt to the board.
‘Each card dealt to the board can have a huge impact on your hand
(bad or good). Always be aware you are sharing the cards on the
board with all players in the hand, so the cards you held are what
give you your advantage. Overall, you want the two cards you hold to
be as strong as possible. If you don't get a good hand by the Flop, it is
best to cut your losses early by folding.

Higher-ranking cards are usually promising to start with (before
the Flop), such as an Ace and any other card. Two cards of 10 and
higher is good initially. To be certain of a strong hand, you need a
high Pair after the Flop.

Don't count on it filling out a Straight on the fifth card dealt te the
‘board. In this case, you ought to fold before you put in more money.

Strategies for Omaha Hold’em

The strategies for winning at Omaha Hold'em differ from Texas
Hold’em because four cards are dealt to the player instead of two.
Also, the showdown hand must be made of two cards from the player
‘hand and three lrom the board. With nine cards to choose from, the
possible hand combinations are more complex, and it’s much harder
for you Lo assess the strength of your hand.

Because each player must use three cards from the board, the
cards on the board help determine what the best possible hand is in
Texas Hold’em.
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Don't expect to win with anything less than a high Three of a

Kind. Flushes and Straights are fairly common. They are better if they

contain an Ace or a King.

High-Low Poker strategies

For High-Low games, low hands start better than high hands,
because they have the potential to become high hands, while high
hands cannot become low hands. Your best strategy is to try to win
both the high and low hands, because the payoff is bigger. For exam-
ple, suppose you have the cards shown in Fig. 7 (Seven Card Stud
High-Low). It is the now the third betting round, and you have great
potential for winning the low hand; if a 3, 5, 6, or 7 comes up you'll
have an Eight High. You have a potential Flush for the high hand.
This makes your hand worth opening or calling, at the least.

%

-
4]
Fig. 7: Playing a low hand

If you have a good hand after the three or four cards have been
dealt, you have a good chance of winning.

Seven-Card-Stud strategies

Seven Card Stud is a no-frills Poker game. If you hold at least
One Pair, three cards toward a Straight, or three cards toward a Flush:
stay in the first and second betting intervals (unless another player
has a higher pair showing).

If you have nothing promising in your hand by the fourth card
(second betting interval), you should fold.

Usually you should fold when your cards (including your hole

fards) are beaten by the showing cards of any other player. 1f another
jlayer shows a pair, do not stay in unless you hold a higher pair (or
etter hand).

[t is not a good idea to bet heavily against a player whose hole
ards can give him or her a hand you can't possibly beat.

five-Card-Draw strategies

Keep tabs on which player or players are doing the most betting.

L will help you evaluate their hands when it’s time to draw new cards.
he drawing of cards adds a dimension to this game that is not found
I Stud and Hold'em games.

Fig. 8 shows an example of drawing cards in Five Card Draw. As
he player showing the cards, your best choice is clear—keep the two
Kings and draw three more cards. The observant Poker player will
Watch the others with a keen eye. Two players fold and go out, as
hown. One player draws one card. When a player draws one card,
'|n most likely have Two Pair (a strong hand) or they might be going
for a Straight or a Flush. The only tip-off for you that might indicate a
F‘ 0 Pair is whether they were betting heavily. With a strong hand,
they probably raised the pot at least once. With a near-Straight or a
near-Flush, they might have tried to keep the bets down by checking
or calling,

DRAW 1 DRAW 3
FOLD DRAW 2
FOLD DRAW 3
% * & A I

o |

Fig. 8: Drawing cards

Two other players (like yoursell) draw three cards. The best possi-
ble hand you can have when drawing three cards is One Pair. Keep
that in mind.

One player draws two cards, a more difficult play to interpret.
[his player has Three of a Kind or is bluffing. You draw three cards,
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the result of which is shown in Fig. 9; you fail to draw a third King,
With fewer players, this might win you the hand. But with four oppo-
nents hanging in there, it would be unlikely. The best thing to do is to
stay in with a minimal bet or fold.

Fig. 9: After the draw

Five-Card-Loball strategies

Although a © or 10 high is a typical winning hand in Five Card
Loball, sometimes you can win if dealt a pair after your discard, so
don’t fold immediately unless there is more than one other player still
in the hand. If two or more of your opponents stayed in the hand,
you should fold as soon as you're forced to call a bet.

As in Five Card Draw, you can attempt to glean information from
your opponents based on the number of their discards. If they draw
one card, they will be trying to rid themselves of a pair or a high card.
Their hand is potentially dangerous. If another player draws two cards,
you need not fear them excessively; they are liable to draw a King, Ace,
or One Pair. 1f they draw three cards, it may be the first time they've
played Five Card Loball (i.e., they're in trouble), or they're desperate.

If a player does not draw any cards at all, they are either bluffing,
or they have a good hand. More often than not, it’s because they have
a good hand.

76
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Knew the hand rankings.

The more people you're playing against, the better your
hand will need to be in order to win. :

Never fold when you can check.

Focus on betting correctly based on the hand you currently |
hold rather than winning a huge percentage of hands.

Two Pair or better -typiﬁally wins (with seven players).
Consider folding if:

* 1st round: You have a non-pair hand with both cards
less than 10.

» 2nd to 4th round: You den’t have a least a high pair
or potential for a Straight or a Flush.

Be aware of what the best possible hand is and where
your hand is relative to it. Remember, the community
cards limit what the best hand can be. (Example: If there
is a 5-3-2 (different suits), a 9 of Clubs, and a 10 of Hearts
on the board; the best possible hand is a Straight, and if
you held a 4 and a 6, you can't be beat!)

Hoyle® Casino
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Three of a Kind or higher typically wins the high hand
(seven players).

1. Three of a Kind or higher typically wins (with seven
players).

2. Remember you MUST use two cards from your hand and
three cards from the board.

7 or 8 high typically wins the low hand (with seven
players).

Remember you MUST have an “Eight High” or lower

3. Consider folding if:
hand to win the low hand.

« 1st round: You don’t have a pair, you don’t have an
Ace, King, or Queen, and you have low potential for I 4 Remember you MUST use two cards from your hand and
a Straight or a Flush. L three cards from the board. ;

- oy £l . ; 't haw 2 X fr_ it : ) =
2nd to- +th round: You don't have at least Three ot a b 5 Cossider Eoldmig it
Kind or potential for a Straight or better. i |

e - ¢ 1st round: : R e B :
4 PBe aware of what the best possible hand is and where i potentia’ldfo:(?‘iﬁgl?g; ngi cllzl?:zlli jﬁf‘l\(IiD} OcLJthcElﬁe}of
your hand is relative to it. Remember, the community 1 B : at least two unlike E:érds 8 or un,d°; e
cards limit what the best hand can be. (Example: If there & s Jnd _ , &t
isa 2, 8 of Spades, 3, 10 of Hearts, anda 9 of Clubson Kr} dt0,4[h round: You don't haye 2 least Three of a
o oard. the best hand possible is @ Straight. However, | 1:111’1 . j\rll.\?gou have }ow potential for a Straight or a
if you hold a 6 and a 7, you can still be beat by someone | b usd ; you don’t have an Eight-High-or-better
with a Jack and Queen ora 7 and Jack, even though you | ji A
have a Straight.) i 6. Be aware of what the best possible hands are and where
" your hand is relative to them. Remember, the community
cards limit what the best hands can be. (Example: 1f there
is a 2, 8 of Spades, 3, 10 of Hearts, and a 9 of Clubs on
the board, the best high hand possible is a Straight, 8-9-
10-J-Q; and if you hold either an A, 4, or a J, Q, then
you can't be beat!)
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. Two Pair or better usually wins (with seven players).

. Consider folding if:

b

e 1st to 2nd round: You don't have at least One Pair or
three cards toward a Straight or Flush.

« 31rd to 4th round: You don’t have at least a high One
Pair or four cards toward a Straight or Flush.

« 5th round: You don’t have Two Pair or better.
Generally fold if your cards (including your hole cards)

are beaten by the showing cards of any other player.
Always fold in the last round if this is true.

. Determine what the best possible hand could be for each

of your opponents (including best case hole cards for
them), and bet according to how your hand stacks up
relative to them.

High-Low—Strategy Highlights

1. Two Pair or better usually wins high hand (with seven
players).

2. 8 or 9 high typically wins the low hand (with seven
players).

3. Consider tolding if:

¢ Ist to 2nd round: You don’t have at least One Pair ot
three cards toward a Straight or a Flush, AND you
don’t have at least three unpaired cards 9 or under.

* 3rd to 4th round: You don’t have at least a high One
Pair or four cards toward a Straight or a Flush, AND
you don't have at least four unpaired cards 9 or under.

