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INTRODUCTION

Welcome to Hoyle® Casino! Come and experience the casino
games that have been part of a long gambling tradition 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 your stay!

With Hoyle Casino, you have your choice of playing alongside
our colorful collection of computer opponents or with real pecple,
either at home or worldwide over the Internet. In head-to-head
play, you can compete with a [riend or family member sitting beside
you at the keyboard. If you have an Internert service provider, you
can compete (and chat!) with opporents from around the country
and around the world.

When you start Hoyle Casino, you sign in by selecting or creat-
ing an identity to represent yoursell. Multiple players can be signed
in at the same time in order to play simultaneously against the deal-
er. The game keeps a record of each players bankroll, and carries it
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(ver from one session to the next. If you run out of money after
hullding up credit, you can apply for a loan!

When you create a new player, you are presented with a “Setup
Wizard” that lets you customize some of the game settings. Each
pliyer can customize the game to match his or her preferences,
ineluding choices such as playing alone or with others, using game
(utorials, and adjusting the game speed. You can change your set-
[lngs any time by clicking Options on the Menu bar at the bottom
ol the screen, and then choosing Environment, or choosing Settings
ol Players if you are at a game.

Alter signing in, you can play any of the games from the Menu
hir by clicking Go To, and then selecting a game. Alternatively, you
vin click on the casinos main sereen to go a specilic game area.

This manual focuses on game rules and strategy. For installa-
(lon instructions, refer to the bocklet in the CD jewel case. For
more in-depth information about the games, refer to the Hoyle
Casine game tutorials, the in-game help, and to this guide. The
(utorials provide a step-by-step guide to playing Hoyle Casino
pames. The in-game help, which is accessed by clicking Help on
the Menu bar, contains detailed information about the rules of each
pame, and which keys, buttons, menus, etc. are used when playing
the games. This guide contains information on the background and
iules for each game, as well as extensive strategy sections that will
help you learn te play each game with skill and finesse.

So pop in that CD, and get started playing some of the most
popular casino games ol all time!
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BACCARAT

Images of sophistication, wealth, and intrigue surround the sto
ried game of Baccarat, Catering te high rollers, some casinos have
privale Baccaral pits with $500 minimum and $250,000 maximum
bets, where millions can be won or lost in a matter of hours.
Casinos bend over backwards to bring the biggest high-rollers,
known as whales, to their Baccarat tables. They fly whales in on pri
vate jets and provide deluxe accommodations and service at no
charge [or a shot at their money. A hot streak by a lucky billionaire
can put a sizeable dent in the casino's profits for the month, or evel
shut a smaller casino down, With the odds in Javor of the house,
though, most large casinos are eager to take that risk.

Baccarat is named after baccara, the ltalian word for zero, in
reference to the zero value of tens and face cards in the game. After
evalving from a game played with Tarot cards during the middle
ages, Baccarat emerged in Italy using a traditional deck in the 15th
century. By the 16th century it was a favorite of the French royalty,
which may explain its long association with elite high rollers. This

Buaccarat
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French incarnation of Baccarat further evolved into European
Biccarat and Chemin de Fer.

The style of Baccarat played in American casinos today, howev-
¢l actually came from Cuba. In the 1950s, the version played at
Havana's Capri Casino was introduced in American casinos, and
s gone unchanged since, except for the introduction of Mini-
Baccarat.

~ Mini-Baccarat is the most commeon form of the game found in
American casinos, and is the version represented in Hoyle Casino.
Mini-Baccarat is Baccarat played on a converted Blackjack table,
ind without all of the high-roller trappings. There are some proce-
dural differences in Mini-Baccarat as well {see below), but the rules
0f the game itsell are identical. It is simply geared towards a [aster-
Piced, lower-stakes experience. Note, however, that you will fre-
(luently end up wagering more money overall at a fast-paced, low
slakes game than at a slow-paced, high stakes game,

The world's wealthiest gamblers favor Baccarat not only for its
extravagant [rills but also for its small house edge. You may lose the
pomp and circumstance in the move to Mini-Baccarat, but fortu-
nately, you bring the odds with you. As a negative expectation
game, the odds are still against you, but relative 1o other Hoyle
Casino games, Baccarat is a fairly good bet.

How the Game Is Played
Despite all ol its regal associations and lush trappings, Baccarat
15 a simple game of chance, involving no decision-making whatso-
ever beyond placing your bet. Regardless of the number of players
il the table, only two hands are dealt: the player hand and the
banker hand. Players bet on the hand they feel will score closest to
nine. The value of a hand is determined as [ollows:
» Teng and lace cards count as zero.
* Aces count as one.
* Cards 2 through 9 count as their face value.
» When a hand totals mere than nine, the first digit is dropped:
for example, a hand of a 9 and a 4 totals three, not 13. A hand
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of 29, an 8, and a 6 totals three, not 23. This means that all
hands have a value from 0 to 9.

In full Baccarat, the players take tuns dealing the cards. When
the banker hand loses, the shoe is passed to the next player at the
table. This has no effect on the game; it is purely part of the ritual.
In Mini-Baccarat the house handles all the dealing. This speeds un
the game and makes it less intimidating—two factors that ultimate-
ly work to the advantage of the house, but do not affect the rules of
the game itself,

When starting a new shoe, the dealer shuffles the decks togeth-
er and reveals the top card. The dealer then burns {(removes from
play) the number of cards equal to the revealed card's value. This is
more Baccarat ritual, and simply changes the starting point in the
new shoe. Players then bet on the player hand, the banker hand, or
on a tie by placing their chips in the appropriate box on the table
layout opposite their seat. The round is then played out according
to a strict procedure.

Two cards are dealt [ace down to the player hand, followed by
two cards face down to the banker hand. The dealer first reveals the
player hand, and then the banker hand. Based on the value of the
hands, the dealer then determines if either ol the hands requires a
third card. No Baccarat hand ever has more than three cards.

If either of the opening hands totals 8 or 9, it is called a natu-
ral, and the game ends. A natural 9@ cannot lose, and a natural 8 can
only be beaten by a natural 9. If both hands are dealt identical nat-
urals, the game ends in a tie. When there are no naturals, cards are
drawn according the Baccarat drawing rules.

Baccarat Drawing Rules

The Baccarat drawing rules are a bit confusing, but the irony is
that you don't have to know these rules to play the game!
Essentially, though, the player hand hits on a total of 5 or less, and
the banker hand then hits or stands based on the value of the play-
er's third card. For the record, here are the details:

4] Baccarat

If either the Banker or Player hand totals 8 or 9 (a natural), the
tound ends. If not, follow the rules for the player hand (Fig. 1):

If the player total is... ...the player hand:
0,1,2,3,40r5

and the banker hand:
draws a card. follows the Banker
Chart (Fig. 2).

drawson 0, 1, 2, 3,

4 or 5, stands on 6

6or 7 stands.

or 7. Round ends.
Fig. 1: Player Hand Drawing Rules (No Naturals)

If the player hand draws a card, the banker hand acts based on
{he Banker Chart, (Fig. 2): )

If the banker total

...the banker hand  ...and the banker

is... draws when the hand stands when
player’s third card  the player’s third
is: card is:

0,1or2 anything {(never stands)

3 0,1,2,3,4,5,6,7,9 8

4 2,3,4.5,6,7 0,1,8,9

5 4,5,6,7 B0 5780

6 6,7 0,1,2,3,4.5,8,9

7 (never draws) anything

Fig. 2: Banker Hand Drawing Rules (No Naturals)

When each round ends, winning banker and plaver bets are
paid out at even money, with the house taking a 5% commission on
winning banker bets. In the case of a tie, player and banker bets are
il push, and tie bets are paid out at 8-1. In Hoyle Casino, the com-
mission is taken from each winning banker bet as it is paid, because
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computers are exceptional at multiplication. In most casinos, the Wieearat patterns for the fun of it, but don't expect it to help you

house will keep track of what each player owes in commission and  (etcome the house ecge.

collect at varying intervals during play. Hetecarat Strategy nghhghts

* With Baccarat's low house advantage, it's a relatively good bet.

Since there is no decision-making on the part of a player dur- 8 Always bet player or banker, avoid betting tie.

ing the actual game, Baccarat strategy comes down to deciding * Counting cards and looking for patterns doesmt affécttie

where to bet. Factoring in ties and the 5% commission en banker odds.

bets, the house edge is 1.24% on player wagers, 1.06% on banker

wagers, and 14.36% on tie wagers, Obviously, the tie is a sucker bet

that should be avoided.
As for banker vs. player, you may be thinking, if the house edge

is lower on the banker bet, I should bet it every time, right? While it is

true that the numbers support the banker wager as the statistically

better bet, the difference is slight. If you play Baccarat and bet

banker the entire time, you are trading the fun of going with your

gut and mixing it up a bit in exchange for a small statistical gain.

Strategies for Winning Baccarat

Counting Cards and Seeking Patterns

Given the similarities between Baccarat and Blackjack, it is nat-
ural to wonder if counting cards will give players an edge.
Unlortunately, it does not. This is in part because, unlike Blackjack,
there are no player decisions, and there are no chances Lo increase
your bet once play begins. Knowing the makeup of the remaining
cards isn't very useful if you can't affect anything based cn that
knowledge. Also, the makeup of the remaining cards does not sig-
nificantly alfect the odds of the player or banker hand winning. In
the end, card-counting so rarely produces a situation in which the
player has an advantage, it's simply not worth the trouble,

On a more mystical level, many players swear by varicus meth-
ods of tracking win-loss patterns to predict future outcomes. While
this can be a lot of [un, there is ne statistical basis for the notion of
finding predictable patterns in the chaos of well-shulfled cards.
Hoyle Casino provides a scorecard that automatically tracks

8 Baccarat Hoyle Casino 9



BLACKJACK

Blackjack is a card-gambling game with a history that stretches
back several centuries in Europe, where it was called Twenty-One.
[t apparently originated in France, where it is still known today as
Vingt-Et-Un (21). Eventually it mi grated to America and, like the
pioneers, wandered westward.

Poker and Craps were the games of choice in the gambling
clubs of the Old West. Twenty-One did not fare well against them,
until a fateful rule change prompted more interest. The clubs
offered an exorbitant 10 to 1 payout to any player that was dealt
the ace of spades and a jack in a black suit, and re-dubbed the
game Blackjack. This was enough enticement Lo sway the gamblers
from their Poker seats, and Blackjack survived, although the 10 to
payout for the original Blackjack did net.

In the United States, casino Blackjack now boasts a legion of
devoted followers and fortune-hunters. This trend [irst began in th
1960s after the discovery by mathemalicians and compulter experl;
that the house advantage could be reduced and potentially elimi-

10 Blackjack

ited through proper play. Learning basic strategies of when to hit
Wl stand will come close to evening the odds that normally favor
house. Mastering a card-counting strategy will actually tip the
s in your favor.

low the Game Is Played
- Blackjack is played between a dealer and group of players, The
sject of the game is to beat the dealer (not the other players) with
hand of cards that does not go over a total of 21. Blackjack can be
Pliayed 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
e or more decks, the dealer pulls cards from a plastic or wood-
i box called a shoe. Otherwise, he deals from his hand.
Each player and the dealer receive two cards. The first two player
Pilrdls are dealt face down for single-deck games and face up for mul-
ple-deck games. In all games, the dealer receives one card face
town and the rest face up. The dealers fivst face-up card is called the
dcard. The dealer’s face-down card is known as the hole card.
Alter the initial deal, each player can hit {draw cards) uniil they
Want to siand (stop drawing), or until the hand busts (goes over 21).

layers can hit or stand on any card total of 21 or below.

After the players have completed their turns, the dealer must
w cards as long as his or her total is less than 16 and must stand
When the total is 17 or more, unless the game setting requiring the
tlealer to hit on a soft 17 (an ace and a 6) is turned on.

Vinning and Losing
You win at Blacljack by beating the dealers hand. You must
liold a hand equal to or less than 21 that also beats the dealers
hand. 1[ the {irst two cards you receive are Blackjack (total 21), and
the dealer does not have Blackjack, you win immediately
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If you bust (go over 21) or the dealer has a hand of 21 or under . When you surrender, the dealer will take your cards and half

that is greater than yours , 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.
Beating the dealer pays even money, except for Blackjack. If the
player has Blaclkjack and the dealer dos not, it pays 3 to 2.

Doubling Down

When you double down, you place a matching bet next to
your original bet and receive one and only one additional card,
which completes your hand. This option makes it possible for you
to double your bet under faverable conditions.

When your hand is strong and the dealer’s is wealk, you should
take advantage of the situation by doubling down. 1t is a vital
methed of offsetting the house advantage. For example, when
you're dealt a 5 and 6 (totaling 11), it is usually desirable to double
down, since 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 the deci-
sion to double down. When dealer is weak (a 4 1o 6 upcard), dou-
bling down will be more advantageous.

Splitting Pairs

Splitting pairs is another key strategy for the Blackjack player.
You can split when dealt a pair of any kind (e.g., two aces). To split
your pairs, you separale Lthe identical cards, leaving them lace up,
and place an amount of chips equal to your original bet in front of
vour new hand. You then proceed Lo play each hand independently,
requesting hits or standing, as desired, You can win, lose, or bust
with either or bath hands.
Surrender

If the dealer does not have Blackjack, players have the option
to surrender, and lose only half their original bets, Surrendering is
only an option belore a player has opted lor a hit, and it is an
optional setting in Hoyle Casino.

12 Blackjachk

Your original bet. Although it’s not generally to your advantage to
dirrender, it can be useful when your hand is weak (e.g., a 16), and
flic dealer is showing a powerful upcard (e.g., an ace).

@isumnce

5 When the dealer’s upcard is an ace, he or she will ask the play-
W18 if they want to buy insurance. Insurance is actually a type of
‘ﬂcondar; bet; you are hcllmg that the dealer has a Blackjack,

To take out insurance, place up to hall your original bet in the
ﬂnsurdnu area marked on the board. The dealer will then check
the hole card to see if it’s a Blackjack. If the dealer does indeed have
M Blackjack, your are paid off at 2 to 1, however, you also lose your
Wriginal bet. If the dealer does not have a Blackjack, you lose the
Ihsurance bet. Play continues as normal.

Do net take insurance unless you are counting cards and know
xactly when it is favorable to do so.

Strategies for Winning Blackjack

Success at Blackjack is not the result of intuition, but of mathe-
Ihatics. Julian Braun, an IBM computer expert, ran nine billion
Blackjack card combinations based on one- to eight-deck Blackjack
flames. The fundamental system strategy tables (see below) are
g;sed on the data unearthed by Mr. Braun when four decks are in
play. Making decisions based on these findings is the foundation for
jJood Blackjack play.

Players who apply the information found in these ables can
feduce the house advantage down to hetween ane percent and two
Tercem Additionally, a simplified card-counting method can actual-
y give you the advantage over the house. Using these methods
p‘lopul\ only requires you remember a single number, rather than
N 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
gards totals you are holding, but you must always consider the

Hovyle Casino 13



dealer’s upcard when deciding to hit, double down, split, or surren- |f your hand totals 13 to 16, only hit if the dealer is strong (9

der. For example, it may seem obvious to hit a hand of 12. If the Hjtird or better) or showing the 7 or 8. The 7 or 8 forces vou to
dealer is showing a 4, 5, or 6, though, your odds of winning are Il because it is possible that the dealer will end up with a low
better if you stand, because the cealer must hit on 16, and has a hlﬁd (totaling 17 or 18), which still beats your 13 to 16.

good chance of busting. You can use this rule to your advantage by |f your hand totals 12, you should always hit unless the dealer

knowing when to stand, even if your hand total is not close to 21. |§MIy weak (showing a 4 to 6), and therefore likely to bust.
Winning at Blackjack is all about gauging your hand’s potential ; = :

versus the degree of threat posed by the dealer’s upcard. Your strate-

gy 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, a loss is likely.

10 to king Big trouble. You'll be lucky to push.

9 You're a little uptight and maybe in trouble.

708 Breathe = litle easier. The dealer is beatable.

4106 Looking good. You are in the driver’s seat.

2103 Wait and see. Be cautious.

The threat posed by the dealer’s upcard is arrived at by simple Hit Stand

arithmetic. The prevalence of 10s and face cards (accounting for 16
out of every 52 cards) makes the dealer highly vulnerable when !
showing an upcard of 4, 5, or 6. His hole card is likely to put him Soft Hand Straregy
in the 12 to 16 range, lorcing 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 hit.

Hard Hand Strategy

A hand without an ace, or with an ace that courits as one, is

The decision to hit also depends on whether you're helding an
or not. A hand with an ace (used as value 11) is called a scft

(], because the ace can be changed from an 11 to a one if neces-
‘ Taking hits with a soft hand is often less risky. Fig. 2 shows

Il you should do based on & soft hand and the dealer’s upcard.

called a hard hand. The best way te play a hard hand is shown in II.'-_AIwa)-'s ngnd “\'Thm b have an ace and an 8 or better (i.e.,
Fig. 1 on the next page. However, the strategy for doubling down hand totaling 19 to 21). An ace and a 7 (totaling 18 is relative-

on a hard hand (Fig. 3) takes precedence over hitting a hard hand. 8 eak L_f the dealer 2 showing Slll'('.ﬂgth (9 or better), and you
Always draw a card with any hard total of 11 or less, since lld hit. Always hit wheln ‘hloldmg an ace and a 6 or less.
there is no risk of busting. Conversely, always stand with a hard Normall)_/ you woulda't xit on:17:or 13. HU" ever, the flexibili-
hand when your cards total 17 or higher. i§ [ the ace in soft h?mds allows you to hit when you wouldn'
Wil & hard hand of the same value.

14 Blackjack Hovyle Casine 15



Il yowre allowed to double down on your soft hand, then the
strategy table for doubling down (see Fig. 4) takes precedence ovel
the chart in Fig. 2.

Doubling a 9: You should double down a ¢ only if the dealer
weak (3 to 6). Doubling otherwise is a poor bet, because the
baler is not as likely 1o bust.

Fig. 2: Hitting a Soft Hand

Double Don't
Down Double

Doubling Down

Doubling down 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.

When you can double down varies depending upon the gamc!
settings. You can set the game to allow doubling down only on 11§
on 10s and 11s, or on any two-card combination.

Hard Hand Doubling Strategy

Fig. 3 shows when you should double down with a hard hang
Statistically, doubling down is wise when your hand totals 9 to 11,
because a 10 or a face card would give you 19 to 21.

Doubling an 11: The best hand to double down with is an 11,
and you should do so unless the dealer shows an ace.

Doubling a 10: If the dealer shows a 9 or less, double down.
dealer 9 is strong, but you still have the statistical advantage.

Fig. 3: Doubling Down a Hard Hand

Soft-Hand Doubling Strategy

 Fig. 4 shows the recommended strategy for doubling down a soft
Mlind. The main strategy here is to take advantage of a weak dealer
Aipeard (4-6). When the dealer is weak, it’s time to pounce!

; wever, you don’t want to double down il you have a hand totaling
U or 20, because you may riin your already strong hand.

Doubling an Ace, 8-9: Never hit on a hand this strong!
Doubling an Ace, 6-7: Double the bet and whenever the deal-
Wl is weak (4 Lo 6). Additionally, doubling down against the dealers
s recommended. Although the dealer is not as likely to bust with

Doubling an Ace, 4-5: Double down only il the dealer’s
card is a 4 to 6. 1I the dealer’s card is lower than 4, chances are
thiey will not bust.

16 Blackjack Hoyle Casino 17
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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).

2(3|4(5|6|7|8|9|10[A]
A,89 |
A6-7
1 A4-5
[ 423
Double ﬁ Don't
Down Double

Fig. 4: Doubling Down a Soft Hand
Splitting Pairs Strategy

Splitting pairs is critically important to your success at the
Blackjack table. If you don’t split when the cards warrant doing so,
the house advantage rises dramatically.

In Hoyle Casino, you can split pairs as desired, but split aces
can only be hit once.

What pairs should you split? For starters, never split 10s and
face cards! The rules allow you to split any cards with a 10 value,
such as  jack and a queen, even though they're not technically a
pair. This is because breaking up your 20 is a bad move, so the
house is happy to let you split all the 10s you want. All pairs are
discussed below, and Fig. 5 shows when you should split pairs in
chart form.

Splitting Aces: Always split! Your odds of getting two very
high hands (maybe two 21s) are tremendous.

18 Blackjack

Splitting 10s: Never split! Splitting 10s is always a no-ne,

s you really want to lose your bankroll to the house.

Splitting 9s: 1t is best to split 9s when the dealer is relatively

Ik (2 10 6 upcard) so that you can leverage the dealer’s vulnera-
‘with an additional bet. If the dealer has an 8 upcard, then you
Il 9s, because you might catch 10s which would give you win-

M (19s over the dealers 18). If the dealer has a 9 upcard, then
L6plit Os because the dealer likely has 19, which heats your 18 if
[ stand. Splitting against the dealers upcard of 7 is inadvisable
liuise, statistically, he or she is liable to end up standing pat with
I, which you already have beat with an 18.

Splitting 8s: Always split! With two 8s, its acceptable to split
lnst the dealer no matter what the dealer shows, even if the deal-
ilows an ace. Split 8s against the dealer’s ace? Lose twice the
aney? At first this seems like a bitter pill to swallow, The [act is,
Wever, keeping the 8s leaves you with a lousy 16, virtually a
firanteed loser hand. Splitting the 8s increases your chances of
lining just enough to make splitting it worthwhile.

Splitting 7s: You should split 7s if the dealers upcard is 7 or

8, A total of 14 is weak. Starting two new hands with 7s is likely
jfesult in two 17s. 1f the dealer has an 8 to ace upcard, then you
int to stand because you're better off losing one bet (against the
filers likely 18 to 21 vs. your 14) than two bets (dealers 18 to 21
your likely two 17s),

Splitting 6s: Split these hands i the dealer’s upcard is 6 or

48, Splitting 6s is risky, because you are likely to get two 16s.

Splitting 5s: Never split! A pair of 5s combine [or a strong 10.
bparately, they will likely catch a 10 and form two miserable hands
ild one or two probable busts. Consider the 5s inseparable.
Splitting 4s: Tt is unwise to split 4s unless the dealer is show-
I a 5 or 6. Splitting the 4s results in two weak hands (catching
105 will make them 14s). Therelore, you only want to split the 4s if

Hoyle Casino 19
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' Don't waffle, or you may end up confused. Re-splitting is a

itful tool for evening the odds that normally faver the house.

ubling After a Split

Depending on game settings, you may have the option of dou-

| down on one or both hands following a split. All recommen-

1s for doubling also apply following a split.

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 rela-
tively weak (showing a 7 or less). Against a 7, your long-term win-
nings will be marginal. However, against the other, weaker hands,
consider a split mandatory,

tendering Strategy
In a late surrender, the dealer first checks his or her hole card
ickjack. In an early surrender, you can turn in your hand
te the dealer checks the hole card. Early surrender is not an
in in Hoyle Casino.
| Surrender is only advisable when your chances of busting are
10,10 _ high, and the dealer has a very streng upcard (Fig. 6).
99 | Surrender on a 16 If the dealer upcard is a 9 to ace, save hall
58 ber and surrender. The dealer likely has a strong hand (19 to
: ind you will likely bust if you hit.
tul Surrender on a 15: If you're holding a 15, only surrender if
6.6 lealer’s upcard is a 10. If the dealer’s upcard is an ace, it’s better
= ing in there and not surrender. The dealer must reveal
2.5 ltjack (if they have it) before you surrender. Therefore, if the
4.4 Br has an ace showing and they do not reveal Blackjack, you
53 (ly know they do not have a 10-value hole card. You can beat
2 y of the dealers possible hole cards, so don't surrender.
22 | Surrender on a 14: Avoid this. Despite the prevalence of 10-
e cards, your chances of drawing an 7 to ace are not bad.
Split § Don't
Split
Fig. 5: Splitting Pairs
Re-splitting

The same strategies apply [or 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 f{irst time around, why change your mind
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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

/- " nH H H H H H H H H

8 H H H H H I H H H H

S H D D D D H H H H H

10 D D D D D D D D H H

_ 11 D D D D D D D D D H

' | Surrender 12 H H § S § H H-H H H

; 13§ § § S §S H H H H H

Don't Surrender 14 S S S S S H H H HH

Fig. 6: Surrender 15§ § § § S H H H X H

: l6e s § § § S H H X X X
Buying Insurance A2 H H H D D H H H H H
When you buy insurance, you bet on the probability ol the A3 H H H DD H H H H H
dealer having Blackjack. You can only make this bet when the del A4 H H D D D H H H H H
er’s upcard is an ace. You bet half of your original bet that the deal AS H H D D D H H H H H
er has Blackjack. If they do, the bet pays 2 to 1. A6 H D D D D H H H H H
If an ace is the dealers first upcard, the dealer must ask each A7 S D D D D S S H H H
player if he or she wants to buy insurance. After all insurance bets AB S S S S S S S S S S
are made, the dealer checks the hole card. If the hole card is a 10- A9 § § § § 8§ S S S5 S 8§
value card, the dealer shows the Blackjack to all players and pays 22 SD} ST—"} SD} Spi SD{ spl 1 H H H
off winning insurance bets. If the hole card does not make ii 5& 51]; SII-JI SDI SD] 5:‘[1 S ﬁ E g
Blackjalck, the deal?r collects losing insurance bets and continues d5 sl Sal gl :El Zgl =
play wn?'hout shewing the hole Cgrd. ) . . 77 sol spl &40 &0l Pl 56l BB W H
Unless you have been counting card_s (see section on countin 8 spl <pl spl sol spl spl sspl spl spl spl
cards) and know the deck is extremely rich in lo—lva;ue cards, the 09 spl spl spl spl spl S spl spl S S
odds are against you and you should not make this bet. AA spl spl spl spl spl spl spl spl spl spl

Blackjack Strategy Master Chart H = Hit S = Stand spl =Split ~ X= Surrender

Fig. 7 on the next page shows the master chart for Blackjack Do not split 55 and 10s. Always split 88 and AA.

: strategies. This chart is a compilation ol the preceding stral s :
system strategies. This chart is a compilatic 1 & Fig. 7: Blackjack Strategy Master Chart
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egy charts. It shows whether you should hit, stand, double down,
split pairs, or surrender based on your hand and the dealer’
upcard. This chart is a highly functional memorization teol.

8 aces, 10s, and face cards. The deck starts with sixteen (16)
e cards and sixteen low cards.

If a game with two players (and the dealer of course), at the

Card-Counting Strategy

The strategies outlined so [ar assume a balanced deck. Card-
counting is used to make decisions based on the cards remaining in
the deck or shoe. Card-counters keep track of the cards as they are
dealt, but they pay more attention to the ratios of important cards
rather than knowing exactly which cards are left in the deck. Cards
are usually counted in ratios of large cards to small cards.

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

2,3,4,5.6=+1

7. 8,9 =0 (neutral cards}
103.]’ Q: K: A = -]-

L1

hie second player has a 7 and 9 (0). This adds up to +2. This
\l Indicates there are two more high cards than low cards left in

_-k.

. The deck now holds 10 high cards and eight low cards.
1 the running count is the same, the du,k is duual]y much

For example, after one hand in which a 10, 10, ], Q, A, A is Ihe true count is determined by dividing the running count by
played, the count will be -6. This is called the running count. This fiumber of hall decks remaining to be dealt. After eight cards
count reflects the balance of 10-value cards (and aces) to low cards been dealt, almost two half decks remain. The running count
(2,3, 4, 5, 6) as they are dealt. -_i by two equals +1. The running count after eight cards is

To accurately apply the running count, you must also factor in I" true count is +1. The true count is already slightly more
the number of card decks being used. The result of this calculation fate in weighing the higher number of small cards remaining in

is called the true count. The true count is obrained by dividing the
running count by the number of hall decks (26 cards per half deck)
remaining to be dezlt. The true count is often a more accurate indi-
cator than the running count, because it accounts for the number ol
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.

After 30 cards have been dealt, the running count (+2) is divid-
0.5 (half of a half deck). The running count after 30 cards is
he true count is now +4. In this game, where the running

Il stays at +2, as more cards are dealt from the deck, the true

Il shifts in favor of the player.

W to Read the Count

A higher count {any count with a plus [+] sign) means more
cards than high cards have been dealt, so the deck is loaded
-lgh cards, which is more [avorable Lo the player. A deck rich
gh cards favors the player, because the player has a better

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 count-
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chance of drawing Blackjack. This is important because Blackjack’
pays better to the player (3 to 2) than for the dealer. Also, when |
count is high the dealer is more likely to bust, because they muslt
draw on any hand below 17,

Conversely, a lower count means more high cards than low
cards have been dealt, so the deck is more favorahle to the dealer,
The dealer will bust less often‘with a lower count.

A neutral count is neither [averable or unfavorable.

nber of aces left in the deck. A deck that is full of high cards but
0 ace-poor yields few Blackjacks.

Because a deck holds [our aces, normal distribution is two aces
half deck. If one ace or zero aces are dealt in a half deck (on
ge), the remaining half deck is ace-rich. If two or more aces
alt in a hall deck (on average), the deck is ace-poor. When
rue count is positive and the deck is ace-rich, you may want to
l'an extra unit to your bet. Conversely, if the deck is ace-poor,
nay want to subtract a unit from the bet,

ounting cards is an effective way to get an edge while playing
ck in Hoyle Casino, however, real casinos frown upon card
Inting, and will eject any card counters they catch.

ickjack Strategy Highlights
' Learn the fundamentals of hitting, standing, doubling down
and splitting. You can use the chart on page 24 as a reference

Using the Count When Betting

You can use the true count to determine how much to raise ¢
lower your bet. Obviously, you want o be betting more when the
count is higher to take advantage of your increased probability of
winning. Use the [ollowing table as a guideline for betting based ¢
the true count. Multiply the unit number by the amount of your
minimum bet.

If the true count is: Bet this amount: while you play )

Any negative mumber ... ... .. .. § yigrit General rule: be conservative about hitting when the dealer has
0 e 1 unit o2k upcard (3,4, S.or6),

S G A ' General rule: be aggressive about hitting when the dealer has a
+2 ... l........3unis Strongupcard{;f\,lO,QorS}_
3o Sqinidhs ' Raise your bet if you know the deck contains a high percentage
B i - of 10s and aces, since the dealer will be more likely to bust.
R 6 units

FO 6 units

T e moas e SO HENID VRN GRS 8 unirts

BB o e wme e s pen SemanES SR 10 units

+Qandabove ................. 12 units

(or maximum bet)

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 |
the high-card count. However, it is also uselul to keep track of the
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CARIBBEAN STUD POKER

In the short time since Caribbean Stud® Poker was introduced
in 1988, it has spread {rom the tropical island of Aruba to casinos
around the world Almost every major casino now has at least one
Caribbean Stud Poker table, and many have two or more. Whats
made it such a popular game in such a short time?