¢ 5th round: You don't have Two Pair or better, AND
you don’t have a low hand of 9 high or lower.

4. Generally fold if your cards (including your hole cards)
are beaten by the showing cards of any other player.
Always fold in the last round if this is true.

5. Determine what the best possible hand could be for each
of your opponents (including best case hole cards for
them), and bet according to how your hand stacks up
relative to them.
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. Two Pair or Three of a Kind usually wins (with seven
players).

Keep track of how many cards your opponent draws;
Opponent stands pat: either has a great hand or is bluffing.
« Draws 1: Most likely has Two Pair but could also be
going for a Straight or a Flush.
« Draws 2: If the betting was heavy before the draw, then
 this person is likely to have Three of a Kind before the
draw. If the betting was light it is difficult to tell; this
person could be going for a long shot Straight or Flush,
possibly has a pair with an Ace kicker.
o Draws 3: If the betting was heavy before the draw, then

this person is likely to have a high One Pair. Otherwise,
suspect a low One Pair or a “runt” (no pair).

Consider folding if:

» Before the draw, you have a “runt” (no pairs) void of
face cards or an Ace and no potential for a Straight or
Flush.

« The betting gets intense before the draw and you don't
have a high One Pair.

« Final found of betting and you have less than Two Pair.

Take into consideration how many cards you opponent
drew while you are betting in the final round. Adjust
your aggressiveness based on how your hand stacks up
against your estimation of your opponent’s hand.

9 or 10 high typically wins the low hand (with seven
players) ' |

Keep track of how many cards your opponent draws:
* Opponent stands pat: Either has a great hand or is
bluffing.

¢ Draws 1: If there has been any raising prior to the draw
then watch out for this one! More than likely this
opponent has four very low cards.

* Draws 2: I the betting was heavy before the draw; then
this person likely has three very low cards. The odds
are still against this opponent getting a very low hand.

* Draws 3: Likely won't be a contender.
Consider folding if:

* Before the draw, you don’t have four unpaired cards
under 10.

¢ Final round of betting and you don’t have a 10-High
or lower hand.

Take into consideration how many cards your opponent
drew while you are betting in the final round. Adjust
your aggressiveness based on how your hand stacks up
against your estimation of your opponent’s hand.
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ROULETTE

What is Roulette?

Like many other games of chance, Roulette was developed by the
French. The name means, literally, “small wheel.” Pascal, a French
mathematician, is credited with its invention in the 17th century.
Pascal’ inspiration may have come from ancient Rome. The Romans
were constantly on the lookout for new means of entertainment. At a
certain point in their history, they took chariot wheels, l'.umedl them 1
sideways, and made them into implements for gambling. (Thls? pl‘obao\ly
happened during a prolonged lull between cne of their periodic wars.)

At any rate, after Pascal’s contribution, the game reachedlEngland
about 1820 and later came to America. Apart from the American
addition of a 00, the Roulette of 1820 has not changed at all. It was a
big hit during the Calilornia-gold-rush years, and many a .hapless
prospector squandered earnings on the wooden wheel. It is now )
played in virtually every gambling house in North and South America
but is most popular in Europe.

Roulette uses a special wheel, a betting layout, and chips. A dealer
manages the wheel and all the bets. The wheel spins continually. A
small ball is thrown against a rim that surrounds the wheel. The ball
falls into the wheel and comes to rest in one of the numbered sec-

lions, indicating the winning number. The anticipation generated by
the spinning wheel, the rolling ball, and lots of money changing
flands helps make Roulette a very exciting game.

The Roulette wheel is divided into 38 sections (America) or 37
iections (Europe), each of which has walls to hold a small ball where
[ lands after the wheel is spun. The sections are numbered from 1 to
86, (hall red and half black, half odd and half even) plus a green sec-
fion marked 0. European wheels have only the 0 green section.
American wheels have an additional green section marked 00. The
icddition of the 00 section greatly increases the odds in favor of the
house. For this reason, Roulette is not as popular in United States
gambling houses as it is in Europe. If Nevada rules are in force, you
lose the entire even-money bet on 0 or 00.

- Numbers 1 to 18 are considered the lows; numbers 19 to 36 are
the highs.

Roulette is a banking game; all bets are placed against the house.

many players are allowed to play as can get close enough to the
lable to bet.

Players bet on the layout for a number, group of numbers, or color
hich they expect to win. The Roulette layout is shown in Fig. 1.
Aiter all bets are placed for that turn, the dealer tosses the ball along
fhe wheels rim. After the ball comes to rest in a winning number, the
pank pays or collects from each bettor. Bets can then be placed again
o1 the next spin.

Fig. 1: The betting layout
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The chips values are set for the table. For example, if you are

Inside bets (or Straight up). Pay 35 to 1. Place a chip on any
playing a $5 tahle, each of your chips will be valued as 55. '

single number (Fig. 2).

You can place a bet before every spin of the wheel. The bet you
make must meet the minimum bet requirement for the table. You can
place as many chips on the table at a time as you like (up to the maxi-
mum limit).

Fig. 2: Inside bet
Roulette odds ig nside be

The following odds are in effect for Roulette bets: _
Split bets. Pay 17 to 1. Place a chip on the line between any two

1. Winning het on red, black, lc 18, high 19 10 36, eve g : o i
inning bet on red, black, low 1 to 18, hig 0 30, even, o1 adjacent numbers (Fig, 3). If either number comes up, you win.

odd; the bank pays even money.

2. Winning bet on the down (1 to 12, 13 to 24, or 25 to 36), or on
the column in which the winning number falls; the bank pays 2
to 1. '

O

3. Winning bet on the number itself; the bank pays 35 to L.

.Y

Bet on either of two numbers, one of which wins; the bank pays
17 to 1.

_Bet on three numbers, one of which wins; the bank pays 11 to 1.

Fig. 3: Split bet
Street (Trio or Three number) bets. Pay 11 to 1. Place a chip

on the horizontal line across the top of the layout on any of the twelve
columns of three numbers (Fig. 4). You get all the numbers in

that street.

Fig. 4: Street bet
Quad (Corner) bets. Pay 8 to 1. Place a chip between any four
number groupings (for example 4, 5, 7, 8), and you get all four num-
bers in that group (Fig. 5).

Fig. 5: Quad bet

[

h

_Bet on four numbers, one of which wins; the bank pays 8 to 1.

b |

. Bet on five numbers (0, 00, 1, 2, and 3 only), one of which wins;
the hank pays 6 to 1.

8. Bel on six numbers, one of which wins; the bank pays 5 to 1.

WO

When a zero or double zero comes up, the house pays bets on the
zero (or double zero), or on the zero (or double zero) and any
other adjacent numbers in combination with it, but collects on all
other bets.

Roulette bets

The two types of bets allowed on the Roulette layout are
Combination bets and Straights bets. You need to know both bet
types to be able to play the game.

Combination bets

Combination bets refer to the bets you make by placing your chip
on the lines between the marked boxes to include more than one box
in the bet. These bets have different odds than the Straight bets.

86
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Quint bet. Pays 6 to 1. The only possible five number grouping
in the Roulette layout is 0, 00, 1, 2, 3. Place the chip on the upper
horizontal line between the 00 and the 3 (Fig. 6). This bet favors the
house by almost 8 percent.

Fig. 6: Quint bet

Double Street (Six number) bets. Pay 5 to 1. Place a chip on the
outside line between adjacent streets to get all six numbers in the
double streets (Fig. 7).

L

Fig. 7: Double Street

38

traight bets
A Straight bet is any bet you make by placing your chip outside

e 36 numbers marked on the layout. Fig. 8 shows the Straight bets,

hich include the Dozens bet, the Column bets, and the Outside bets.

210 1|2[o .l‘Zto l\

Ist 12 2nd 12 3rd 12

1-18 |EVEN|4f ODD [19-36

Fig. 8: Straight bets

Dozen bets. Pay 2 to 1. Place a chip in the 1st 12 (1 to 12), 2nd
2 (13 to 24), or 3rd 12 (25 to 36).

Column bets. Pay 2 to 1. Place a chip in a box at the end of one
f three columns.

Outside (Even money) bets. These bets pay even money. Place a
chip in Odd or Even, Black or Red, High or Low.

Strategies for winning at Roulette

The payoffs for the Roulette bets are based on a wheel with 36
numbers. For example, if you make a Straight up bet on the 13, the
payoff is 35 to 1. That would be a great bet, giving you true odds.
However, the casinos must have their profit; the Roulette wheel con-
tains not 36 but 38 numbers, with the 0 and 00 added in. True odds,
therefore, for betting the 13 would be 37 to 1, which of course is a
better payoff than 35 to 1. The 0 and 00 are also painted green, so
that they are losers in the Red and Black bets. Getting out our calcula-
tor, we can determine that these wheel modifications give the house a
5.26 percent advantage on every bet (the only exception to this is the
Quint bet, which gives the house almost an 8 percent advantage!).