Caribbean Stud Poker was the first casino table game to offer a
progressive jackpot. For a $1 side bet, a straight flush will win you
thousands of dollars. Even players who shun the progressive jack-

pot and its unfavorable odds like the higher payoffs Caribbean Stud
offers compared to other games. The promise of good payolfs keeps

many players coming back again and again.

The obiject of Caribbean Stud is to beat the dealer’ five-card
Poker hand. But the dealer’s hand doesn even qualify almost half
(44%) of hands played. Whenever that happens, you win even

money on the Ante wager you paid to get into the game—no mattel
how bad a hand you were dealt. The reverse is also true: unless the

dealer qualifies, even the best of hands goes virtually unrewarded.

28 Caribbean Stud Poker

ey
What’s left of Poker in Caribbean Stud Poker is mainly the
Ings: & royal [lush beats a straight {lush, which beats four of a
| and so on. In other respects the game is unlike Poker: the
e simpler, there’s no blulfing, you compete against the deal-
01 other players, there are no draw cards, and, of course, there’s
lus jackpot. In fact it may be these non-Poker features that
il to players most.

W the Game Is Played

Cariblean Stud Poker is played on a customized blackjack
using a single deck of cards. In front of each player are areas
ed “Ante” and “Bet.” Theres also a small unmarked drop slot.
Before any cards are dealt, players place their mandatory Ante
15 in their Ante areas. If you intend to bet on the bonus jack-
Now is the time [or that, wo: put a $1 coin or chip into the slot
pnt of you,

When all bets are in, the dealer deals each player [ive cards lace
1. The dealer takes five cards and turns one of them face up.
Look at your cards and compare them to the customary rank-

Of Poker hands:

Straight [Tush

four of a kind

Three of a kind
'wo pair
Pair of 10s or better

Hoyle Casino



Stay in the game if you think you can beat the dealer’s hand.
Place chips equal to twice your Ante bet in the Bet area. If your
Ante was $5, for example, make a Ber wager of S10. (Your toral
wager for the hand is now $135, excluding the bonus jackpot bet.)

All of the dealers cards are now revealed, and play is over.

How Payoffs Are Made on Ante and Bet Wagers

What happens to your Ante and Bet wagers depends on the
dealer’s hand and whether it “qualifies.” To qualify, the dealers ha
must include at least an ace and a king, a pair, or better. For exan
ple, a dealers hand containing A-K-3-7-10 or 3-3-7-9-2 qualilies
whereas a hand containing A-Q-2-4-8 does not. Remember, Loo,
your hand competes only with the dealers hand, not with the
hands of the other players.

What happens to each player’s Ante and Bet is summarized i
the following table:

Dealer’s hand

Dealer’s hand qualifies:
does not qualify:

Na matter which
hand is better,
player wins even
money on the
Ante, and the Bel
is returned with-
out payoff.

Dealer’s hand

Plaver loses both the Ante
is better:

and the Bet.

Player wins even money
on the Ante and wins on
the Bet according to the

Bet pavolf schedule (Fig.
L.

Both the Ante and the Bet
are returned without pay-
off.

Plaver’s hand
is better:

Hands tie:

Payoffs made on Ante wagers are always even money. Payoffs ¢
Bet wagers are made according to the [ollowing schedule (Fig. 1),

30 Caribbean Stud Poker

Hand Payoff
Raval flush coov e wan pos s 1000 1
Straight flush . ............. ... 50to 1
Fourofakind .......... ... ... 20to 1
L HOUSE o vinnarin v ouls wmen & Ttol
EIAER oosomssmomn s s s seny 20 4 5tol
Straight ..................... 4tol
Threeofakind ............... 3tol
ERFO DAL wonwmmmns o win ass o 2tol

Pair of 10s or better EVEN momney
Fig. 1: Bet Payoff Schedule

y Payoffs Are Made on Bonus Jackpot Bets

ly placing a $1 chip into the slot for the bonus jackpot at the
ining of the hand, you are wagering that you will get a {lush or
I'in your hand, regardless of whether or not the dealer qualifies.
If you end up with a flush or better, you win. The amount of
‘payoff depends on the size of the bonus jackpot pool. In

¢ Casino, this is always $200,000. In real casinos, the jackpot
iises as people play, and resets to a base amount when some-
Wins the top prize.

Fig. 2 shows the the bonus jackpot payolis in Hoyle Casino:

Hand Payoff

Rayal flush: ooy ooy v g 100% of jackpot
Straight flush . ............ .. .. 10% of jackpot
Fourofakind ............ .... $500

FUL MOUSE wenpnivaiins aen sam s o 510

FLOSH o e v s e (950

Fig. 2: Hoyle Casino Payoffs on the Bonus Jackpot

c Strategy for Winning at Caribbean Stud Poker
I'he only critical decision in Caribbean Stud Poker comes when
tlecide whether to malke the Bet wager or fold and forfeit your
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Ante wager. Its a simple decision for which experts offer many
strategies, some of them complex. As different as these strategies
may he, however, they all agree on one point:

» Make a Bet wager when your hand includes a pair or better.

This strategy is good, but there are times when you should
make Bet wagers even when you hold cards that rank below a pall
Unfortunately, experts do not agree on a single strategy Lo cover
these possibilities. "

Probably the easiest comprehensive strategy is advanced by
Andrew Brisman in American Mensa Guide to Casino Gambling:
Winning Ways. This is Brisman’s strategy:

» Make the Bet wager with a hand of A-K-]-8-3 or better. Fold
otherwise.

Following this strategy, you would make a Bet wager whenev
you have cards such as A-K-Q-8-3 or A-K-J-9-3, and you would
fold with cards such as A-Q-J-8-3 or A-K-J-6-3. Of course, you
would still wager on a hand with a pair or better.

Other strategies concentrate on hands with an ace and a kiny
On the Web site www.smartgaming.com, for example, Henry
Tamburin advocates a Bet wager whenever you have a hand with
ace and a king and one of your other cards is of the same rank as
the dealer’s revealed card. You would also wager with a pair or bl
ter, of course, but fold with anything less than ace-king.

Almost any book on Caribbean Stud Poker puts the house ed
at an unfavorable 5.224%. On his Wizard of Odds Web site
{(www.thewizardefodds.com), however, mathematician Michael
Shackleford argues that house edge is not a fair way to measure
Caribbean Stud Poker.

Instead ol house edge, which compares lost money only to
Ante wagers, Shackleford compares lost money to all wagers, Bet
well as Ante. This ratio, which he calls “element of risk,” is a moig
respectable 2.56% and compares favorably with the element of righ
for Let It Ride (2.85%) and Three Card Poker (2.01%).

Strategy for the Bonus Jackpot

- Many of the same experts who disagree on the fine points of
jking Bet wagers are completely in agreement on a strategy for

¢ bonus jackpot: Don't.

‘With odds like 1 in 649,739 for 4 royal flush and 2 house edge
L can hover at 20% and higher, its not hard to understand this
position to the bonus jackpot. “Sucker bet,” says Shackleford.

t beats the lottery, but not by a whole lot,” advises the Game
ster Online Web site (www.gamemasteronline.com).

f you can’t resist the templation, understand that the size of
Jackpor affects the house edge for the bonus jackpot bet. In
Casino, the payoffs are $500 for four of a kind, $100 for a
use, and $50 lor a flush. According to Shacklelords calcula-
the break even point for Hoyle Casino would be a jackpot of
047. Since Hoyle Casino’s jackpot is always $200,000, the

(s are slightly against you in the long run.

ribbean Stud Poker Strategy Highlights

J'Make the Bet wager with a hand of A-K-J-8-3 or better. Fold
otherwise.

' The bonus jackpot bet doesn’t have very good odds, and is not
recommended.
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‘the Game Is Played

Iaps is a fast and exciting game with lots of action—you can
ind lose) large amounts of money in a very short period of
Craps also offers very favorable odds to the player. If you bet
\ the house has no more than berweeh a 0.6 percent and 0.8
It advantage.

ou can bet with or against the dice, and you can make continu-
15 with each roll. When you bet with the dice (right betting)
In, you are almost always paid off at better than even money.

Pliyers stand around a large table (with high sides to catch the
here the shooter rolls two dice. The table has a bet layout

Craps is a dice game and, as such, it belongs to an ancient tra- BOXMAN DEALER
dition. Julius Caesar made the most poignant contribution to the
historical 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 eriemy, Pompey, was put to flight.
Dice are the oldest gambling implements known to man. The

earliest written relerence concerning dice is from the Mahabharata,
an old Tndian epic that mentions loaded dice. As the worlds pre-
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eminent “randomizer,” dice have always presented a challenge 10 e ;]‘:a—- 9@
die-hard gamblers looking for the big payoff, Every conceivable T e e T e
method has been employed to try to control these whimsical cubes, o

P ’ STICKMAN

These methods include sanding sides, beveling and cutting edges,
adding extra pips, and (lling dice with loads, so chosen sides come
up more frequently. Most of these efforts have been especially
applied to the game of Craps, as it is the dice game of choice in
most parts ol the gambling world.

Fig. 1! The Craps Beiting Layout

Bets are placed on different parts of the layout (depending on
set and the rell). Players bet amongst themselves, either with
nooter (right betting) or against the shooter {wrong betting).
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Only one player has control of the dice at one time. The nun
bers thrown by the shooter determine all bet payoffs. In Hoyle
Casino, the turn of the sheot moves arcund the table clockwise.

Before 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 (a 7 or 11 en the [irst throw
or to make the point hefore 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 roll (12 is barred by the house to prevent your advan-
tage over the casino), or seven out belore rolling the point. By bar
ring the 12, the casino gains a 1.4 percent advantage over a Don'l-
Pass betor.

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. 1l the shooter
bet the Pass Line and rolls a natural (a 7 or 11) on the [irst roll, he
or she and all of the players that bet the Pass Line win. If the shool
er rolls a Craps (a 2, 3, or 12) on the first roll, the shooter and all
other right bettors lose.

If the shoeter raolls any other number (ie.,a 4,3, 6,8,9, or
10) on the first roll, then that number is set as the point number,
When the point is established, a black-and-white disk is placed
white side up (marked “on”) in the box containing that number
(Fig. 2).

PLACE T BETS

4 |5 |sX| 8 & 10

PLACE + BETS

Fig. 2: Point Numbers

Al this point, players can bet free-odds on the Line bets,

ming right betting, the shooter then continues to try to roll
point number hefore rolling a 7 to win. If the shooter rolls the
ore the point, the shooter sevens out (loses). As long as the

iler continues to rell for the peoint, players can make and collect
| variety of bets up to when the point is won, or the shooter

A come-out roll can occur in any of these situations:
After the previous shooter sevens out; a new roller is coming
UL,

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

‘Pass Line /Don't Pass
Free-odds bets on Line bets
Come/Don’t Come
Free-odds bets on Come bets
_T"lace Numbers
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Buy bets

Lay bets

Field Numbers

Big 6 or Big 8

Center er Preposition bels

Pass/Don’t-Pass Bets

Players bet with or against the shooter as to whether or not |
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, bu
you cannot remove the bet alter placing it. You can only make a
Don’t Pass bet on the come-out roll. Fig. 3 shows the Pass and
Don't Pass bets on the Craps layout.

-

PASS LIN‘_E_’/

PASS LINE

Fig. 3: Pass/Don’t Pass Bets

Here are a [ew examples that show 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 succes-
sion. You win on the 6 and are paid $5 (even money).
2. You place a $10 bet on the Pass Line. The shooter rolls a 9

(making 9 the peint) on the come-out. The shooter then rolls

7, and you lose the bet.

38 Craps
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\ You place a $10 bet on the Don’t Pass Line. The shooter rolls a
9 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.

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

ss-Line Bets and Don’t-Pass with Free-Odds
A Pass Line or Don't Pass with free-odds bet is a wager thar can

ining or losing a {ree-odds bet is dependent upon the success of
lir Pass or Don't-Pass bet. Free-odds bets are not marked on the
out, but they are a legal bet and a very important factor in help-
| the player decrease the casinos advantage.

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

e amount you originally bet on the Pass Line, or it can be a multi-
¢ of the original Pass-Line bet, depending on rules settings. The
ie-odds Don't-Pass bet equals the amount of the payoll for the
Iginal Don't-Pass bet, or can be a multiple of the payoll {or the
{ginal Don't-Pass bet. Most casinos allow 2x (double) free-odds
hich allows the player to make a free-odds bet equal to twice the
mount of a Pass-Line het.

You place a {ree-odds Pass-Line bet on the area behind your
flginal Pass-Line bet (just outside the layout line). You place a free-
dlds 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-

i advantage). A free-odds bet is paid at true odds {casino: 0 per-
BNt advantage). By combining a Pass-Line bet with a [ree-odds bet,
1 casinos advantage is lowered to approximately 0.6 percent (it is
wered even more il higher multiples are allowed such as 3x, 5x,
¢.). These are among the best odds you will find in Hoyle Casino,
It short of counting cards at Blackjack.
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The payoll ratios lor free-odds bets are: Ihe next roll. You can continue making new Come bets with

101l of the dice. Fig. 4 shows the Come and Deon't-Come bets

Pass with Free-Odds House Payoff B oo Lavout
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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.

Here are two examples of Pass/Den't-Pass bets with free-odds
{assume double [2x] free-odds):

L. You bet $5 on the Pass Line. The shooter rolls a 4 on the come:
oul, 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 unalfected. The
shooter rolls a 4. You win $5 (1 to 1) for your Pass-Line bet,
and $20Q (2 to 1) for your free-cdds bet.

2. Alter betting $15 on Don't Pass, the shooter rolls a 5. You place
$30 for free-odds to the side of your Don't-Pass bet. The shoot-
errolls a4, 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 1o 3;
you win $20 for this bet {or a total of $35.

Come/Don’t-Come Bets

The Come bet has the same characteristics as the Pass-Line bet,
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 whether or
not the dice will come right (win) or come wrong (lose) beginning

Fig. 4: Come/Don’t-Come Bets

As in a Pass/Dont-Pass bet, the first roll after a Come bet wins
7 or 11, and loses ona 2, 3, or 12, A point is set [or the Come
(alled a come point) on any other result (4,5, 6, 8, 8, or 10),
lhe Come bet wins if the point is made on a subsequent roll

l a 7 appears.

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

The betting can be complicated if you make Pass bets and

i¢ bets simultaneously 1t's possible, for example, to lose your
Line bet on a roll of 7, yet win your Come bet with the same

me/Don’t-Come Bets with Free-Odds

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

Except for the fact these bets madify a Come/Don’t-Come bet,
) function identically to Pass/Don't-Pass bets with free-odds.

40 Craps Hoyle Casino 41



I'he first exception is as follows:

Pass/Come Bet

They also pay exactly the same, at true odds, thus reducing the
casino’s edge to approximately 0.6 percent.

You place a free-odds Come or Don't-Come bet just to the riy
of the original Come or Don't-Come-bet chips (after they have be

L or 9 (3 to 2 pavo $5
moved to the Place Number of the point}). These bets are not | payofl)

$25
marked on the layoul. $35
Free-odds bets on Come bets are not in effect on subsequen s

come-out rolls, Il you lose the original Come bet, the house does
not take the free-odds bet. Free-odds bets on Don't-Come bets arg
always working. '

Examples of free-odds Come bets:

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

Scenario (a): The come point is 3. The roller throws a 6, and
the Pass-Line gets paid. The next come out roll is a 7. You lo
your $5 Come bet, but your $10 free-odds bet is returned to
you.