No matter what system of betting you use with Roulette, the bank
will get this 5.26 percent in the long run. It is, however, a fact that
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winning and losing often takes place in streaks. If you have a system
and it’s actually working for a period of time, stay in while it lasts,
then get out as soon as it looks like it’s taking a turn for the worse.

If you're playing in Nevada, the house percentage of 5.26 percent
is as immutable as the laws of physics. Atlantic City, in an effort to
lure more gamblers to the wheel, made this rule change: for any even-
money bets, if the ball lands on 0 or 00, half of the amount of any
Even-money bet is returned to you. This rule is called “surrender.”
The Atlantic city rules cut the house percentage in half, to 2.63 per-
cent. Surrender is actually based on a European rule called “en
prison.” The European wheel has only a 0 in addition to the 36 num-
bers (no 00), giving a 2.7 percent advantage to the house. The en-
prison rule cuts this advantage down to an alluring 1.35 percent.
Therefore, if you are'considering a tour of gambling houses in Europe,
Roulette may be an economical choice. (Note: Hoyle Casino only
supports Las Vegas rules.)

In Roulette circles, one hears talk of the legendary “biased wheel”
from time to time. A biased wheel is one that favors certain numbers
over others. In an imperfect world the existence of a biased wheel is a
mathematical certainty. The problem is in the fact that the bias would
have to be very great to overcome the 5.26 percent house advantage.
The idea that you can win money by finding the bias in a wheel is
most likely untrue (perhaps a holdover idea from the Old West, when
manufacturing techniques were less precise). Nowadays, Roulette
wheels are very well-made, and the casinos have a vested interest in
maintaining their mechanically-induced randomness. So, if you're
seeking entertainment by exploiting poorly maintained Roulette
wheels, your best odds may be found by watching re-runs of
Maverick. But on the other hand, if you find a wheel in very poor con-
dition or positioned not quite horizontally...

If you choose to take your chances in the Nevada game, you
should take advantage of being able to place multiple bets on different
parts of the layout using Straight bets or Combination bets.

Suffice to say, this is more a game of chance than a game of skill.
Lay out your chips, then sit back, and enjoy the leisurely pace of the
spinning wheel. Maybe you'll be lucky!

_ 7. Highlights
'

' Avoid the Quint bet, which gives the house a 7.89 percent advantage. |
In all other Roulette bets, the house advantage is 5.26 percent.
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SLOT MACHINES

What are Slot Machines?

The first Slot Machines were built by Charles Fey in the late
1800s. They became an immediate sensation in the San Franciso Bay
area, where they were placed in local bars and gambling halls. These
machines were called “Liberty Bells” and were named after the promi-
nent symbols which, naturally, showed up in the pay line for the jack-
pot. The possibility of winning big money by hitting the jackpot is
what makes these games exciting.

Slot Machines are three-reel machines with varying numbers of
symbols (or stops) on each reel. The more possible stops per reel, the
lower your odds of winning. Each reel has at least one jackpot sym-
bol, and each reel’s jackpot symbol must line up for a jackpot. For a
20-stop, three-reel machine with one jackpot symbol per reel, the the-
oretical odds of lining up all three jackpot symbols are 20 x 20 x 20
(for each reel), or 8,000 to 1. But even if someone pulled the arm on
a machine 8,000 times in a row, they aren’t guaranteed a jackpot.
These odds only reflect what should occur over many hundreds (or
thousands!) of tries.

Slot Machines are entirely a game of chance. The games are very
popular with people, as is playing the lottery. People relish the chal-

lenge of attempting to beat the odds, no matter how bad they might
he! Average machines return less than 83 to 90 percent of the money
iput in, but a few machines offer a return of 97 percent or more.

How the game is played

To play a Slot Machine, insert your coin or bill into the machine.
he payoll scale for the machine is shown in the lighted panel above
the buttons and tells you how much coins (credits) you receive for all
‘possible winning combinations.

Betting with the Slot Machines is a very straightforward process. 1f
you plan on playing the machine for quite a few spins, you may want
1_ put a good number of coins in at the outset. Any extra coins you
{nsert (above the amount needed for one play) will be counted as

RiC edit, You can then use these credits to make bets on subsequent
spins or to receive the credits as cash winnings. You are allowed to
keep spinning as long as you have enough credits, or you continue to
Insert coins.

You can bet anywhere from one to five credits at a time, depend-
ing on which Slot Machine you're playing. You have three options in

Hit the “bet one” button once for each credit you wish to bet.

Hit the “bet max” button to bet maximum credits (for that
machine).
3. Hit the “play max” button to bet maximum credits and start
the game.

Pull the handle or hit the “spin” button to engage the reels and
tart the game. If you hit the “play max” button, the game will auto-
atically start for you.

You win if the horizontal row of pictures matches any of the com-
binations shown in the payofl scale. If you win, you then accumulate
credits. To collect your credit, hit the “cash out” button.

Types of machines

The two types of Slot Machines are 1) Straight Slots, and 2)
Progressive Slots. Straight Slots have a payoff scale shown in the light-
ed panel at the top of the machine. This payoff scales shows, for
example, that three bells pay 20 coins (per coin played). Progressive
Slots also show a payoff scale. The difference is that the payoff for the
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jackpot (shown in the top row) is a variable. The jackpot increases as
every coin is deposited into the machine. The amount you win if you
hit the jackpot will be displayed on a panel above the machine.

Most Slot Machines have one pay line, and pay if the correct com-
bination is hit on a single horizontal row. Some machines, however,
have multiple pay lines, which means that you can also win money in
other ways. On these machines, if you play for one credit, you acti-
vate one pay line—the middle horizontal row. If you play for two
credits, you will activate a second payline, usually a diagonal row. A
third coin activates the other diagonal row. This gives more winning
combinations, but it also costs more money.

Here are the Slot Machines included with Hoyle Casino:

Gone Fishin’

Caribbean swordfish are the most-prized catch in Gone Fishin’ (i.e., if
you gel three, you hit the jackpot).

Jurassic

In this game, you hit the jackpot if you “un-earth” three
Tyrannosaurus skulls.

Safari

Endangered species pay big dividends in Safari’s “wild kingdom.”
Bug Out

If the three spinning reels turn up butterflies, you win the jackpot.
Shoes

We're not in Kansas anymore. Ruby red slippers take you all the way
home in this game.

Sports

If three basketballs show up, you win the jackpot.

Sweets

You're always special on your birthday. Three birthday cakes will
confirm it.

Monsters

The aged gentleman from Transylvania runs this game.

Clowns

Bozo bequeaths big bucks to winners in the Clowns game.

Flying

If you get three rockets, you win the jackpot.

Aliens
If a trio of aliens appear, you get abducted. However, the aliens imme-

diately release you, leaving you with no recollection of the event, just
a large pocketful of change.

Fruits
The Fruits game uses multiple pay lines and a progressive jackpot.

You hit the jackpot on the third appearance of the “bar.”

Strategies for winning at Slots

First, realize the odds are against you. The house has a great deal
of control over how much their machines pay out. A Slot Machine is

wvery carefully constructed to pay out a certain percentage return on

deposited coins. A high-return machine (called a “loose” machine)

‘may pay 97 percent of what is put in. A low-return machine may pay
only 86 percent. Try to snifl out the loosest machines (a helpful casino
‘employee may point you the right direction, for a small cut of the
action!) Some casinos cater to Slot-Machine players and offer

‘machines with higher return rates. Always look for the best machines
in the best casinos. You may have to shop around. Never play the
Slots in airports, restaurant lines, near bathrooms, etc. These
‘machines are almost always have a VERY low rate of return.

Another important tip in Slots is to always play for full coin (2, 3,
“or 5 coins in Hoyle Casino)! You can easily confirm that playing full
coin is to your advantage by reading the pay line (usually the top one
or two rows are relevant) for a given machine. If the payoff is MORE
than tripled for three coins as compared to one coin, then you should
always play for [ull coin.

Choose (if you can figure it out) machines with fewer symbols on
their reels and higher numbers of jackpot symbols on each reel.

Progressive machines are often more desirable to play, depending
on the current size of the jackpot. In the long run, these machines
sometimes pay a higher than average return rate.
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Never lorget to hit the “cash out” button before leaving! Some
casino-stragglers practically make a living off the credits left behind by
Slot Machine and Video Poker players.