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) [
a total loss of $15.
Scenario (¢): The come point is 5. The shooter rolls another |
You win both the Come bet ($3) and the Come ket free-cdds
($15 paid at 3 to 2) for a wotal gain of $20.

‘he second exception is shown here:
Pass/Come Bet

6or8 (605 payofl) ~ $3
6 or 8 $15
.'g' or 8 $30

Free-Odds-Bet Special Allowances

Under certain situations, Hoyle Casino allows players to bet
more than the strict multiplier allowed for Pass/Come free-odds
bets. These bet exceptions are heneficial to the player. There are
two types of single-odds-bet exceptions,

First, Hoyle Casino will allow a $6 free-odds bet {cna 5 or 9
point) on a $3 Pass/Come bel. Hoyle Casino will allow you to
round up (by as much as $5) to accommodate an easy 3 to 2 pay:

off.

he original Pass/Come bet.

Point Pass/Come Bet

6 or 8 (0 to 5 payoll} $2
6 or 8 $10
6or8 $20
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Single-Odds-Bet
(exception)

$6

$30

$40

etc.

second, 1f you bet any multiple of three as your Pass/Come bet,
| you can make a free-odds bet (on a 6 or 8 point) that is 5/3

unit—bet special allowance for single-odds bet on the 6 or 8

Single Odds
(three-unit-bet
exception)

$5

$25

$50

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

here is one type of double-odds-bets exception on points of 6 or
Lyou bet any multiple of two as you Pass/Come bet, then you can
e a free-odds bet (on a 6 or 8 point) that is 5/2 times the amount

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

Double Odds (two-
unit-bet exception)
$5

$25

$50

bet (divisible by 2) (5/2 x het)
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Place-Numbers Bets

With this bet, you are betting that a particular number will
appear before a 7. You can make a place bet after the come-out 1l
You can place a 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 working (valid) on all rolls except the con
out roll.

- Making a Lay bet is similar to making a Don't-Place-Numbers

| For example, if you think the next roll will be a 7, you could
ke Lay bets against all numbers instead of making a Don't-Come
To make this bet, you must pay'a 5 percent commission to the
Ise based on the payoff. The house commission is taken directly
im your bankroll and is not reimbursed il you remove the bet.
Lay bets are placed in the upper-third portion of the rectangles
¢ farthest above the Place-Numbers boxes, at the top of the lay-

l. Lay bets pay off at true odds. You cannot make a Lay bet on a
me-out roll. After you place a Lay bet, it is always working except
| subsequent come-out rolls.

leld Bets

A Field bet is a bet on the number 2, 3,4, 9, 10, 11, 0r 12
fing rolled, regardless of what the peint is. (This bet is always
Prking, even on the come-out roll.) Fig. 6 shows the Field bets on
it Craps layout. The next roll of the dice immediately determines

Place-Numbers bets are placed in the rectangles just below Il
Place-Numbers boxes.
Payolfs for place bets are shown here:

FPLACE T BETS

4 | 8§ |s¥| 8 | 10

PLACE -|- BETS

Fig. 5: Place-Numbers Bets

I % -
Number House Payoff Recommcnded Bet 1 e
amount
4 and 10 9-5 multiples of $3 Field Bet House Payoff
5and 9 5 ; b -
6and 8 g-g EE}EE{: 2? :; i 6 and B[g 8
‘ For Big 6 or Big 8, the shooter must roll a 6 or 8 before sev-
Buy Bets ling out (Fig. 6). This bet is always working and can be placed at

1y time. It pays at even money.

@,Duu% 3 4 9 10 11
FIELD

Buying a bet is similar to making a Place-Numbers bet; you by
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 workinj
on all rolls except subsequent come-out rolls.

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

_enter or Proposition Bets
- Proposition bets (sometimes called Center bets) are located at
he center of the layout. They are made hy giving chips to the deal-
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er who will pass them to the stickman, or, as with the Hardway bel,

tossing them to the stickman directly. Center bets are always work-
ing. In most cases, the next roll determines the outcome of the bet
{exception; Hardway bets). Fig. 7 shows the Center bets,

'

HARDWAYS ™

9101 9101
7101 7101
' OMNE ROLL BETS N

4701 ANY SEVEN 4701

o | EHE

SO0 08 q

EDR R ] HORN 3001
- I I -
157101 15101

k?ro'l ANY CRAPS ?mIJ

Fig. 7: Center Bets

A Hardway bet is a bet that a Hardway roll (a specilic number
made 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 (without douhles), the shooter sevens out,
or the shooter rolls the hard 4, 6, 8, or 1C (and collects this bet).

Center Bet House Payoff
AR T oo s 950 297 woRTianes B 4101l

Any Craps ......... ..ol ftol
2orl2 o 30101

Ft V™ comw vovsmmevmmenins psn s 151
Hardway 4 or 10 ........... ... Tl
Hardway 6or8 ... ............ 9tol

Combining Center Bets (Horn and C&E Bets)
Individual Center bets can be combined te form 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
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flultiples of four). The casino pays the winning number and
ucts the other chips from the payoff.

[he C&E bet is a combination of the Any-Craps ber and the
61, It requires two chips (or multiples of two). The casino pays
fnning number and subtracts the other chip from the payoff.

ps Statistics
[hirty-six combinations are possible with two six-siced dice:

Roll Dice Combinations
2 11

5 201, 152

o F31..3:3.2:2

5 Fil bk 312053

6 5:, 1:5, 42, 24, 3:3
7 6:1,1:6,9:2,.2:5 43,34
8 6:2,2:6,5:3,3:5; 44
9 6:3.3:6, 04, 4:5

10 6:4, 4.6, 5:5

11 5:5, 5.6

12 6:0

e:r, with six possible dice combinations (6:1, 1:6, 5:2, 2:5, 4:3,
3:4) our of 36. These combinations translate into the following

Rolt Odds
2orl2 ... ... . ..35101
5070} i £ [ o S 17101
$00 L0 wocvvarnseinmsess o D Iltol
50r9 . 81l
BOr8. . 6.2to01
T s iR IR S 5t1
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These are the true odds for the various dice rolls in Craps. i

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 ona 7, you can lose
lot ol money quickly.

You need to know when the house is paying at these true odl
and when its 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 conie
out roll are greater than your chances of losing. However, after
youw'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 to 5 against making the point 6 or 8.

The overall casino advantage on these bets is 1.41 percent.

The casino would normally ke at a disadvantage on Don't-Pag

/ 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-T
/ Don't-Come bets.

Pass / Come and Don’t Pass / Don’t Come
with Free-Odds Bets

The free-odds bet is the only bet in Craps where the house
does not have an advantage over you. Bet as much as you can on
frec-odds. Naturally, casinos would be uninterested in wagers pay
ing true odds outright. However, the [ree-odds bet is “married” th
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 od
gives the casino a 0.8 percent advantage. If you make this bet willl

double odds, it gives the casino 2 0.6 percent advantage.
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Once you make the free-odds bet, don't remove it! You won't
L better bet at the Craps table.

ice-Numbers Bets

[ you want to make Place-Numbers bets, bet on 6 and 8 (for
1’ odd‘;) It is still be!lu‘ 1o take freecodds on Come bets [or 6

A umber House Payuff True Odds House Advantage
and 10 9-3 2-1 6.67%

5 and 9 7-5 3-2 4.0%

6 and 8 7-6 6-5 1.52%

Pleld bets have higher odds and are less favorable to players.
j6 house has a 5.5 percent advantage on these wagers.

g 6 /Big 8
ig 6 or Big 8 is not a good bet to take. The house has a 9.09
rcent advantage on this wager.

enter or Proposition Bets

All of these are terrible bets and clearly favor the house. More
perienced Craps players avoid these bets.

" Any Seven: The house pays 4 to 1 (the true odds are 5 to 1).
¢ house advantage is 16.67 percent.
Any Craps: The house pays 7 to 1
le house advantage is 11.1 percent.
2 or 12: The house pays 30 to 1 (the true odds are 35 to 1),
he house advantage is 13.89 percent.

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

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

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

(the true odds are 8 10 1),
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Strategies for Winning at Craps

Most of the skill involved in Craps is in knowing the adds for
the various table bets and not placing a bet when the odds are unli
vorable. In Craps, there are bets that give the house a 16.67 percel|
advantage (Any 7, for example). However, a player can limit the
house advantage to approximately 0.6 percent by adhering to Pass,
Come, and free-odds betting,

Craps Strategy Highlights

« Always bet the Pass-Line on the come-out roll. Payoff: even
money. House advantage: 1.4 percent.

* Bet the Come bet. Payoff: even money. House advantage: 1.4
percent.

+ Always take maximum free-odds bets on your Pass-Line and
Come bets. The house has no advantage on [ree-odds bets.

* Don't waste money on bets with unfavorable odds (most of the
other bets on the table).

lORSE RACING

Racing in general has been a popular sport for centuries, and
1L be found all over the world in some form or another. Horse
cing is particularly popular in the United States and Australia. As
g as racing has been around, it is likely that betting on the mem-
15 of the race has been around as well.

lorse Racing in Hoyle Casino
‘The electronic horse racing machine in Hoyle Casino is like a
or video poker machine, only you are betting on mechznical
rses racing around a track. You insert your money in the machine
id place a bet on a horse. If your horse “comes in,” you're paid off
cording to the odds for the horse [or that race.
You have three basic betting choices in Horse Racing: win,
lice, or show. Win simply means that you are betling that your
orse will come in first. You will see the longest odds and the
Iggest payouts for win bets.

Place means that you are betting that your horse will come in
ther first or second. The odds are slightly better than for win bets.

()
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Show means that you are betting that your horse will come in
either first, second, or third. The odds tend to be much better for
show bets. How much you get paid for your bet depends on the
odds for that horse to win, place, or show.

Understanding the Odds
The odds on a horse tell you how much money you get back
for the amount you bet. If a horse’s odds are 10-1 to win, and he

wins, you get $10 for each $1 you bet. So if you bet the minimum
$2 bet, you'd win $20.

Win Place Show
1  Mellow Yellow 9-1 4-1 2-1
2  Redneck Red 12-1 6-1 4-1
3 Purple Prancer 3-1 2-1 3-2
4 Bye Bye Blue 6-1 4-1 2-1
5 Giddy-Up Green 5-1 2-1 3-2

When a horse sports odds like 2-1 or 3-2, he’ a favorite. You
won't win as much on this horse, but you can bet hes likely to
show up in one of the front spots! When a horse has odds like 17-1
or 23-1, he’s a long shot. This horse is a risky bet, but pays off big!

Strategies for Winning at Horse Racing
In Electronic Horse Racing, remember that it is like a slot
machine, and pays out at odds favorable to the house. Play it for

fun, and pick however you want, the odds will all be roughly the
same,
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Keno is a type of lottery similar to state lotteries common
foughout North America. These games have a long tradition of
ceess {at least [rom the perspective of the lotteries’ sponsors).

no is no exception. Lotteries are unique in that, unlike many
tms of gambling, they are not only state-sanctioned, they’re often
lte-sponsored. 1t is likely that arguments over the propriety of
lte-run gambling have been going on for millennia. Augustus
iesar held the first recorded public lettery; his purpose was to

ise funds to beautify the city of Rome,

La Lotto de Firenze, a lottery game that appeared during the
naissance in ltaly, has been played for over 450 years, with only a
w sporadic breaks caused by local wars. In 1870, it was renamed
le [talian National Lottery (state-run, of course].

China has also reaped the civic benefits of state-run lotteries.
he construction of the Great Wall of China was funded in part by
hinese lotteries. In later years, the bureaucratic ties of the Chinese
:-_teries were severed, and the games really spread their wings.
Juring the White Pigeon Ticket lottery, carrier pigeons were used
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to take tickets and deliver winnings to its patrons. Pigeons were nil
the conveyance of choice, in this case, but were used because the
game was officially banned.

Lotteries entered the United States through the eastern corri-
dor, during the era of the transcontinental railroad. The Chinese
immigrants, 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 is
used to generate the random, winning numbers in Keno.

How the Game Is Played

You play Keno by {illing out a Keno ticket and submitting it.
Each Keno ticket has 80 numbers, corresponding to the 80 num-
bers printed on ping pong balls contained in the Keno cage, from
which the winning nummbers 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

You fill out the tickets by clicking on the numbers you think
| win. In Hoyle Casino, you can pick 1 to 15 numbers or 20

‘Most bets in Keno are designated by the number(s) you pick.
_-xamp'i_e, a “one-spot straight ticket” is a bet on a single num-
r “two-spot straight ticket” is a bet on two numbers, The
ount of money you can bet in Keno depends on the type of bet
're making. These bets are usually for $1, $2, $5, $10, or $20.
The most common bet is a five-spot straight ticket, in which
numbers are picked. For this bet to win, three of the numbers
.._.-l must come up on the balls. This particular bet pays even
ey if you pick three numbers right. If you pick four winning

balls right you've hit the jackpot, paying 800 to 1.
- As another example, the payolfs for a cornmon $2 bet (in this
e, a L0-spot straight ticket) are shown here:

_ Catch Win

spit from the Keno cage into the goose, an outlet that takes the balls "
: : : PO o srmmarvamspesnan sn Bon S0 BOH | 50,000
one at a time. The number on each ball is [lashed on the brightly-lii 9 8.000
screen located in the Keno lounge. The numbers remain lit until the g | TBRR e 2"000
game is completed (i.e., 20 numbers are drawn). B T e '
You win if you picked a sufficient number of correct balls, T i womssiimsianns e W i s | 260
based on the payoff chart provided for the bet you mace. {:3 """"""""""""" zo
D s A Y ERE Tt M

The Ticket

In addition to showing the 80 numbers you can bet on, the
tickets 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 ol games you're playing times the amount of each bet)

In addition to straight bets, other types of bets are available,
ese include specials, the edge, top/bottom, and left/right bets.
Hoyle Casino oflers special prometional tickets that pay more
an the usual ticket. These tickets are better deals, and your odds
‘winning are increased. The [our-spot, [ive-spot, or six-spot spe-
ls fit into this category and can be used on any 4 o 6 number
1s. The ticket has an additional box (marked “special”} that must
 checked [or this bet to be in effect. You are required to place a
igher wager, but the odds are better. Remember to check the “spe-
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cial” box on a 4 to 6 number bet, or you will be making a standarl
4 to 6 wager.

If you stick to playing just the special tickets, you will certainly
increase your overall Keno winning percentage.
Winning

In Hoyle Casino, your Keno winnings are automatically credit
ed to your account, you don't need to do anything. In a real casing,

if a subsequent game begins before you've presented your winning
ticket, you forfeit all winnings!

Replaying a Ticket

Hoyle Casino allows you to replay your tickets. To use a dupli:
cate ticket, choose “Duplicate” in the ticket window, and click sub-
mit. You can duplicate any of your past tickets.

Strategies for Winning at Keno

Number games like Keno are made-to-order for gamblers with
a superstiticus streak. Lucky numbers, unlucky 13s, special dates,
and special numbers all can play a part in picking your numbers. |
‘the numbers pay ofl in Keno, you can win big, which is the attrac-
tion. Unfortunately, its hard to win a lot in Keno, even when play-
ing the special tickets with better odds. The house advantage in
Keno 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 lii
tle boxes on the ticket.