Some Slots only pay partial jackpots. If you win a big jackpot,
never leave a machine until an attendant has arrived on scene to give
you the rest of your winnings. (The machine will show how much of
your jackpot is yet to be collected.) When Slot-Machine hoppers are
running out of coins, they pay very slowly. They are built to “Tilt” in
this situation and will stop paying out. Again, wait for the attendant.

. Always play full coin!

. Sho%around for machines with the highest return rate. Avoid
machines stationed in airports, restaurants, or near restrooms.

. The Progressive machines with big jackpots are often the best
machines available.

96

] INSERT

. ; BILLS
K 3 [ 4
L] - 4 & a
o &| ¢
s G- PR Bl =

2 L ; 100
|

Bl !l : b —— -
R EEEE T ;
What is Video Poker?

One of the most recent additions to the casino milieu is Video
Poker, a man-against-machine electronic version of the traditional

favorite, Poker. A new generation of gamblers is comfortable with the

technology of electronic or computerized games, and enjoys this form
of entertainment.

Some people enjoy the solitude that Video Poker provides, It can

be easier to concentrate on winning without distractions that

inevitably occur where a human dealer and other human players are
involved. In Video Poker, you don't have to think about bluffing, bet-
ting, and whether you're giving out too much information; you just
think about the cards and play. You also don't have to wait for shuf-
fling and dealing. The machine makes these things happen instanta-
neously. Many compulsive Video Poker enthusiasts are blazingly fast
players, but this is a matter of choice. You can set your own pace in
this game.

The alternative explanation for the game3 great popularity is that
some Video-Poker machines offer an opportunity to win money from the
casino. A few machines pay out a 102 percent return on your money if
you adhere to an optimal strategy. Now that is worthwhile odds!
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How the game is played

To play a Video Poker machine, insert your coin or bill into the
machine. The payoll scale for the machine is shown in the lighted
panel above the buttons and tells you how many coins (credits) you
receive for all possible winning hands. Typically, the winning hands in
Video Poker are the same type of hands you will find in a traditional
Poker game, such as a Straight Flush or Four of a Kind (see the sec-
tion on Poker for more information about winning hands).

You can bet anywhere from one to five credits at a time. You have
two options in betting:

1. Hit the “bet one” button once for each credit you wish to bet.

2. Hit the “bet max” button to bet five credits.

When you bet five credits, the machine automatically deals you
five cards. When you bet less then five credits, you must hit the “deal”
button to receive your first five cards.

Five cards appear on the screen after you hit the deal button. At
this point you must choose the cards you want to keep. You are
allowed one re-deal, and one chance to draw anywhere [rom zero to
five new cards. Each card must be individually selected if you wish to
keep it. You can keep a card by selecting it, at which point the word
“held” shows up on the screen above the card. Cards marked by the
word held will not be replaced when you draw new cards. You can
easily change your mind about keeping a card by selecting it a second
time. Make sure the held notation disappears when you do so.

1f you have a pat hand (five good cards), you can hit the “hold all”
button to quickly mark each card as “held.” Conversely, the “discard
all” button unmarks each card.

When you're ready to draw new cards, hit the deal button. The

cards not marked by the word held will be replaced, resulting in your
final hand.

It you win, you accumulate credits. To collect your credit(s), hit
the “cash out” button.

Strategies for winning at Video Poker

A Video-Poker machine generates piles of random numbers con-
tinually. When you hit the right button, it stops generating numbers,
turns the numbers into cards and displays them onscreen. Frank J.
Tipler, in The Physics of Immortality, explained the possibility that
machines could have a primitive consciousness. Some enthusiasts of
Video Poker insist they can commune with the machines during pro-
tracted playing sessions, kind of like Spock performing a Vulcan mind-
meld. Supposedly this helps them win. However, we are reluctant to say
you can beat the machines by utilizing any paranormal strategy. We pre-
fer a more earth-bound, mathematical means of gaining the edge.
Fortunately, this is entirely possible in Video Poker, and you may actu-
ally beat the house by learning correct strategies of play.

The most important strategic decision in Video Poker takes place
before you put your money in the slot. All the machines are not the
same; their payouts differ, and thus your machine selection has a sig-
nificant impact on your long-term potential earnings. Video Poker
machines vary anywhere from about a 90 percent return to 102 per-
cent. We recommend that you try to find machines with a 98 percent
or better return. Eleven machines are showcased here (all included in
Hoyle Casino), which represent an across-the-board sampling of the
Video Poker industry. If you learn the characteristics of these
machines, and the corresponding strategies, you will be equipped to
take on Video Poker in an actual casino.

Before examining each machine in detail, it5 helpful to know the
odds for obtaining the various hands in Poker. The figures that follow
are based on Jacks-or-Better games. Because people play the games
slightly dilferently, these figures are approximations.
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Hand: Odds: Payoff. Number of Credits: 1 2 3 + 5
Royal Flush 40,000+ to 1 1,000 101 )
= : | Hand:
(5 credits only)

Straight Flush 9,200 to 1 50t01 Royal Flush 250 500 750 1,000 5,000
Four of a Kind 424101 2501 Straight Flush 50 100 150 200 250
Full House 86 to 1 Oto 1 Four of a Kind 25 50 75 100 125
Flush 90 to 1 6101 Frull House 6 12 18 24 30
Straight 88 to 1 4101 e 5. 10 15 20 25
Three of a Kind 13t01 3t01 Straight 4 8 12 16 20
Two Pairs 7tol 2101 Three of a Kind 3 6 9 12 15
Pair of Jacks or Two Pairs 2 4 6 8 10
Better 4101 lto1l Pair of Jacks or Better 1 2 3 4 5

A cursory glance at the above figures reveals a seeming imbalance.
For example, we are telling you that your odds of making a Straight
are 88 to 1, but the payoff is only 4 to 1? If true (and it is), you might
as well go over to the Craps table and start making Proposition bets.
We also said it’s possible to beat the house. Sounds ludicrous, doesn't
it? However, this apparent contradiction is easily explained—many of
these odds are working simultaneously. In other words, though your
payoff is small when you are going for One Pair of Jacks, you might
also end up with Two Pair, a Full House, Three of a Kind, Four of a
Kind, One Pair of Aces, or something else (even a Royal Flush!).
Thus, many of these odds are cumulative. The end result is that, on
any given hand, your chances of losing money on a Jacks-or-Better
machine is only about 55 percent.

Read this chart, and you will see that payscale increases at a fixed
rate as you move from a one-credit to a five-credit game. For example,
a Flush pays five credits (coins) on a one-credit play. It pays 25 (5x5)
credits for a five-credit play. The one glaring exception is the Royal
Flush. This pays 250-1,000 credits on a one to four-credit play but,
5,000 on a five-credit play. This is four times the expected rate and is
the Video Poker equivalent of a jackpot. You never want to play for
less than full coin (five credits), or you can’t hit the jackpot.

We will be studying the payoff scales for the various machines in
the next section. Our comments about the payoll scales are always
based on the right-most column (the five-credit column), since this is
the only column you should ever play in Video Poker.

At 55 percent, those are pretty good odds, especially considering
that you can only lose five credits if you bet five credits. If you hit the

acks or Better
Royal Flush, you'll get 5,000 credits back! J

The Jacks-or-Better machines pay out 98 percent to 100 percent
at the top end. Stick to the best machines, and avoid anything that
pays less than 96 percent. Expect an even game when playing the
Jacks-or-Better machines, with not as many extremes of winning and
losing streaks as you get with the Jokers and the Deuces machines
(see chart).

When we show the payolls [or the dillerent machines, only the
live credit payolfs will be shown. This is because of a simple Video
Poker truism—never play for less than full credit! The reason for this
is shown in the sample payolf chart below for a Jacks-or-Better
machine.

100
Hoyle® Casino 101



102

1. Easy Money. Payolf: 100 percent. This machine is called a
9/6- Jacks-or-Better machine. The 9/6 refers to the payoff for the Full
House (9 to 1) and the Flush (6 to 1). Fig. 1 shows this machine’s pay-
off scale. This machine provides good odds of winning. Stick with it.

s

2. Jack’s Back. Payoff: 95.5 percent. This machine is called a
6/5- Jacks-or-Better machine. The 6/5 means the Full House pays 6 to
1, and the Flush pays 5 to 1. Fig. 2 shows the payolff scale for the

Jacks-Back machine.

This machine appears nearly identical to the 9/6 machine at first
glance; Jacks or Better are required [or a win, and the Royal Flush
pays 5,000 (full coin). Comparing this machine to the Easy-Money
machine, we find a reduction in payolls for the Full House (lowered
from 45 to 30) and the Flush (lowered [rom 30 to 25). These reduc-
tions will be critical in the long run, making this machine a rather
poor investment.

3. Crawdad. Payoll: below 93 percent. The payoff scale shown
in Fig. 3 is in effect for this machine.

Rfj"j(a]' Flush [E¥E

Jac
or

Flush BROE 12 B
Straight. {7 '
3ofakind ST
2pair PN .
Pair of Jacks or Better m 2 e

Fig. 3: Cr;awdad

The Royal Flush is less profitable on Crawdad (its payoff of 2,500
for full coin is only hall what most Jacks-or-Better machines give
you!), but this machine pays cut big credits for Four of a Kinds
formed with face cards and Aces. So, is it good machine? No! The
payolf is a mere 92.6 percent. One key factor is the reduction of the
Three of a Kind payoff to an abysmal 2 to 1. Three of a kind (like One
Pair and Two Pair) is one of your bread-and-butter hands. You
absolutely need these payoffs to extend your playing time, to give you
a chance to make the higher-scoring hands.

Hand rankings for Jacks-or-Better machines

Often, the choices you make in Video Poker are fairly obvious
(i.e., no one dumps a pair of Queens in favor of three garbage cards).
The critical decisions, however, are the less obvious ones, such as
when choosing between a high One Pair and three cards to a Royal
Flush. Which cards should you keep? The following hands (dealt

 before the draw) are ranked from highest to lowest in terms of scoring

potential, starting with the highest. What this means is that you

‘always want to “protect” the hand that shows up highest on the list
‘and draw accordingly.

The hand rankings for the Jacks-or-Better machines are as follows:

1. Royal Flush, Straight Flush, Four of a Kind, Full House,
Flush, Straight (pat hand)

Four cards to a Royal Flush
Three of a Kind
Four cards to a Straight Flush

Hoyle® Casino
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5. Two Pairs

6. High Pair (Jacks or Better)

7. Three cards to a Royal Flush

8. Four cards to a Flush

9. One Pair (10s or lower)

10. Four cards to an outside (open ended) Straight

L1. Three cards to a Straight Flush

12. Two cards to a Royal F'lush

13. Three cards to a Straight Flush

14. Three high cards (Jacks through Aces)

15. Two high cards

16. Four cards to an inside Straight

17. One high card

Remember, these rankings reflect long-term potential winnings
rather than immediate gratification. This means that occasionally you
may sacrifice a scoring hand in favor of a hand with greater winning
potential.

Notice also the value attributed to high cards (Jacks through
Aces). You don't want to throw these out, as they have great winning
potential. It is a victory even if you only end up winning the five
credits that you bet; it gives you one more chance to go for a bigger
win and the Royal Flush. Also, if you have two or three high cards in
a potential Straight or Flush, you can bump it up one level on the list.

Here are some examples of playing hands using the hand rankings
chart:

1. You're dealt a Q-J-10 of Spades, a 10 of Hearts, and a 2 of
Clubs. The 10-J-Q give you three cards to a Royal Flush. You
also have a pair of 10s. In the long run, you're better off dis-
carding the pair (ranked 9) and keeping the three cards to a
Royal Flush (ranked 7).

2. You're starting hand is A-K-J-10 (different suits) and a 4 of
Hearts. The A-K-J-10 gives you four cards to an inside
Straight. An inside Straight is hard to fill and is only ranked a

16. You should keep your A-K (two high cards) which are
ranked slightly higher at 15.
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3. You are dealt a Q-]J-1C-9 of Spades and the Queen of
Diamonds. You have a pair of Queens and four cards to a
Straight Flush. By all means, sacrifice your scoring Queens
(ranked 6) for the possible Straight Flush (ranked 4). Even
though this means youll sacrifice a scoring hand for (proba-
bly) nothing, you don't often get a better shot at the mini-
jackpot paid for a Straight Flush.

Joker Poker

Some Joker-Poker machines offer returns as high as 102 percent,
and so are very popular. Because the inclusion of a wild card means
that bigger hands (in the traditional sense) will be more frequent, the
minimum hand required to win a Joker-Poker machine is a pair of
Kings or Two Pair. The Four of a Kind tends to be the make or break
‘hand in Joker Poker (unless you hit the jackpot). Whether or not you
achieve this hand will often determine whether you have a winning or
losing session in Joker Poker,

1. Joker Poker. Payoll: 98.5 percent. This is a Kings-or-Better
machine and is a very good bet. The payoll scale shown in Fig. 4 is
used for the Joker-Poker machine.

Straight Flush
4 of a Kind

Full House
Flush

Straight

3 of a Kind

2 Pair

Kings or Better

Fig. 4: Joker Poker

This machine offers high payoffs for Five of a Kind (1,000 credits
for full coin) and a Joker Royal Flush (500). It is also nice because it
includes a Joker and only requires Kings to score. These factors com-
pensate for unremarkable payofts for the middle-range hands, making
it a pretty good investment.

The hand rankings for Kings-or-Better Joker-Poker machines is
like the Jacks-or-Better machines. Use the Jacks-or-Better chart, except
remember that high cards are now Aces and Kings. Low cards are
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anything below a King.

2. Joker’s Wild. Payoff: below 92 percent. This is a Tivo Pairs-
or-Better machine. The payoff scale shown in Fig. 5 is used for the
Jokers-Wild machine.

X E.:;
2 [ ee
Fig. 5: Joker’s Wild

With a payoff of less than 92 percent, you should aveid it. You are
losing crucial low-value hands (no high pairs can win, only Two Pair)
and some of your high Joker hands are also cut down in value (Five
of a Kind and Joker Royal Flush only pay 500 and 250, respectively).

High-return machines with payoffs over 100 percent exist in Two
Pair Joker Poker, but they pay more for the middle hands. Compare
the following:

Other Two-Pair

Joker-Poker
Hand: Joker’s Wild: variations:
Four of a Kind pays 100 100
Full House pays 40 40
Flush pays 25 35
Straight pays 20 30

The extra earnings derived [rom the Flush and Straight will
impact your winnings significantly in the long-term. Make sure you
read the payolfs for every hand before putting in your coins. Casinos
often manipulate the numbers for these middle hands to increase their
take.

The hand rankings for the Two-Pair Joker-Poker machines are as
follows:

1. Royal Flush, Straight Flush, Four of a Kind, Full House,
Flush, Straight (pat hand)
2. Four cards to a Royal Flush
3. Four of a Kind
4. Four cards to a Straight Flush
5. Three of a Kind
6. Two Pair
7. Three cards to a Royal Flush
8. Four cards to a Flush
9. Four cards to an outside (open ended) Straight
10. Three cards to a Straight Flush
11. One Pair
2. Four cards to an inside Straight
13. Three cards to a Flush
14. Two cards to a Royal Flush
15. Two cards to a Straight Flush
16. Three cards to a Straight

These hands include hands containing Jokers. The major change
in strategy for playing Two-Pair Joker-Poker machines is that high
cards as defined by Jacks-or-Better and Kings-or-Better machines do
not exist. This reduces the value of Pairs a little bit. You will end up
keeping four cards to a Flush, for example, over One Pair of Aces.

Deuces Wild

Some Deuces-Wild machines offer great potential for winning
money. Like the Joker-Poker machines, they offer returns up to 102
percent. Naturally, with four wild cards, the minimum winning hand
is going to change; expect Deuces-Wild machines to display Three of
a Kind as a minimum hand. Expect a roller coaster ride of great win-
ning streaks sandwiched between losing streaks.
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When playing Deuces-Wild machines, make sure you never dis-
card your 2s; its easy to forget how valuable they are.

1. Wild Country. Payoff: below 94 percent. The payoff scale for
the Wild-Country machine is shown in Fig. 6.

For better return rates than you see here, look for Deuces-Wild
machines that offer 1,000 credits payoff for four Deuces, 50 credits
for a Straight Flush, and 15 credits for a Flush. Machines with these
payolfs will return almost 102 percent.

' Royal Flush
4 Dettces

} 4 ofa Kimd

Fig. 6: Wild Country

2. Born To Be Wild. Payoff: below 95 percent. Fig. 7 shows the
paveff scale for the Born-To-Be-Wild machine.

These machines, characterized by a low return on the Full House
(15 credits), seldom produce winners. The exception is the progres-
sive machines, which have a variable Jackpot (for the Royal I'lush}
that can get very high, and may have a return over 100 percent.

Fig. 7: Born 2 Be Wild

3. Wild Thing. Payoff: below 96 percent. The payolf scale for
the Wild Thing machine is shown in Fig. 8.

Look for machines (like this) that offer 1,000 credits for the four
Deuces, which will push up the payoif to approximately 97 percent.