Keno Strategy Highlights
* Play the special tickets such as the 4 to 6 spot specials for bet-
ter payoffs.
+ Keno can be enjoyable, but the odds are heavily against you.
Mix Keno in with some other games with better odds (like
Blackjack or Video Poker), but don't play Keno exclusively.

jen the cards turn against you. This feeling of contrel coupled
th simple rules, a nencompetitive atmosphere, and the promise
sizeable payolfs attracts players who usually play only Keno or
lichine games like Slots. And that is exactly what the game’s

im card game tables. Shuffle Master not only owns the name and
tenses the game, it sells casinos the automatic card-shulfling
achines they use to mix cards between rounds.

The goal of the game is to get a good poker hand—a pair of
1s or better. If the cards are unfavorable, you have two chances to
ke back part of your initial bet—or let it ride,
- Forget about bluffing or competing against the dealer and other
layers. Its you against the cards, and no more. And the odds are

56 Keno Hoyle Casino 57



no better or worse than many other games in Hoyle Casino. If table

games have you intimidated, try Let [t Ride.

How the Game Is Played

Let It Ride is played on a customized Blackjack table, using a
single deck of cards. In front of each player are three betting circles
marked “1,” “2,” and “$.” Before cards are dealt, each player puts
three bets of equal value in the circles. If the table minimum is $3,
for example, you must put at least $5 in each circle, for $15 total.

Once the bets are in, the dealer deals each player three cards
face down and sets aside two other cards, also face down. These
two cards are called “community cards” because you and the other
players will share them to complete your five-card poker hands.

Look at your three cards and weigh your chance of getting any
of these combinations:

e Straight flush

* Four of a kind

» Full house

¢ Flush

* Straight

¢ Three of a kind

* Two pair

¢ Pair of 10s or better

If your three cards show enough promise to keep all three bets
in play for now, put your cards behind or under your bet in circle
“1."” Otherwise, signal the dealer to remove the bet in circle “1” by
clicking “Take It Back” in the Actions window.

Now the dealer reveals the first of the two community cards.
Considering this card as the fourth card of your hand, decide the
fate of bet “2.” Make your decision to keep or remove the bet as
before. Don't feel you are bound to handle this bet exactly as you
did the first one; act accordingly given the new information.

When all bets are decided, the dealer reveals the second com-
munity card (the fifth card of your hand), and play is over. There’s
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lhing you can do about the bet in the “$” circle, no matter how
d your cards may have turmed out.

The dealer makes payoffs on remaining bets according to this
edule:

Hand . Payoff on
Remaining Bets
ROyal TIUSH oiviins sivs e s s 1,000 to 1
Straight flushic i vns s v s 200to0 1
Fourofaldnd ; s oo v san v 50t0 1
Fullhouse ................. .. 11to 1
Flush ........ ... .. ... ... .. 8tol
SEAIEhE sy wan s o sau 5t01
Threeofakind ............... 3tol
Twopair .................. .. 201l
Pair of 10s or better ........... Lven money

Some casinos offer Let It Ride® Bonus, 2 variation of Let It Ride
which you have the option of mu,pf,ndtm] placing a $1 side

L on each hand. The lure is a hefty payoff. The bonus version of
[t Ride is not included in Hoyle Casino.

lrategies for Winning at Let It Ride
Blind luck aside, knowing whether tc keep or recall bets is the
y 1o success in Let It Ride. In this otherwise uncomplicated game,

[ [act, it's the only area in which strategy can make a diflerence.

Let your bets ride whenever you are deall at least a pair ol 10s,
yond that, Let It Ride strategy gets complicated. What to do with
land that’s just one or two cards short of a [lush or a straight, for
ample? In his book Mastering the Game of Let It Ride, Stanley Ko
s forth a strategy for such occasions. By [ollowing Ko’ strategy,
Ul bring the house edge down to 3.5%. Ko’ strategy appears in

¢ following tables,
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Let your first bet ride if your cards include: Examples

Winning hand (pair of 10s or better) 104 10 59
JV e O
404 46

Potential straight flush: three cards of the same suit 44 54 64

in a row (except A-2-3 or 2-3-4)

Potential straight flush: three cards of the same suit, 74 84 104

at least one high card (10 or higher), and a single 9 10de Qdb

card missing within the sequence

Potential straight flush: three cards of the same suit, 7¢ 10# J#

at least two high cards, and two cards missing with- 84 104 Qé#
in the sequence

Let your second bet ride if your hand includes: ~ Examples

Winning hand (pair of 10s or better) QY Q Ok 34
J6 J& 4 44
49 4 44 54

Potential streight flush: [our cards of the same suil in 24 34 44 54
4 TOW
Potential flush: any four cards of the same suit ISV TV KY

76 8% O 104
O 104 J& Q

Potential straight: four cards of mixed suits in a row
and one high card (10 or higher)

It’s up Lo you whether you let your second bet

Examples
ride if your hand includes:

Patential straight: four cards of mixed suits in a row 2d 34 44 5&
and no high cards (10 or higher)

Patential straight: four high cards and a card miss-
ing within the sequence

10 ] Ko Ad

Let It Ride Strategy Highlights
* Let your bets ride when you have a pair of tens or better. Take
your bet back otherwise, unless you have one of the potential
straights or flushes described in the tables above.
* Be patient, you will be taking your bets back maost of the time,
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Pai Gow Peker is an Americanized version of an ancient
"nesa dominees game, pai Gow, meaning, “To make nine.” Yeu
n easily distinguish pai Gow from Pai Gow Peler. The former is
ayed on Chinese dominoes, while the latter is played with cards.
. Pai Gow Poker is an exciting game that provides great winning
pportunities, and it has a slower pace than Blackjack. Therefore,
e game gives players an opportunity to relax a little while they
lay. The house acdvantage over a player is about 2.5 percent. This
lvantage can be offset in several ways (see the section on strategy

{ the end of this chapter).

low the Game Is Played

In Pai Gow Poker, each player receives seven cards and sets or
[ranges the seven cards into a five-card hand and a two-card hand.
he only stipulation for setting hands is that the five-card hand

ligh hand) must outrank the two-card hand (low hand). To win a
e, you must win both the hands.
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The deck used in Pai Gow Poker is a standard 52-card deck willl
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
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 nol.

Fach player in turn 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 musl
win both the five-card and the two-card hand. If one hand is won
and one is lost, this is a push, and no money is exchanged. The
banker wins tie hands, which are called copies.

A5 percent commission is paid to the house for any winning
bets by the player regardless of whether they are the banker (5 per-
cent of net winnings).

Hand Rankings

The hand rankings in Pai Gow Poker, ranked from highest to
lowest, 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 a straight flush. If two straight {lushes compete, the hand
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th the highest-ranking cards in the flush sequence wins. The
phest-ranking straight flush is called a royal flush (A-K-Q-J-10).
Four of a Kind: Any [our cards of the same rank form four of
kind. If two players have four of a kind, the hand with the four
ther cards wins. ‘

" Full House: Three of a kind and one pair form a full house.

le full house with three of a kind with higher-ranking cards wins
ainst another [ull house with a lower-ranking three of a kind

Flush: A hand of any five cards all of the same suit is called a
ish. A flush with the highest-ranking cards beats another flush
itnd. If the highest cards from each players’ hand tie, the next
ghest-ranking cards determine the winner, and so on.
Straight: A hand of any five cards in sequence, but not of the
e suit is a straight. The straight with the highest-ranking cards
the head of the sequence is the winner against another straight
ind.
Three of a Kind: Three cards ol the same rank form three of a
ind. The highest-ranking three cards wins against another three of
kind hand. Three aces are the highest; three 2s the lowest. Three
I a kind beats two pair or any lower hand.
- Two Pair: Two cards of the same rank, and two matching cards
[ any other rank form two pair. The hand with the highest-ranking
air wins against another hand of two pair. If the highest-ranking
air ties, the hand with the second highest-ranking pair wins,
One Pair: Any two cards of the same rank form one pair. The
jand with the highest-ranking pair wins against another hand of
ine pair. If both hands have the same pair, the highest-ranking
inmatched card in the hand determines the winner,
. High Card: A hand with no matched cards is called high
ard. With two competing high card hands, the hand with the
flighest-ranking card wins. If the highest-ranking unmatched
ards tie, the next highest-ranking unmatched cards are com-
ared, and so on.

Hovyle Casine 63



d correctly. Skillful setring of your hand can account for an
litional 0.3 percent advantage for either the player or the banker,

Iting Your Hand

‘Most of the time, the best way to set your hand is apparent. In
.'-. cases, however, the best thing to do is not the most cbvious.
ore you set your hand, always check for straights and flushes,

e they're easily missed in a hand of seven cards.

Definitions: Five-carding means to select choice cards for your
-card hand. Two-carding refers to placing specilic cards into

W1 two-card hand.

The following section describes the different possible card com-
lations and how each hand should be plaved.

High Card: Although this hand of all singletons, which con-

1ls no pairs, straights, or flushes, is common in the various forms
{ive-card Poler, it is an atypical hand in Pai Gow. Generally, the
it way to play this hand is by two-carding your secend and third
t cards (Fig. 1.

Strategies for Winning at Pai Gow Poker

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

To maximize your odds at Pai Gow Poker, remember to take
your opportunity to act as the banker. The banker wins copy
hands. For example, if the banker and a player both show an ace-
queen as & two-card hand, the banker wins that hand. The banker’
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 vour bets low. As a
banker, however, the more money the other players to bet against
you, the better off you'll be.

Another important factor in winning Pai Gow Poker is the 3
percent commission the casino takes on winning hands. Although
this appears to be a helty 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 casino’s 5 percent commission
is reduced to 1.57 percent on average.

Il 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 percent against the banker. Therelore, as a
banker, it is also advantageous to 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. Il
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, its too small to be ol consequence. But it brings
up the other important factor, which is your ability to set your

Fig. 1: Setting ¢ High-Card Hand

One Pair: This is the most common Pai Gow Poker hand and
gumes you have no straight and no flush. Five-card the pair, and
0-card your two highest singletons (Tig. 2).
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Fig. 2: Setting a Pair

Two Pair: Hands with two pair occur more than 20 percent of |

the time. [t is in the setting of two pairs that the most frequent miy
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 lew pair is
two 10s or better.

This simplified strategy chart shows you what to do with the
following high pairs:

High Pair . Singletons Five-card  Two-card
(Action) (Action)

3-3 to 6-6 (A, K, or Q)x-x Two pair (A, K, or Q)-x

3-3 to 6-6 (J or less)-x-x High pair  Low pair

6-6 to 9-9 (A or K)-x-x Two pair (A or K)-x

6-6 to 9-9 (Q or lower)-x-x  High pair  Low pair

10-10 to Q-Q  A-x-x Two pair  A-x

10-10 to 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 il you have
singleton ace. In this case, your high singleton is only a king, so
you two-card the low pair.
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Fig. 3: Seiting a Two Pair

Fig. 4 shows a similar example of playing the two pair. In this
, you have the same jacks and 9s, but you also have an ace.
I best option is to five-card the two pair.

Fig. 4: Setting a Two Pair (2)

Three Pair: The best way to play this hand is to two-card the
est pair. In Fig. 5, the kings can be placed in your two-card

1d, retaining the more-powerful two pair for your five-card hand.

s combination is very hard to beat.

2

Fig. 5: Setting a Three Pair

Three ol a Kind: This hand is often misplayed. You want tc

ngthen your two-card hand as much as possible while still win-

Hoyle Casino 67



ning the five-card hand. Since two aces will usually win the five-
card hand, the third ace is “expendable.” Always split off an ace
when you hold three aces (Fig. 6). This gives you a good chance ol
winning both hands. If you hold three kings, split off the third
unless you are holding a singleton ace, a queen, or a jack-10 com-
bination. If you held three queens or less, always [ive-card Lhe three
of a kind.

5T Pof
L ]
&
¢

Fig. 6: Setting a Three of a Kind

Three of a Singletons Five-card Two-card
Kind (Action) (Action)
2-2 10 Q-Q  X-X-X-X Three of a kind  x (high)-x
K-K-K (A or Q)-x-x-x  Three of akind (A or Q)-x
K-K-K (J or less)-x-x-x K-K K-x
A-A-A X-X-X-X A-A A-x

Straight: You want to keep a straight together whenever possi-
ble. If you have a straight of six cards (Fig. 7), make sure you two-
card the highest card [rom the straight, In Fig, 7, the ace should be
placed in your two-card hand, since you can maintain the K-Q-J-
10-9 straight without it.

L3
L 4
4
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Fig. 7: Setting a Straight
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Flush: This hand is played just like z straight. If you have a

¢ cards without breaking up your flush (Fig 8).

Fig. 8: Setting a Flush

Straight and One Pair: If one card in the one pair is part of

¢ exception is if your straight is very high, and your one pair is
higher (see chart).
Pair Five-card Two-card
(Action) (Action)
Aces Pair of aces K-Q
Kings Pair of kings A-Q
Queens Pair of queens  A-K
Jacks Pair of jacks A-K
. 10s Pair of 10s A-K
All others Any pair Straight x (high)-x

ird hand of king-queen. Although a king-queen is a decent two-

ard hand, to give yoursell the best odds of winning both hands,
Ou should [ive-card one pair of kings and two-card the ace-queen.

Hoyle Casino

k-or seven-card flush, make sure you two-card the highest possi-

Fig. 9 shows an example of setting a hand with a straight and
‘e pair. You have an A-K-Q-J-10 straight in this situation,
lowever, if you five-card the straight, you will end up with a two-
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Fig. 9: Setting a Straight and One Pair

Flush and One Pair: Don't break 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.

Fig. 10 shows a rare situation in which you will want to break
up 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
{lush. If you kept the flush in this situation, you would only have a
queen-10 as your two-card hand, a probable loser.

Fig. 10: Setting a Flush and One Pair

Full House: Usually you should five-card the three of a kind
and two-card one pair. If, however, you have some high singletons
and your full house is composed of low cards, then you should
maintain the full house, two-carding your high singletons (Fig. 11).

Full House  Singletons Five-card Two-card
(Action) (Action)
5-5-5-4-4 A-(10 or better)  Full house A-(10 or
{or lower) better
All others X-X Three of a kind  Pair
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Fig. 11: Setting a Full House

Four of a Kind: Split your four ol a kind into two pairs il it is
nposed of kings or aces. Five-carding three of a kind and a high
gleton (e.g., if you have four aces) is a poor choice in the long
I. The [ollowing chart shows your best strategies for setting your
fid with four of a kind.

our of a Singletons Five-card Two-card
nd (Aciion) (Action)
' X-X Four of a kind (x high)-x
wor lower)

our 7s/8s (A, K, or Q)-x Four of a kind (A, K, or Q)-x
our 7s/8s (Jor lower)-x  Pair Pair
our 9s/10s (A or K)-x Four of a kind (A or KJ-x
our 9s/10s  (Q or lower)-x  Pair Pair
our Js/Qs  A-x Four of a kind A-x
our Js/Qs (K or less)-x Pair Pair

X-X Pair Pair

Fig. 12 shows an example of setting a hand with four of a
nd. With four 7s, you want a singleton queen or better. Lacking
Iis, you should two-card one pair of 7s.

Fig. 12: Setting Four of a Kind
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straight flush. Use the same strategy as is recommended for a
straight. Youw'll wish you were playing Video Poker when you get a
straight flush because, unless you have two additional high cards,
you are likely to tie. What a waste!

Pai Gow Poker Strategy Highlights
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Straight Flush: A straight is almost as likely to win as a

Follow the basic strategies presented in this chapter to maxi-
mize your odds of winning.