Royal Flush
4 peuces 1l
Deuces Royal Flush |
SofaKind °
Straight Flush
4dofaKind |
Full House |
Flush |
Straight = 2 b 0
sofagind L0 2 Egi 4 B
Fig. 8: Wild Thing
4. Wild Party. Payolf: 99 percent. In addition to the four
Deuces, a wild Joker is also included with this game. Fig. 9 shows
this machine’s payoll scale.
At a 99 percent return rate, you can expect to do well at Wild
Party. Just make sure you're getting the payoffs shown above.

Fig. 9: Wild

Party

The hand rankings for the Deuces-Wild machines are as follows:
1. Royal Flush, Straight Flush, Four of a Kind, Full House,
Flush, Straight (pat hand)

Four cards to a Royal Flush

Four of a Kind

Three of a Kind

U

Four cards to a Straight Flush
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Three cards to a Royal Flush
Three cards to an outside Straight Flush

Qo b o

Four cards to a Flush

9. One Pair

10. Four cards to an outside (open ended) Straight
11. Two cards to a Royal Flush

12. Three cards to an inside Straight Flush

You need BIG hands in Deuces Wild. Discard all five cards if you
get anything that does not appear on the above list. For example,
don’t bother keeping four cards to an inside Straight; due to the
prevalence of wild cards, you're usually be better off taking five new
cards. Likewise, three cards to a Straight and three cards to a Flush is
not worth keeping. Discard all five in this situation.

10s or Better

Some of the earliest Video Poker machines are 10s-or-Better
machines. They are usually some of the worst Video Poker machines
in the casino, although it’s possible to find some wheat among the
chall. A few machines may offer close to a 100 percent return, but
most are in the 90-95 percent range.

1. A-10 Shun. Payolf: 99.1 percent. This is one of the best 10s-
or-Better machines you will find. Fig. 10 shows its payoff scale.

Flg lO A-10 Shun

You can expect the payolls for a 10s-or-Better machine to be
lower than the Jacks-or-Better machine. This is natural, since a lower
hand (One Pair of 10s) brings a win in the 10s-or-Better machines.

2. Hang Ten. Payoff: below 95 percent. Fig. 11 shows the Hang
Ten payoff scale.

| 10's orBetter

Fig. 11: Hang 10

Comparing this machine to the preceding machine, you find a
deceptively higher payoff for the Full House (45 credits) and Straight (30
credits). However, the reduction of a Two Pair to a five-credit payoff eras-
es the benefit you might have derived otherwise. The result is that the
Hang-Ten machine occupies the video “cellar” in terms of its return rate.
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The hand rankings for 10s-or-Better machines are shown here:

L

Royal Flush, Straight Flush, Four of a Kind, Full House,
Flush, Straight (pat hand)

Four cards to a Royal Flush
Three of a Kind

Four cards to a Straight Flush
Two Pair

High Pair (10 or better)
Three cards to a Royal Flush
Four cards to a Flush

Low Pair (9s or lower)

. Four cards to an outside (open ended) Straighi
. Three cards to a Straight Flush

. Two cards to a Royal Flush

. Three cards to a Straight Flush

. Three high cards (10s through Aces)

. Two high cards

. Four cards to an inside Straight

17.

One high card

10s-or-Better machines are played much like Jacks-or-Better

machines. High cards, however, now include 10s. Low cards are any-
thing below a 10.

Progressives
Some casinos offer Video-Poker machines with progressive jack-
pots that grow as more money is placed into the machine. Because the
size of the jackpot is a variable, it is difficult to rate these machines.
Compare the payoff scale to the machines you’ve read about here. If
it’s a good machine, you may be able to extend your playing time just
long enough to take a serious shot at the jackpot. ‘

In Video Poker, you are playing agamst a machine with

a fixed pay line. This makes it a very different game from

regular Poker, where you are simply trying to beat your
opponents or “psyche” them out by bluffing. In Video
Poker, each hand is worth an exact amount. A Video-
Poker Straight Flush might be worth $250 and is almost
always worth more than a Straight Flush in regular Poker,
where the pot might contain a measly $7, for example.
Your unswerving purpose, then, in Video Poker MUST
be to play for the highest-ranking hands.

Learn the hand-rankings for Video Poker. The hand-
rankings are mathematically determined based on long-
term winning potential for given hands on a specific type
of machine. Sometimes, this means that you will discard
an already-scoring hand in favor of a hand that pays off
at high odds.

* Example: You are dealt a Q-J-10 of Hearts, a ] of Clubs,
and a 3 of Diamonds on a Deuces-Wild machine. You
have three cards to a royal llush and One Pair of Jacks.
You keep the three cards to a Royal Flush.

At other times, you should keep the already-scoring hand
over and against a hand that pays off at higher odds.

» Example: You are dealt a Q-J-10 of Hearts, a J of Clubs,
and a 3 of Diamonds on a Jacks-or-Better machine.
You have three cards to a Royal Flush and One Pair of
Jacks. You should keep the One Pair of Jacks.

Look for the machines with a 98 percent or better return.
To determine a machine’s return rate, you must compare
a machine’s pay scale to that of other known machines.

Always play full coin! The best return for the jackpot
(e.g., 2 Royal Flush) is obtained by betting full coin.
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BETTING STRATEGIES

Because we want a fairly comprehensive strategy guide, it is nec-
essary to include a brief discussion about the betting strategies or sys-
tems you may encounter among gamblers. A multitude of systems
exist that are designed to increase your probability of winning.
However, don't have high expectations—you cannot change the laws
of probability. Remember, the key factor in winning is to focus your
betting on situations that minimize the casino’s advantage; you are not
changing statistics by using a betting system.

Two ol the best known systems have names—the Martingale and
the Grand Martingale. These are universal betting systems that can be
applied to many types of games, including Craps, Blackjack, Roulette,
and Pai Gow Poker.

The Martingale. The idea of the Martingale system is to start with
a small bet (usually $1) and double it alier each loss. After a wirl, you
start over at your original betting amount ($1). Scunds like a bad
idea? As an example, suppose you test it out in Craps, and the dice
perform terribly (far worse than average), and you lose seven in a row
before winning the eighth bet. You still come-out ahead, winning $1.
Do it again. You will almost certainly experience an identical $1 gain.
This is likely to continue for quite awhile, and you may think you
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have a very profitable system. Eventually, however, Lady Luck will
catch up to you and you, will keep losing until you hit the table’s
maximum bet. At this point, you're stuck, and you'll lose a LOT of
money. The key is to get out before that happens. (Now, if you get a tip
that “Steely Steed” is a sure winner on the race track, and you need to
raise a few extra bucks quickly, then this may be the way to go.)

The Grand Martingale. This system works just like the
Martingale, with this essential difference; you add an extra $1 to the
doubled bets (following a loss). This allows you to win $2 instead of
$1 on every victory. In other words, you are doubling your winnings
(and if you believe that, then we've got a piece of riverfront property
out in Sakajawaka that we want to sell you, real cheap...).

Systems aside, here is a general recommendation—take advantage
of a winning streak by increasing your hets, Always focus on bets and
strategies that minimize the casino’ advantage. At the same time, be
careful not to overextend your chips. Then, move on to another game
when you are still ahead. In most games, one hot streak is about all
you should expect. Try to leave as a winner; don't hang on too long
and become a loser!
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GLOSSARY OF CASINO TERMS

10s or Better:

Ante:

Banker:;

Big 6/Big 8:

Blackjack:

Blind open:

Blind raise:

Boxman:

A category of Video-Poker machines in which
One Pair of 10s are the minimum hand
required to win.

A mandatory, fixed amount of money that
must be contributed to the pot by each player
in Poker games such as Seven Card Stud.

The dealer or player in Pai Gow Poker with
whom all other players” hands are compared.
This comparison determines winners and
losers for the current hand.

This even-money Craps bet wins if a 6 or 8
(either but not both) is rolled by the shooter
before a 7.

A hand in the game of Blackjack that totals
21 and consists of an Ace and a 10 or lace
card.,

Also called the small blind. A mandatory
Poker bet by the player sitting left to the
dealer equal to half the lower betting amount.
This rule is used in varieties of Poker such as
Hold’em games.

Also called the big blind. A mandatory raise
in Poker by the player sitting left of the blind
open that raises the bet (o the tables lower
betting amount. This rule is used in varieties
of Poker such as Hold’em games.

The person in charge of a casino’s table
bankroll in Craps. The hoxman also makes
sure that all bets are paid correctly.

Bust:

Buy bet:

Call:

Center bet:

Check:

Column bets:

Come bet:

Come-out roll:

Crap-out(Craps):

Dealer:

A losing hand in Blackjack that exceeds 21.

This Craps bet works just like a Place-
Numbers bet, but it pays off at true odds. You
must pay 5 percent of the amount you bet to
the casino as commission.

To match the current highest bet in a Poker
game in order to stay in the hand.

Also called a Proposition bet. A Craps bet that
a shooter will roll a designated number or
numbers on the next roll of the dice.

To stay in a Poker hand without having to
call or raise an opening bet.

A Roulette bet on one of the three columns
(12 numbers) in the betting layout that pays
2tol.

An even-money Craps bet with the same
characteristics as the Pass-Line bet, but it can
only be made aflter the come-out roll. You can
continue making new Come bets with each
roll of the dice.

The first roll of a turn in Craps. This roll wins
for all Pass-Line bets with a 7 or 11, and loses
ona?2,3,or 12 (Craps).

A roll of 2, 3, or 12 on the come-out roll in
Craps, resulting in a loss for all Pass-Line bets.

The person responsible for managing bets on
behalf of the casino. This person usually has a
second important function such as dealing
the cards in Blackjack or rolling the ball in
Roulette.
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Deuces Wild:

Don’t-Come bet:

Don’t-Pass bet:

Don’t-Place-
Numbers bet:

Double down:

Double-street bet:

Dozen bets:

Even-money bet:

Field bet:

A category of Video-Poker machines in which
2s are used as wild cards.

An even-money Craps bet with the same
characteristics as the Don't-Pass bet, but it
can only be made after the come-out roll. You
can continue making new Don't-Come bets
with each roll of the dice.

An even-money Craps bet that the shooter
will throw a Craps (2, 3, or 12) on the come-
out roll or seven out before making the point.

This Craps bet wins if a 7 appears before the
shooter rolls a particular number, This bet
can be placed against a 4, 5, 6, 9, or 10.

The double your original bet in Blackjack and
then drawing a third and final card to com-
plete your hand. Doubling down may only be
allowed on certain hands.

Also called a Six-number bet. A Roulette bet
on two rows of six adjacent numbers on the
betting layout that pays off at 5 to 1.

A Roulette bet on 12 numbers that pays 2 to
L. To make this bet, you place a chip in the
Ist 12 (1 1o 12), 2nd 12 (13 to 24), or 3rd 12
(25 to 36).

A bet that pays an amount equal to the
amount bet (1 to 1 odds)

A Craps bet that a shooter will roll a 2, 3, 4,
9,10, 11, or 12. The next roll of the dice
immediately determines whether this bet wins
or loses.

Five-card:

Flush:

Fold:

Four of a Kind:

Free-odds bet:

Full coin:

Full House:

Hardway bet:

High Card:

The placing of cards into the “high hand” in
Pai Gow Poker.

Five cards, all of the same suit, form this
Poker hand. A Flush beats a Straight or any
lower hand.

To drop out ol a Poker hand in order to avoid
making additional bets.

Any four cards of the same rank form this
Poker hand. Four of a Kind beats a Full
House or any lower hand.

A Craps bet, paying off at true odds, that can
be made in addition to an original Pass/Don’t-
Pass or Come/Don't-Come bet. You can make
free-odds bets after the point has been estab-
lished on the come-out roll. A free-odds bet’s
success (win/loss) is dependent upon the suc-
cess of your Pass/Don't-Pass or Come/Don't-
Come bet.

The maximum number of credits (usually
three or five) that can be played at one time
in Slots or Video-Poker machines.

Three of a Kind and One Pair [orm this Poker
hand. Full House beats a Flush or any lower
hand.

A type of Center bet in Craps that wins if a
shooter rolls a specific number with doubles
on the next roll of the dice (e.g. betting that a
4 will be rolled with two 2s).

A Poker hand with no matched cards is called
High Card. With two competing High-Card
hands, the hand with the highest-ranking
card wins. Also called a “runt” in Poker.
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High/Low:

Hit;

Hole card:

Inside bet:

Insurance:

Jacks or Better:

Joker Poker:

Lay bet:

Natural:

One Pair:

A category of Poker games in which the low-
est-ranking hand splits the pot with the high-
est-ranking hand.

To draw an additional card in Blackjack.

The dealer’s first card in Blackjack that is
dealt face down.

A Roulette bet on a single number that pays
3oito: L.

A Blackjack bet that the dealer has a 10 or

- face card (Blackjack) in the hole when the

dealer’s upcard is an Ace. The amount of the
bet is up Lo one half of a player’s original bet.
The insurance bet pays of 2 to 1.

A category of Video-Poker machines in which
One Pair of Jacks are the minimum hand
required to win,

A category of Video-Poker machines that
include a Joker as a wild card.

This Craps bet works just like a Don't-Place-
Numbers bet, but it pays off at true odds. You
must pay 5 percent of the amount you bet to
the casino as commission.

Aroll of 7 or 11 on the come-out roll in
Craps, resulting in a win for all Pass-Line
bets.

Any two cards of the same rank form this
Poker hand. One Pair beats any hand with no
pair (High Card).

Qutside bet:

Pass-Line bet:

Place-Numbers bet:

Point:

Pot:

Progressive:

Push:

Quad bet:

An even-money Roulette bet. To make this
bet, you place a chip in one of the following
boxes on the layout: Odd or Even, Black or
Red, or High (1 to 18) or Low (19 to 36).

An even-money bet in Craps that the shooter
will throw a natural (7 or 11) on the come-
out roll or make the point before sevening
oult.

This Craps bet wins if a particular number
appears before the shooter rolls a 7. This bet
can be placed ona 4, 5, 6, 9, or 10.

The number thrown on the Craps come-out
roll (except a 2, 3,.7, 11, or 12) that is set as
the “point.” This number will be a 4, 5, 6, 8,
9, or 10. The shooters turn continues until he
or she rolls the point a second time or rolls a
7 (sevens out). These results determine win-
ners and losers for all line bets in Craps.

The pile of chips in the middle of a Poker
table containing all bets for the current hand.

A type of machine in Slots or Video Poker
with a variable jackpot that builds up as play-
ers deposit coins into it.

A tie hand that has no winner. In Blackjack,
a push occurs when the dealer and a player
have the same total without going over 21. In
Pai Gow Poker, a push occurs when a player
wins one hand and loses the other hand.

A bet on four adjoining numbers on the
Roulette betting layout that pays off at 8 to 1.
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Quint bet:

Raise:

Right betting:

Royal Flush:

Sevening out:

Shoe:

Shooter:

Showdown:

Split bet:

Split pairs:

A bet on five adjoining numbers on the
Roulette betting layout that pays off at 6 to 1.
The only five number grouping on the board
isC, 00,1, 2, 3.

Matching the current highest bet in a Poker
game, and then adding additional money.

Betting on the Pass Line in Craps (*with the
dice”) that the shooter will roll a natural or
make the point before rolling Craps or sev-
ening oul.

The highest-ranking Straight Flush in Poker.
This hand of consists of an A-K-Q-J-10 of the
same suit.

A roll of 7 after the point is established in
Craps is called sevening out and means the
current turn has ended and indicates a loss
for all Pass-Line bets.

A plastic or wooden box from which a
Blackjack dealer deals cards in a multiple-
deck game.

The player in Craps who is throwing the dice.

The comparison of hands by two or more
Poker players that takes place after the final
betting interval. Only those players still in the
hand participate.

A Roulette bet on two adjoining numbers {on
the betting layout) that pays off at 17 to 1.

To split a Blackjack hand consisting of two
identical cards into two hands, thus doubling
your original bet.

p

Stand:

Stickman:

Straight:

Straight Flush:

Street bet:

Stud:

Surrender:

Three of a Kind:

Two-card:

To refrain from drawing additional cards in
Blackjack, thus completing your hand.

The person in charge of handling the dice at a
Craps table.

A hand of any five cards in sequence, but not
of the same suit forms this Poker hand. A
Straight beats Three of a Kind or any lower
hand.

Five cards in sequence in the same suit form
this Poker hand. Example: J-10-8-8-7 in the
same suit is a Straight Flush. A Straight Flush
beats all other Poker hands.

Also called a Trio or Three-number bet. A bet
on one row of three adjacent numbers on the
Roulette betting layout that pays off at 11 to 1.

A category of Poker games in which a specific
amount of face down and face up cards are
dealt to each player, with intermittent betting
intervals, There is no draw for replacement
cards in Stud Poker games.

Giving up half your original bet in Blackjack
after the first two cards are dealt and before
any additional cards are drawn. Surrender is
not allowed if the dealer has Blackjack.