General Rule: A pair of queens or higher will usually win the
five-card hand, and an A-8 or better will usually win the two-
card hand. Try to set your hand so you have a good chance at
winning both.

General Rule: If you have weak cards overall, den't try to win
both hands. If possible, set one hand up to win; your objective
here is a push.

Sometimes you have to break up your great five-card hand to
win both hands. Splitting up a full houses is hard to do, but il
is usually the right thing to do.

In the 18th century, the game Poque (now known as Poker}
ime to North America with the French colonists in what is now

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

By 1829, Americans had transformed Poque’s name o Poker
Ind expanded its deck to the full 52 cards. By 1865, the end of the
Civil War, they'd developed two forms: closed (all cards dealt face-
lown} and open (some cards face-down, the rest face-up). Draw
Poker, which came first, is a closed game. Draw introduced the
flotions of drawing cards from the stock to improve your hand and
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a second round of betting. Stud Poker is an open game. Stud intro-
duced 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 betring, where the objective is to have the
best hand in a showdown or to win by having everyone else [old
(drop out of a hand). In a High/Low Poker game, the player with
the highest-ranking hand splits the pot with the player with the
lowest-ranking 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 they are willing 1o meet the highest bet made by another
player. Because of this rule, players are able to blufl and win the pol
(everyone 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 in one Of Lwo WE}”S'.

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

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

The lower and upper bet amounts you make at each betting
interval will vary depending on what game you are playing and the
rules for 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 game.

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

Before you play a game of Poker, you should learn the hierarchy of

Straight Flush. Five cards in sequence in the same suit are
lled a straight flush. If two straight flushes compete, the hand

th the highest-ranking cards in the {lush sequence wins. For
mple, a hand composed of A-K-Q-J-10 (royal flush) beats a

nd composed of K-Q-J-10-9. The royal flush is the highest stan-
it hand and beats all other hands.

- Four of a Kind. Any [our cards of the same rank form four of
Kind. If two players have four of a kind, the hand with the four
gher cards wins. Four of a kind beats a full house or any lower
nal.

Full House. Three of a kind and one pair form a full house.

1e full house with the highest-ranking three of a kind beats anoth-
ull house with a lower-ranking three of a kind. Full house heats
lush or any lower hand.

Flush. A hand of any five cards all of the same suit is called a
ish. A [lush with the highest-ranking cards beats another flush
ind. If the highest cards from each players hand tie, the next high-
l-ranking cards determine the winner, and so on. A flush beats a
raight or any lower hand.

Straight. A hand of any five cards in sequence, but net of the

ime suil is a straight. The straight with the highest-ranking cards
| the head of the sequence is the winner against another straight
and. The highest possible straight is A-K-Q-J-10. The lowest pos-
ible straight is 5-4-3-2-A. A straight beats three of a kind or any
ywer hand.

Three of a Kind. Three cards of the same rank, such as three

5, form three of a kind. The highest-ranking three cards wins
another three of a kind hand. Three aces are the highest;

Hoyle Casino 75



Hoyle Casino requires the first betting interval to begin with a
tandatory bet (two mandatory bets in Hold'em games) called a

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-rankiny
pair wins against another hand of two pair. If the highest-ranking
Ppair ties, the hand with the second highest-ranking pair wins. If the
all pairs in both 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 card in the hand determines the winner. If the highest-
ranking unmatched cards tie, the next highest-ranking unmatched
cards are compared, and so on. One pair beats any hand with no
pair (high 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
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.

Rules for Aces

In a straight, the ace can rank either high or low, depending on
the card sequence. The ace is high in the sequence A-K-Q-J-10.
Aces rank low in the sequence 5-4-3-2-A. You cannot use the ace lo
wrap a lower sequence with a higher sequence, such as 3-2-A-K-Q,
Aces rank 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 curing periods ol the game called betting

intervals. Depending on which game is being played, most games
have between two and five betting intervals,

After the first round, at each betting interval, a specific player
s the first right or obligation to bet (open). Which player opens
e betting depends upon the type of Poker being played. Usually,
ie player to the dealer’s left opens the betting. In the Stud-Poker
imes, the player with the lowest or sometimes the highest-ranking
and opens the hetting.

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

1. Call. Match the current highest bet in the pot. This is
referred to as staying in the hand.

2. Raise, Match the current highest bet in the pot, then add
more money to the pot te become the highest bet in the pot.
Each 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. Fach player after you
can also check until one of the players makes an actual
bet.

You can also drop out of the pot by [olding. When you fold,
you turn in your hand and lose any chips you have added to the
pot for rhat hand. You can fold at any time. However, it is recom-
nended that you only fold if you don't want to call a bet (ie., den't
old if you can check].

Betting continues until all bets are equalized. Bets are consicd-
red equalized when the turn comes around to the player who orig-
nally made the highest bet and when every other player either
alled the bet or [olded.

A player does not have to meet a bet for an amount which is
larger than all the chips or money that player has on the table. A
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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 hetting,

1f more than two players are still in a hand in which one playel
is all-in, bets made after that point are acded to a side pot, which i
only available to the players who have paid in the required bets. I
the player who isiall-in wins the main pot (which they contributed

t0), the best hand 'of the other players wins the side pot.

Many variations ol Poker with slightly dilferent rules zre popu-

lar throughout the Poker-playing world. Following are the specific
rules for the variations of Poker included in Hoyle Casino:
* Texas Hold'em
* Omaha Hold’em
¢ Omaha IHold’em High-Low
* Seven Card Stud
« Seven Card Stud High-Low
* Five Card Draw
¢ Five Card Draw Lowball
Texas Hold’em
In Texas Hold'em, seven cards are available to each player.
Players’ hands consist of two cards dealt [ace down 1o each player
and [ive cards dealt face up to the board, which are shared by all
players in the game. Players can construct their {inal hands using
any five cards from the two cards in their own hands and the five
cards from the board. A player wins by having the highest-ranking
hand of five cards.
Each hand can start with eight players or less (if a player runs
out of cash or if you remove players belore the deal),
Play begins with each player receiving two cards face down,
followed by the first betting interval.
In the first round, the player immediately to the left of the
dealer is forced te open the betting. The first mandatory bet, the

78 Poker

-

ind open {or small blind) is equal to half of the lower bet amount
i the table (rounding down).

The player to the left of the hlind open in the first round is
sponsible for the second mandatory bet, the blind raise. The

lind raise {or big blind) raises the pot to be equal to the lower bet
mount. For example, at a $25 to $50 Table, you can expect the
llowing blind bets:

Blind open = $10

Blind raise = $15 (Pot = $25)

The player to the left of the blind raise must call the mandatory
et amount, raise an amount equal to the size of the bet, or fold.
etting then passes around to each player as it would normally. If
Il players either call or fold, the player who made the blind raise
hen has the option of checking or raising.

In all betting intervals, if more than two players are betting,
here is a limit of three raises (not counting the blind raise in the
st betting interval).

The Flop. The next three cards dealt face up to the board are
alled the Flop. The dealer turns all three cards over at the same
Ime, for all players to use in their hands. The second betting inter-
il ensues with the first player to the left of the dealer. This player
an check, fold, or open with a bet. The lower bet amount is
fequired at the Flop (e.g., $25 at a $25 to $50 table). Betting stops
when all players have called (the betting has equalized).

The Turn. The fourth card dealt face up to the board is called
the Turn. A third betting interval ensues, again starting with the
player Lo 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
falled 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
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cards wins the pot. If hands tie, the pot is split between the win-
ners.

Here is a summary of the deal:

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

2. Third, fourth, and fifth cards dealt to the board (face up),
second betting interval.

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

4. 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 five cards dealt
face up to 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 [rom the board. A player wins by hav-
ing the highest-ranking hand of five cards.

Each 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,
followed 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,

4. Ninth and final card dealt to the hoard (face up), final bet-

ting interval.
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Imaha Hold’em High-Low

Omaha Hold’em is a variation of Texas Hold'em, but nine cards
1¢ available to each player instead of seven. In a High/Low Poker
Ime, more than one player has the opportunity to win and split

1t pot. Players’ hands consist of four cards dealt face down to each
layer and five cards dealt face up to the board, which are shared

y all players in the game. Players must construct their {inal hands
ing two cards from their own hands and three cards from the
pard. A player wins by having the highest-ranking or lowest-rank-
g hand of five cards (or both). In the same hand, the low hand

id high hand can use different sets of cards.

~ Hoyle Casino’s Omaha Hold'em High-Low is also known as
ghts or Better. To qualify as a low hand in Omaha High-Low, the
lind must be an Eight High (8 as the high card in an unmatched
and), or better (such as Seven High). In low hands, straights and
lishes are ignored, and aces count as low cards. The best low hand
pssible is 5-4-3-2-A, though it is also a straight. It is possible for

0 player to have a low hand. At least three different cards of Fight
[ less must be on the board for a low hand to be possible.

Each hand can start with eight players or less. Play begins with
dch player receiving four cards face down, followed by the first
etting interval. Most of the subsequent game events, including
lind bets, the Flop, the Turn, and the River are handled in the

\me way as in Texas Hold’em. See the Texas Hold'em section for

When betting is complete, all players that are still in show their
ands (the showdown). The players with the highest- and lowest-
inking five cards split the pot. If no player has & low hand, the
lighest-ranking hand wins the pot. If there is a tie berween high
ands or low hands, the high or low portion of the pot is then split
jetween those hands.

The deal is summarized as follows:

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

second betting interval.

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

4. Ninth and final card dealt to the board (face up), linal bel:
ting interval.

Seven Card Stud

Players' hands consist of seven cards dealt to each player. The
first two are dealt face down. The third, fourth, fifth, and sixth
cards are dealt face up. The [inal (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 plavers
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 clog
est 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
plavers 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 [our 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 highel
bet amount for the table.

Finally, the final card is dealt to each player (seventh card, face
down). The highest hand showing starts the betting. The players
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Vith the highest-ranking five cards split the pot. If hands tie, the pot
split.

Here is the summary of the deal:

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

first betting interval.

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

Sixth card dealt to each player face up, fourth interval.
Seventh card dealt to each player face down, [inal betting
interval.

en Card Stud High-Low

This game is exactly like Seven Card Stud, except it also uses
he standard criteria for winning in a High-Low Poker game; a play-
I wins by having the highest-ranking or lowest-ranking hand of

T TR0

The player with the highest-ranking hand of five cards wins

Five Card Draw. Play begins with each player receiving five cards

ice down, followed by the first betting interval. The player imme-
liately to the left of the dealer must open the betting (blind open).
After the first betting interval, each player discards up to three

pards. After all discards are completed, the dealer deals out replace-

ment cards as necessary (leaving each player again with five cards).
A second interval of betting takes place, followed by the show-

Here is a summary of the deal:
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.
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Five Card Lowball

This game is a type of Five Card Draw in which the lowest-
ranking 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.
Each 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 swmmary 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.
3. 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 halding. 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 you're 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, you'll win cne
of four hands (25 percent}, and il 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 winning a huge percentage of hands.

How do you know how strong your hand is? Here are the typi-
cal winning hands for various Polker games:

&4 Poher

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
Seven Card Stud Two pair
Seven Card Stud High-Low Two pair and/or 8 or 9 high
for the low hand
Five Card Draw
Five Card Lowball

Two pair or three of a kind

Qor 10

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

Suppose you're playing Omaha Hold'em with seven opponents.
n order to win against a group of seven, you'll need a pretty good
jand to wirn. More than likely, at least one of the others will have a
hiree of a kind, a straight, or a flush. Conversely, if you had only
our opponents, two pair would be a hand worth betting on.

Betting in Poker

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

~ Strong Starting Hand. Be patient, and lay low in the begin-
ning. Don't start out betting too high; try to draw people in, and
eep as many people in as possible. Don't raise too high (perhaps z
little below normal). Call, but do not raise in response to another
players raise. In middle rounds, make normal bets. In the final
round, make your big bets.

For example, if you are dealt an opening hand of two aces (Fig.
1, Omaha Hold’em), consider a low bet, perhaps raising it once.
This is like “dangling a worm” in front of your opponents and try-
ing to make them bite. If you bet too high, its the equivalent of
Hoyle Casino 85
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splashing in the water; you'll scare away the fish. After the second
round of betting starts, you can afford to bet higher.

i
2y

v

Ld

Fig. 1: Betting with a good hand

Average Starting Hand, with Vulnerability. Exaggerate the
strength ol your hand by betting as much as possible to reduce the
number of players that stay in. At any point in later betting inter-
vals, if you find that you don't think you can win, fold.

Fig. 2 (Five Card Draw) shows a situation in which a little
bluffing 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.

Fig. 2: Average Hand

It is important to mention that in games with seven or more
people or a lot of cards (e.g. Omaha Hold'em) it is very hard 1o win
by bluffing, because people’s hands will be stronger and they will be
more likely to stay in.

Drawing Hand. 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 cut when your odds of getting
the card you need don't look good.
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For example, take a look at Fig. 3 (Five Card Draw). Your
nd, an “ace high,” is pretty weak. You're not going to win unless
Ju draw a high pair (an ace) or something equally good. You can
Iways scare some people out by betting high, but chances are
'l just be losing money. Try to hold down the bet by checking.

Fig. 3: Hand with Potential

Long Shot Hand. This hand has a small chance of improve-
lent, but may show some promise, such as three cards towards a
ush or four cards towards a straight. Try to stay in while betting as
itle as possible. Get out when your odds of getting the card you
ged don't look good.

- Fig. 4 (Texas Hold'em) shows an example of playing a long-
ot hand. With four cards to a straight showing, this player should
e calling or checking at every opportunity. Only the sixth and sev-
nth cards remain to be dealt. If the sixth card does not complete

e straight, this player will drop out (fold).
3 [Selvwry

want to

%
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Fig. 4: Long Shot Hand
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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 is only a queen high, shows no possibility of z flush, and
has little potential for a straight.

: amen ’\ b
0|

f
Ao

Fig. 5: Bad Hand

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

If you are betting in the middle or at the end, remember this: il
you raise before another player calls the opening bet, players will
often fald. 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 Stuc).
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 1o
stay in. This will be to your advantage and increase your potential
winnings.

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
players would be scared off.
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When you are the first player required to bet (because you're
itting to the left of the dealer), play only your very best hands.

If you start winning some hands and getting ahead, you have
lhe option of betting higher. While risky, this is likely to drive a cou-
le people out; they just can't afford to hang in unless they have a

fireat hand. Fewer opponents, of course, will improve your odds of

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

Fig. 6: When to Raise the Opening Bet

Strategies for Winning at 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 hold 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, vou
need a high pair after the Flop.
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Don't count on it filling out a straight on the fifth card dealr to
the board. In this case, vou ought to fold before you put in more
money.

Strategies for Winning at Omaha Hold’em

The strategies for winning at Omaha Hold’em dilfer from Texas
Haold'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 from the board. With nine cards to choose
from, the possible hand combinations are more complex, and its
much harder for you to 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.

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.

Strategies for Winning at High-Low Poker

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 payoeff is bigger. For
example. 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; ifa 3, 5, 6, or 7
comes up vou'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.

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

i%
Y B &
%

Fig. 7: Playing a Low Hand

O of

Strategies for Winning at Seven Card Stud

Seven Card Stud is a no-frills Poker game. If you hold at least
bne pair, three cards toward a straight, or three cards toward a
lush: 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 (inclucding your hole
tards) are beaten by the showing cards of any other player. I
another player shows a pair, do not stay in unless you hold a higher
pair {or better hand).