Three cards of the same rank, such as three
8s. form this Poker hand. Three of a Kind

beats Two Pair or any lower hand.
E

The placement of cards into the “low hand”
in Pai Gow Poker.
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Two Pair: Two cards of the same rank and two matching
cards of any other rank form this Poker hand.
Two Pair beats any hand with One Pair, or no
pair (High Card).

Upcard: The dealer’s second card in Blackjack that is
dealt face up.

Wrong betting; Betting Don't Pass in Craps (“against the
dice”) that the shooter will roll Craps or
seven out before rolling a natural or making a
point.
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CASINO GAMES
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©1998 Sierra On-Line, Inc.

All rights reserved.

Printed in the United States of America.

YOU SHOULD CAREFULLY READ THE FOLLOWING END USER
LICENSE AGREEMENT BEFORE INSTALLING THIS SOFTWARE PRO-
GRAM. IF YOU DO NOT AGREE WITH THE TERMS OF THIS AGREE-
MENT, YOU SHOULD NOT INSTALL THE SOFTWARE AND IMMEDIATE-
LY RETURN IT FOR A REFUND FROM YOUR VENDOR OR SIERRA.

This soltware program, any printed materials, any on-line or electronic docu-
mentation, and any and all copies and derivative works of such software pro-
gram and materials (the “Program”) are the copyrighted work of Sierra On-Line,
Inc., its subsidiaries, licensors and/or its suppliers. All use of the Program is gov-
erned by the terms of the End User License Agreement which is provided below
(“License Agreement”). The Program is solely for use by end users according to
the terms of the License Agreement. Any use, reproduction or redistribution of
the Program not in accordance with the terms of the License Agreement is
expressly prohibited.

END USER LICENSE AGREEMENT

1. Limited Use License. Sierra On-Line, In¢. (“Sierra”) hereby grants, and by
installing the Program you thereby accept, a limited, non-exclusive license and
right to install and use one (1) copy of the Program for your use on either a
home or portable computer. The Program is licensed, not sold. Your license con-
fers no title or ownership in the Program.

2. Ownership. All title, ownership rights and intellectual property rights in and
to the Program and any and all copies thereof (including but not limited to any
titles, computer code, themes, objects, characters, character names, stories, text,
dialog, catch phrases, locations, concepts, artwork, animations, sounds, musical
compositions, audio-visual effects, methods of operation, moral rights, any relat-
ed documentation, and “applets” incorporated into the Program) are owned by
Sierra or its licensors. The Program is protected by the copyright laws of the
United States, international copyright treaties and conventions and other laws.
All rights are reserved. The Program may contain certain licensed materials and
Sierra’ licensors may act to protect their rights in the event of any violation of
this Agreement.

3. Responsibilities of End User.

A. Subject to the grant of license hereinabove, you may not, in whole
or in part, copy, photocopy, reproduce, translate, reverse engineer, derive source
code from, modify, disassemble, decompile, or create derivative works based on
the Program, or remove any proprietary notices or labels on the Program with-
out the prior consent, in writing, of Sierra.

B. The Program is licensed to you as a single product. Its component
parts may not be separated for use on more than one computer.

C. You are entitled to use the Program for your own use, but you are
not entitled to:
(i) sell, grant a security interest in or transfer reproductions of the
Program to other parties in any way, nor to rent, lease or license the Program to
others without the prior written consent of Sierra.
(ii) exploit the Program or any of its parts for any commercial purpose
including, but not limited to, use at a cyber café, computer gaming center or any
other location-based site. Sierra may offer a separate Site License Agreement to
permit you to make the Program available for commercial use; contact Sierra for
details;
(iii) host or provide matchmaking services for the Program or emulate or
redirect the communication protocols used by Sierra in the network feature of
the Program, through protocol emulation, tunneling, modifying or adding com-
ponents to the Program, use of a utility program or any other techniques now
known or hereafter developed, for any purpose including, but not limited to
network play over the Internet, network play utilizing commercial or non-com-
mercial gaming networks or as part of content aggregation networks without the
prior written consent of Sierra.
4. Program Transfer. You may permanently transfer all of your rights under this
License Agreement, provided the recipient agrees to the terms of this License
Agreement and you agree to remove the Program from your home or portable
computer.
5. Termination. This License Agreement is effective until terminated. You may
terminate the License Agreement at any time by destroying the Program. Sierra
may, at its discretion, terminate this License Agreement in the event that you fail
to comply with the terms and conditions contained herein. In such event, you
must immediately destroy the Program.
0. Export Controls. The Program may not be re-exported, downloaded or other-
wise exported into (or to a national or resident of} any country to which the
U.S. has embargoed goods, or to anyone on the U.S. Treasury Departments list
of Specially Designated Nationals or the U.S. Commerce Departments Table of
Denial Orders. By installing the Program, you are agreeing to the foregoing and
you are representing and warranting that you are not located in, under the con-
trol of, or a national or resident of any such country or on any such list.
7. Limited Warranty. SIERRA EXPRESSLY DISCLAIMS ANY WARRANTY FOR
THE PROGRAM AND MANUAL(S). THE PROGRAM AND MANUAL(S) ARE
PROVIDED “AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER
EXPRESS OR IMPLIED, INCLUDING, WITHOUT LIMITATION, THE
IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTIC-
ULAR PURPOSE, OR NONINFRINGEMENT. SIERRA FURTHER DISCLAIMS
ALL WARRANTIES WITH REGARD TO YEAR 2000 COMPLIANCE OF THE
SOFTWARE. SPECIFICALLY, STIERRA MAKES NO WARRANTIES THAT THE
PERFORMANCE OR FUNCTIONALITY OF THE PROGRAM WILL NOT BE
AFFECTED BY DATES PRIOR TO, DURING OR AFTER THE YEAR 2000, OR
THAT THE PROGRAM WILL BE CAPABLE OF CORRECTLY PROCESSING,
PROVIDING, AND/OR RECELVING DATE INFORMATION WITHIN AND
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BETWEEN CENTURIES, INCLUDING THE PROPER EXCHANGE OF DATE
INFORMATION BETWEEN PRODUCTS OR APPLICATIONS. ANY WAR-
RANTY AGAINST INFRINGEMENT THAT MAY BE PROVIDED IN SECTION
2-312(3) OF THE UNIFORM COMMERCIAL CODE AND/OR IN ANY
OTHER COMPARABLE STATE STATUTE IS EXPRESSLY DISCLAIMED. The
entire risk arising out of use or performance of the Program and Manual(s)
remains with you, however Sierra warrants up to and including 90 days [rom
the date of your purchase of the Program that the master disk on which the
Program is furnished shall be free from defects in material and workmanship. In
the event that the master disk proves to be defective during that time period,
and upon presentation to Sierra of proof of purchase of the defective Program,
Sierra will at its option 1) correct any defect, 2) provide vou with a product of
equal or lesser value, or 3) refund your money.

8. Limitation of Liability NEITHER SIERRA, ITS PARENT, SUBSIDIARIES,
AFFILIATES OR LICENSORS SHALL BE LIABLE TN ANY WAY FOR LOSS OR
DAMAGE OF ANY KIND RESULTING FROM THE USE OF THE PROGRAM
INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOP-
PAGE, COMPUTER FAILURE OR MALFUNCTION, OR ANY AND ALL
OTHER COMMERCIAL DAMAGES OR LOSSES. Some states do not allow the
exclusion or limitation of incidental or consequential damages, or allow limita-
tions on how long an implied warranty lasts, so the above limitations may not
apply to you.

9. Equitable Remedies. You hereby agree that Sierra would be irreparably dam-
aged il the terms of this License Agreement were not specifically enforced, and
therefore you agree that Sierra shall be entitled, without bond, other security, or
proof of damages, to appropriate equitable remedies with respect to breaches of
this License Agreement, in addition to such other remedies as Sierra may other-
wise have available to it under applicable laws.

10. Miscellaneous. This License Agreement shall be deemed to have been made
and executed in the State of California, and any dispute arising hereunder shall
be resolved in accordance with the law of the State of California. You agree that
any claim asserted in any legal proceeding by one of the parties against the other
shall be commenced and maintained in any state or federal court located in the
State of California, County of Los Angeles, having subject matter jurisciction
with respect to the dispute between the parties. This License Agreement may be
amended, altered or modified only by an instrument in writing specilying such
amendment, alteration or modification, which is executed by both parties. In
the event that any provision of this License Agreement shall he held by a court
or other tribunal of competent jurisdiction to be unenlorceable, such provision
will be enforced to the maximum extent permissible and the remaining portions
of this License Agreement shall remain in full force and effect.
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