It is not a good idea to bet heavily against a player whose hole
cards can give him or her a hand you can’t possibly beat.

Strategies for Winning at Five Card Draw

Keep tabs on which player or players ave doing the most bet-
ling. Tt will help you evaluate their hands when it’s time to draw
new cards. The drawing of cards adds a dimension to this game
that is not found in Stud and Hold’em games.

Fig. 8 shows an example of drawing cards in Five Card Draw. As
the player showing the cards, your best choice is clear—keep the two
kings and draw three more cards. The observant Poker player will
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watch the others with a keen eye. Two players fold and go out, as
shown. One player draws one card. When a player draws one card,
they most likely have two pair (2 strong hand) or they might be going
for a straight or a flush. The only tip-off for vou that might indicate a
two pair is whether they were betting heavily. With a strong hand,
they prebably 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
rE Y |

%

Fig. 8: Drawing Cards

Two other players (like yourself) draw three cards. The best
possible hend you can have when drawing three cards is one pair.

One player draws two cards. This player has three of a kind or
is bluffing. You draw three cards, the result of which is shown in
Fig. 9; you fail to draw a third king. With fewer players, this might
win the hand, but with four opponents hanging in there, it would
be unlikely. The right move is to stay in with a minimal bet or fold.

Fig. 9: After the Draw
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Strategies for Winning at Five Card Draw Lowball
Although a 9 or 10 high is a typical winning hand in Five Card
owball, sometimes you can win if dealt a pair after your discard,

0 don't fold immediately unless there is more than one other play-
v still in the hand. If two or more of your opponents stayed in the
land, you should fold as soon as you're forced to call a bet.

As in Five Card Draw, you can attempt to glean information
fom your opponents based on the number of their discards. If they
flraw one card, they will be trying to rid themselves of a pair or a
ligh card. Their hand is potentially dangerous. If another player
lraws two cards, you need not fear them excessively; they are liable
0 draw a king, ace, or one pair. If they draw three cards, it may be
he first time they've played Five Card Lowball (i.e., theyre in trou-
ble), or they're desperate.

[f a player does not draw any cards at all, they are either bluff-
Ing, or they have a good hand. More often than not, its because
hey have a good hand.

Poker Strategy Highlights

* Know the hand rankings.

» The more people you are playing against, the better your hand
will need to be in order to win,

* Never fold when you can check.

* Focus on betting correcily based on the hand you currently
hold rather than winning a huge percentage of hands,

Texas Hold’em Strategy Highlights

* Two pair or better typically wins (with seven players).

» Consider folding in the first round if you have a non-pair hand
with both cards less than 10.

* Consider folding in the second to fourth round if you don’t
have at least a high pair or the potential for a straight or flush,

* Be aware of what the highest possible hand is and where your
hand is relative to it.
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Omaha Hold’em Strategy Highlights
= Three of a kind or higher typically wins {with seven players).

* Remember that you must use two cards from your hand and
three from the board.

» Consider folding in the first round if you don't have a pair, you
don't have an ace, king, or queen, and you have low potential
for a straight or a flush.

 Consider folding in the second through fourth rounds if you
don't have at least three of a kind or the potential for a straight
or better.

* Be aware of what the highest possible hand is and where your
hand is relative to it.

Omaha Hold’em High-Low Strategy Highlights
 Three of a kind or higher typically wins (with seven players).
+ 7 or 8 high typically wins the low hand (with seven players).
+ Remember that you musi have an “eight high” or lower hand to
win the low hand.
¢ Remermber that you must use two cards from your hand and
three from the board.
Consider felding in the [lirst round if you den’t have a pair, you
have low potential for a straight or a flush, and you don't have
at least two unlike cards eight or under,
¢ Consider folding in the second through fourth rounds if you
don't have at least three of a kind, potential [or a straight or
better, and you don'’t have an eight-or-better hand.
* Be aware of what the best possible hands are and where your
hand is relative to them.

Seven Card Stud Strategy Highlights
e Two pair or better usually wins (with seven players).
* Consider folding in the first or second round if you don't have
at least one pair, or three cards to a straight or [lush.
» Consider folding in the third and fourth rounds if you don't
have at least one high pair or four cards to a straight or flush.
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* Consider folding in the fifth round if you don't have two pair
or better.

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

¢ Determine what the best possikble hand could be for each of
your opponents based on iceal hole cards, and bet according to
how your hand stacks up to them.

even Card Stud High Low Strategy Highlights

¢ Two pair or better usually wins high (with seven players).

¢ 8 or 9 high typically wins low (with seven players).

* Consider folding in the first or second round il you don't have
at least one pair or three cards to a straight or flush, and you
don't have at least three unpaired cards 9 or under.

*» Consider folding in the third and fourth rounds if you don't
have at least one high pair or four cards to a straight or flush,
and you don't have four unpaired cards 9 or under.

¢ Consider folding in the [ifth round if you don’t have two pair
or better and you don't have a low hand of © high or lower.

* Generally fold if you 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 based on ideal hole cards, and bet according to
how your hand stacks up to them.

ive Card Draw Strategy Highlights
* Two pair or three of a kind usually wins (with seven players)
¢ Keep track of how many cards vour opponents draw:

* Stands Pat: Either has a great hand or is bluffing.

 Draws 1: Has two pair or is going for a straight or flush.

* Draws 2: Il the betting was heavy before the draw, then this
persen is likely to have three of a kind. If the betting was
light, they could be going for a long shot straight or flush, or
have a pair with an ace kicker It could just be a bluff.
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* Draws 3: If there was heavy betting, they likely have a high
pair. If there was light betting, they likely have a low pair or
no par.

¢ Consider folding belore the draw if you have no pairs, no face
cards or an ace, and no potential for a straight or flush.

* Consider folding if the betting is heavy before the draw and
you don't have a high pair.

¢ Consider folding in the final round if you have less than two
pair.

Five Card Draw Lowball Strategy Highlights

* 9 or 10 high typically wins the hand (with seven players)

* Keep track of how many cards your opponents draw:

* Stands Pat: Either has a great hand or is bluffing,

» Draws 1: Il there has been any raising prior to the draw, then
watch out! It is likely they have four very low cards.

* Draws 2: If the betting was heavy hefore the draw, they likely
have three very low cards, but the odds are still against them
drawing a winning hand.

* Draws 3: Probably not a contender.

* Consider lolding belore the draw if you don’t have four

unpaired cards under 10.

* Consider folding in the final round if you don't have a 10-high
or lower hand.

Poher

Playing regular Poker involves playing an undefined stretch of
dme-stakes hands. Each hand 1s a separate, unrelated event, and
here is no specific end or overall objective other than to leave with
flore money than you brought to the table.

Poker tournaments add excitement and a sense of greater pur-
jose Lo the game by applying a structure and a goal beyond playing
© win each individual hand. Each tournament has a clear start, a
lear end, and a delined [ormat that dicrates how play proceeds.

tlow Are Poker Tournaments Played?

Real world tournament structures can vary widely [rom one o
he next, but most have the same underlying foundation: a large
iumber of players sit down with the same number of chips and
play until only one person has any chips left. This is true of the
[Hoyle Casino tournament, which will be discussed in the rest of
lhis chapter.

To succeed in a Hoyle Casino Poker tournament, you should
inderstand the level and progression of the stakes, the structure for
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advancement and elimination, and the prize distribution. These
things are what make it a tournament, and not just regular Poker,

The Stakes

Each player buys in for a set amount of tournament chips that
have no value outside ol the tournament. Everyone in the tourna-
ment starts with the same amount of chips. There are no re-buys,
meaning you cannot buy additional chips alter you've run out in
order to stay in the tournament. This is called a freezeout tourna-
ment.

It is also a fixed-limit tournament, meaning each bet and raise i
a set amount. The bet amounts are increased every seven hands
throughout the towrnament. This gradually forces the betting highe
and higher, so no matter how conservative the play, players will
eventually be eliminated from the large blinds and antes (see the
chapter on Poker for details on blinds and antes).

Advancement

The Hoyle Casino Poker tournament uses a round-based struc-
ture for advancement. There are three reunds in each tournament.
The first round has 49 players at seven tables. After 14 hands, the
top three players at each table, 21 in all, advance to the second
round. The second round lasts for 28 hands. The top two players
[rom each table then advance to the final table. The seventh spot al
the final table goes to the round two third-place player with the
most chips. The third round lasts [or as many hands as it takes [or
one player to win all the chips.

Payout Structure

Once you have paid the buy-in and begin play, eventually you
will either walk away with a cash prize lor making it to the third
round, or you will walk away with nothing,

The winner is the last player with any chips. Second place and
below are determined by the order of elimination. If two players “in
the money” are eliminated in the same hand, the two prizes are
combined and split between the two players.
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The first place prize is thirty times the buy-in amount, the sec-
ond place prize is ten times the buy-in, and the third place prize is
5 times the buy-in. The fourth through seventh place players win
back their buy-in.

Strategies for Winning at Poker Tournaments
Success in Poker tournaments requires skill at both the game
ithat is Poker, and the game that is the tournament. Understanding
“how to play the game at hand (7 Stud, Texas Hold 'Em, etc.) is, of
course, essential to winning. You've got to know when to hold 'em
d know when to fold 'em—if you don't, you aren’t going to be
fvancing very far.

The key to success in a tournament, however, is knowing how
to play the game that is the tournament as well as the game at
hand. The structure of the tournament can alter how you play each
thand—sometimes subtly, sometimes dramatically. Consider how the
istakes, the rules of advancement, and payout structure might affect
YOUT sl.rar(-:gy_

For example, since the stakes increase every seven hands, win-
ning early round hands isn't as important as winning late round
‘hands, where the stakes are higher. Consider this in your risk-
reward assessment of staying in a given hand.

Or, consider this scenario: there are two hands left in round
itwo, and you are in fourth place at the table, where the top two
players will advance. Are you going to play those last two hands
strictly by the book? Tf so, you are playing the Poker game, but not
‘the tournament game.

In this situation, you should stay in with any reasonable chance
‘of winning in the second to last hand, provided it looks like the pot
‘will grow big enough to move you into contention, If you are still
in fourth place in the last hand, you should stay in on any chance
of winning at all. The tournament chips can't be used at any other
game, so you have nothing to lose, and you give yourself one last
shot at making the cut, which is all that matters,
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As the first two rounds advance, you should generally play 2
bit more conservatively if you are in a position to make the cut, and
much more aggressively il you are not. Do not take this to unwar-
ranted extremes, however. Il you bet too aggressively on undesery-
ing hands, you may find yourself out of chips with several hands Lo
go that could have made the difference. If you fold playable hands
because you are in a position to make the cut, you might miss out
on a large pot and take less money with you mnto the next round.

Betting strategy also changes when you are playing against an
all-in player in the third round of a tournament. When a player
goes all-in, they must win the current hand or they are eliminated
from. It is to everyone else's advantage to see them eliminated.

If you have a hand worth betting on, bul you are not sure you
can beat an all-in player, checking to keep some other hands in is
not a bad idea. Betting “incorrectly” in an elfort to eliminate another
player might feel underhanded, but it is not. Since you are deing it
to put yourself in a hetter position to win a bigger prize, it is simply
smart play, not crooked play.

Just remember that in a tournament your goal is to finish high
enough to win a prize, not just o win each hand. Know the rules ol
the tournament well, and consider how they will affect your strate-
gy to earn a spot at that inal table.

Poker Tournament Strategy Highlights

* Advancing is the bortom line. Stay alive!

* Becomne familiar with the tournament format, particularly the
level and progression of the stakes, the structure for advance-
ment, and the prize distribution.

« Play more aggressively if you are behind towards the end of a
round, and more conservatively il you are ahead towards the
end of a round.

» Always work to eliminate other players.
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Like many other games of chance, Roulette was developed by

e French. The name means, literally, “small wheel.” Pascal, a French
flathematician, is credited with its invention in the 17th century.
ascal’s inspiration may have come [rom ancient Reme. The Romans
vere constantly on the lookout for new means of entertainment, At a
ertain point in their history, they took chariot wheels, turned them
Ideways, and made them into implements for gambling. (This prob-
bly happened during a prolonged lull between one of their periodic
ars.)

At any rate, alter Pascals contribution, the game reached
fhgland about 1820 and later came to America. Apart from the
\merican addition of a 00, the Roulette of 1820 has not changed at
Il It was a big hit during the California-gold-rush years, and many
| hapless prospector squandered earnings on the wooden wheel. It
5 now played in virtually every gambling house in North and

outh America but is most popular in Europe.

Roulette uses a special wheel, a betting layout, and chips. A
lealer manages the wheel and all the bets. The wheel spins contin-
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ually. 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 num-
bered sections, indicating the winning number. The anticiparion
generated by the spinning wheel, the rolling ball, and lots of meney
changing hands helps make Roulette a very exciting game,

How the Game Is Played

The American Roulette wheel, used in Hoyle Casino, is divided
into 38 sections (European wheels have 37 sections), each of which
has walls to hold a small ball where it lands alter the wheel is spun,
The sections are numbered from 1 to 36 (half red and half black,
hall odd and hall even], plus two green sections marked 0 and 00.
Furopean wheels have only the O green section. The addition of the
00 section greatly increases the odds in favor of the house.

Numbers 1 to 18 are considered the lows; numbers 19 to 3€
are the highs.

Roulette is a banking game; all bets are placed against the
house. As many players are allowed to play as can get close enough
to the table to bet.

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

The chips’ values are set [or the table. For example, if you are
playing a $5 table, each of your chips will be valued as 55.

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 maximum limit).
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Fig. 1: The Betting Layout

yulette Odds

The following odds are in effect for Roulette bets:

. Winning bet on red, black, low 1 to 18, high 19 to 36, even, or

odd; the bank pays even money.

3 Winning bet on the down (1 to 12, 13 to 24, or 25 t0 36), or

on the column in which the winning number falls; the bank
pays 2 to 1.

3. Winning bet on the number itself; the bank pays 35 to 1.
. Bet on either of two numbers, ene of which wins; the bank

pays 17 to 1.

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

L.

- Bet on four numbers, one of which wins; the bank pays 8 to 1.
. Bet on five numbers (0, 00, 1, 2, and 3 only), one of which

wins; the bank pays 6 to 1.

. Bet on six numbers, one of which wins; the bank pays 5 to 1.
. When a zero or double zero comes up, the house pays bets on

the zero (or double zera), or on the zero (or double zero) and
any other adjacent numbers in combination with it, but col-
lects on all other bets.
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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.

Quad (Corner) bets. Pay 8 to 1. Place a chip between any four
lumber groupings (for example 4, 5, 7, 8), and you get all four
umbers in that group (Fig. 5). '

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.

Inside bets (or straight up). Pay 35 1o 1. Place a chip on any
single number (Fig. 2).

Fig. 5: Quad Bet

- Quint bet. Pays 6 to 1. The only possible five number group-
ng in the Roulette layout is 0, 00, 1, 2, 3. Place the chip on the
Ipper horizontal line between the 00 and the 3 (Fig. 6). This bet
&vors the house by almost 8 percent.

Fig. 2: Inside Bet

Split bets. Pay 17 to 1. Place a chip on the line between any
two adjacent numbers (Fig. 3). If either number comes up, you
WwiIL.

Fig. 3: Split Bet

Fig. 6: Quint Bet

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

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 ol the twelve
columns of three numbers (Fig. 4). You get all the numbers in
that street.

Fig. 4: Street Bet : i
Fig. 7: Double Street
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Straight bets

A straight bet is any bet you make by placing your chip oursice
the 36 numbers marked on the layout. Fig. 8 shows the straight
bets, which include the Dozens bet, the Column bets, and the
Outside bets.

2012t 12101

Ist 12 3rd 12

1-18 |EVEN ODD [19-36

Fig. 8: Straight Bets

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

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

Qutside (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 payolfs for the Roulette bets are based on a wheel with 36

numbers. For example, il you make a straight up bet on the 13, the

payolff is 35 to 1. That would be a great bet, giving you true odds.

However, the house must have its edge; the Roulette wheel contains

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 payofl than 35 to 1. The 0 and 00 are also painted green, sc
that they are losers in the Red and Black bets. Getting out our cal-
culater, we can determine that these wheel modilications give the
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flouse a 5.26 percent advantage on every bet (the only exception 1o
his is_the Quint bet, which gives the house almost an 8 percent
icvantage!).

No matter what system of betting you use with Roulette, the
jank will get this 5.26 percent in the long run. It is, however, a fact
hat winning and losing often takes place in streaks. If you have a
ystem and its actually working for a peried of time, stay in while it
fists, then get out as soon as it looks like its taking a turn for the
orse.

If you choose to take your chances on Roulette, you should

ake 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
Kill. Lay out your chips, then sit back, and enjoy the leisurely pace
il the spinning wheel. Maybe you'll be Tucky!

Roulette Strategy Highlights

* Avoid the Quint bet, which gives the house a 7.89 nercent
advantage. In all other Roulette bets, the house advantage is
5.26 percent,
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S1LOT MACHINES

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

Slot Machines are usually 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 symbol, and each reel’s jackpot symbol must line
up for a jackpot. For a 20-stop, three-reel machine with one jack-
pot symbol per reel, the theoretical odds of lining up all three jack-
pot 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 rellect what
should occur over many hundreds (or thousands!) of tries.

108 Slot Machines

Slot Machines are entirely a game of chance. The games are
Bry popular with people, as is playing the lottery. People relish the
hallenge of attempting to beat the odds, no matter how bad they
light be! Some machines in Hoyle Casino return less than 83 to 90
Jercent of the meney put in, bwt a few machines offer a return of

7 percent or more.

Video Slot machines have just recently made their appearance
[l various casinos, The latest wave of new “hi-tech” slot machines,
llese machines substitute a video display for the traditional slot
tels. Giant machines with incredible imagery and animation entice
0t players [rom all corners of the casino, while making the experi-
lice seem more like a game than a gamble. Fach machine comes
bmplete with a unique theme creating a new and exciting slot
Xperience, far more elaborate than classic slot machines.

low the Game Is Played
To play a Slot Machine in Hoyle Casino, click the coin or hill
ot and specify how many credits you want to put in the machine.
bu can add more credits at any time. The payoff scale shown on
fle machine tells you how many ceins (credits) you receive for all
bssible winning combinations, for each coin you play.
Betting is a very straightforward process. If you plan on playing
fie machine for quite a few spins, you may want to put a goed
umber of coins in at the outset. Any extra coins you insert (above
fie amount needed for one play) will be counted as credit. You can
flen use these credits to make bets on subsequent spins or you can
Beeive the credits as cash winnings. You are allowed to keep spin-
ing as long as you have encugh credits, or you continue to insert
0ins.
You can bet anywhere from one to five credits at a time,
epending on which machine you're playing. You have three bet-
g options:

1. Hit the bet one button for each eredit you wish to bet.
2. Hit the bet max button to bet maximum credits (for that

machine).
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3. Hit the play max button to bet maximum credits and star|
the game.
Hit the spin button (or pull the handle, if your machine has
one) to start the game. If you hit the play max button, the game will
automatically start for you.

Video slots are relative newcomers to casinos. Instead of the
lisual reels and gears, video slots use a video screen and a comput-
er. With all the action happening through computer-generated ani-
Ihation, video slots aren't limited by three spinning reels, only by
lhe imaginations of their creators. Video slots are becoming very

You win if the result of your spin matches any of the combina- opular. It seems like casinos are adding new videe slot machines
tions shown in the payoll scale. If you win, you accumulate credits, every day, each with a new theme.

To collect your credits, hit the cash out button. _'.; tmtegies fOV Winni-ng at Slots

First, know the odds are against you. Slots are set to pay out a

tertain 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 sniff out

the loosest machines in Hoyle Casino to maximize your returns.

Another important tip in Slots is to always play as many coins

4s you can! This is called playing full coin. You can easily confirm

that playing full coin is to your advantage by reading the pay line

for a given machine. Whenever the payoll is more than tripled for

three coins (or more than quintupled for five coins) as compared to

one coin, then you should always play for tull coin.

Choose (il you can [igure it out) machines with fewer symbols

on their reels and higher numbers of jackpot symbols on each reel.

Progressive machines are often more desirable Lo play, depend-

ing on the current size of the jackpot. In the long run, these

machines sometimes pay a higher than average return rate.

Slot Machine Strategy Highlights

* Remember that the odds are against you in the long run.

¢ Always play maximum coin to minimize the house edge. If you
play a quarter slot machine with a five-coin max, think of it as
a $1.25 slot machine.

* Try to find high-return machines to play.

* The progressive machines with big jackpots are often the best
machires available.

Types of Slot Machines

Following are some descriptions of the types of slot machines
you will find in Hoyle Casino. For details on each machine, refer 10
the in-game help, or just give it a spin!

Fun slot machines are variations on the classic fruit slot
machines, each with a unique theme. They are single-line machines
that follow the straightforward fruit model: there is one cherry-style
symbol that pays a small payout when one or two show up, and
there is one lemon-style symbol that is worth nothing, even with
three in a row. For zll other symbols, get three in a row and win!

Single Line slots, like fun slots, have one payline. with rhan
number of coins bet determining the pay column used. Unlike fun
slots, they use the more traditional bar and 7 symbols, as well as
special, machine-specific symbols.

Multiple Line slot machines let players bet cn additional pay-
lines by adding more coins. Each additicnal coin activates an addi-
tional payline up to the 3 or 5 line maximum, cepending on the
machine. Multiple line slots use the traditional bar and 7 symbols,
as well as special, machine-specilic symbols.

Progressive slots are similar to their multiple line counterparts
Progressive slots, however, have an ever-increasing super jackpot
tied to a network of multiple machines. The jackpot progressively
increases each time someone plays a machine in the network.
When a player eventually hits the progressive jackpot, it resets to a
base starting point and begins building again.
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THREE CARD POKER

As casino games go, Three Card Poker® is a relative newcomer.
Developed by Derek Webb for British casinos in 1994, Three Card
Poker soon began making its appearance in American casinos. Its ‘
fast pace, favorable odds, and a high frequency of winning hands all
contribute to its growing popularity.

Despite its youth, Three Card Poker can claim an ancient line-
age. When Wehb created Three Card Poker, he drew heavily on a
popular British gambling game called Brag, one of the many ances-
tors of Poker, Edmond Hoyle, whose name survives in Hoyle
Casino, wrote about Brag as long age as 1731,

Three Card Poker offers two games in one—and three ways to
play those games. You can bet against the dealers hand. You can bu
on the value of your own hand. Or you can play both games and in
different amounts. In addition, betting against the dealer makes you
eligible for bonus payoffs: With a premium hand you win a benus
payoll regardless of the dealers hand.

Three Card Poker ranks hands much like its namesake, Poker,
with a majer exception, Because there are only three cards to a
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hand, 2 straight is harder to form than a flush and ranks higher,
ind three of a kind beats them both.

How the Game Is Played
Three Card Poker is played on a Blackjack-style table, using a
ingle deck of cards. Before the dealer deals, you can:
* Place a wager in the Pair Plus circle to bet that your hand will
include a pair or better,
¢ Place a wager in the Ante circle to compete against the dealer’s
hand.
* Place both a Pair Plus wager and an Ante wager.
Once everyone has placed their bets, each player and the dealer
feceive three cards, [ace down.
Look at your cards. If you placed only a Pair Plus wager, there
s nothing to do but determine whether you are entitled to a payoll
there is no raising or discarding for Pair Plus wagers). Pair Plus
payoffs are made according to the [ollowing schedule, regardless of
he dealers hand:

Hand Pair Plus Payoff
Straight flush . .. ........ ... ... 4010 1
Threeolakind ...... ... ... .. 3001

SHAIEHto: v insmnmmenn Goe v 6tol

Blush s som o onmiimaiinn s - d101

Pair

........................ Even money

If you placed an Ante wager, you can now fold—and lese your
initial Ante wager as well as any Pair Plus wager you may have
made. Or you can go against the dealers hand, sight unseen, by
blacing a wager in the Play circle equal to the Ante.

When all Ante players have folded or bet, the dealer reveals his
Or her cards. What happens next depends on whether the dealer’s
hand qualifies with a queen high or better. If the dealers hand is not
good enough to qualify, all Ante bets win even money, all Play bets
are returned, and the dealer deals again.
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If the dealer’s hand qualifies, players compare their hands with
the dealer’s according to this ranking: straight flush, three of a kind,
straight. flush, pair, and high card.

Players with hands higher than those of the dealer win even
money on their Ante and Play bets. Players with hands lower than
those of the dealer lose hoth Ante and Play bets. In case of a tie,
both bets push.

Even if the dealer fails to qualify or beats your hand, you may
have one more chance at winning money: A hand with a straight or
better qualifies for a bonus payout. Bonuses are paid on the Ante
bet (not the Play bet) according to the following schedule:

Hand Bonus Payoff
Straightflush . ................ 5tol
Threeofakind ............... 410l
SHEAIFHE e v o ous oo o Even money
Blitshissns won son con sum s None
BT .oy senn ssnse s s 5000 SRS Nomne

Strategies for Winning at Three Card Poker

Three Card Poker attracts players because its fast-paced and
fun to play, not because it rewards strategy and skill. In fact, Pair
Plus betting in Three Card Poker is entirely a matter of chance.
With a house advantage of 2.32%, however, Pair Plus isn't a bad
way to sit back and enjoy the luck of the draw.

In Ante/Play its you against the house advantage. (The skills of

the dealer and the other players don't matter at all.) On his Wizard '

of Odds Weh site (www thewizardofodds.com), mathematician
Michael Shackleford demonstrates that you can make the house
advantage as low as 3.37% by following this simple strategy: Fold
with any hand less than Q-6-4.

Some Three Card Poker players follow a mimic-the-dealer rule,
by raising on any queen or better. Shackleford notes, however, that
the house advantage in this strategy rises to 3.45%.
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One final piece of advice: before folding, make sure you are not
leiting a Pair Plus payoll. Remember that by folding you lose
th your Pair Plus wager and your Ante wager.
hree Card Poker Strategy Highlights

* Pair Plus betting is pure chance with a 2.32% house edge.

* In Ante/Play betting, lold with any hand less than Q-6-4.

* Don't fold a Pair Plus winner! By folding, you lose your Pair
Plus bet as well as your Ante bet, so never fold a Pair Plus win-
ner.
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Following are some rule variations you will find in Hoyle
Casino Video Blackjack, and the impact of each on the percentage
according to John F Julian, author of Julian's No-Nonsense Guide to
Winning Blackjack and The Julian Strategies in Roulette. The per-
centages are based on how they affect a Las Vegas Strip, single-deck
game, which is effectively even. The Las Vegas rules are: doubling is
llowed on any [irst two cards, insurance is allowed, blackjack pays
ithree to two, splitting is allowed on any pair, and doubling is
allowed after splitting. This is not a comprehensive list of all varia-
tions, only some variations found in Hoyle Casino:

No Splitting of Pairs: Not good for the player. Expectation Impact:
-0.21 percent.

VIDEO BLACKJACK

Insurance: This feature is usually available, because unless you are
a card-counter and know exactly when to use it, it's a bad bet. If
you don't ever use it, it won't alfect your expectation. If you do
use it and you are not a card-counter, your expectation drops -
5.88 percent!

Video Blackjack is a machine-based version of the classic table
game. Tt offers lower stakes, faster play, and a sense of solitude.
Whether these factors are a reason to play Blackjack video-style ora
reason to play at the table depend on your preferences.

How the Game Is Played

Video Blackiack follows the same basic structure of its table-
game cousin, 50 if you are familiar with the rules and strategies O.F
Blackjack (see Blackjack chapter), you will be right at home playing
Video Blackjack.

Strategies for Winning Video Blackjack

The first step for maximizing your return at Video Blackjarfk
happens before you ever place a bet: picking a mac_:hme, Tradlil:mnfftl
Blackjack games have many rules variations, and Video Blacllil_]ﬂck is
no different. Some rules improve the odds for the player while
some improve the odds lor the house.

Six-Card Winner: You win il you are dealt six cards without bust-
ing. Favorable to the player. Expectation Impact: +0.10 percent.
Five-Card Charlie: Another player-favorable gimmick. If you get
21 with five cards, you win a two to one bonus. The payout on
this may vary Expectation Tmpact: +.20 percent.

Once you choose your machine, play with an appropriate basic
Stralegy or card-counting strategy, as found in the Blackjack chap-
ter. Playing without at least a basic strategy lowers your expectation
signilicantly.

Video Blackjack Strategy Highlights:

* Pick a machine with a reasonable expectation based on the
information above,

* Play with a basic strategy at the very least (see Blackjack chap-
ter). Have this book in front of you if you don't want to memo-
rize the charts.
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VIDEO POKER

One of the mest 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 ol entertainment.

Some people enjoy the solitude that Video Poker provides. In
Video Poker, you don't have to think about bluffing, betting, and
whether you're giving out too much information; you just think
about the cards and play. You also don't have 1o wait for shuliling
and dealing. The machine makes these things happen instantaneous-
y. Many Video Poker enthusiasts are blazingly fast players, but this
is a matter of choice. You can set your own pace in this game.

How the Game Is Played

To play a Video Poker machine, click the coin or bill slot and
specily how many credits you want to play with. You can add more
credits at any time. The payoll scale for the machine is shown in
the lighted panel above the buttons and tells you how many coins
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tredlits) you receive for all possible winning hands. Typically, the
¥inning hands in Video Poker are the same type of hands you will
ind in a traditional Poker game, such as a straight flush or four of a
iind (see the section on Poker for more information about winning
Jands). .

You can bet anywhere from one 1o five credits at a time. You
flave two options in betting;

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

2. Hit the bet max button Lo bet five credits.

When you bet five credits, the machine autematically deals you
ive cards, When you bet less then five credits, you must hit the

leal button to receive your [irst five cards.

. Five cards appear on the screen after you hit the deal button,

AL this point you must choose the cards you want to keep. You are
illowed one re-deal, and one chance to draw anywhere from zero to
live new cards. Each card must be individually selected if you wish
0 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
he word held will not be replaced when you draw new cards. You
an easily change your mind about keeping a card by selecting it a
fecond time. Make sure the held notation disappears when you do
0.

Il you have a pat hand (five good cards), you can hit the hold

il button to quickly mark each card as held. Conversely, the discard
ail button unmarks each card.

When you're ready to draw new cards, hit the deal button. The
tards not marked by the word held will be replaced, resulting in
your final hand.

If 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
numbers, turns the numbers into cards and displays them
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cnscreen. Some enthusiasts of Video Poker insist they can com-
mure with the machines during protracted 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
Video Poker by utilizing any paranormal strategy. We prefer a more
earth-bound, mathematical means ol maximizing returns.

Like Video Blackjack, you make the most important decision in
Video Poker when you pick your machine. Machine payouts differ,
and thus your machine selection has a significant impact on your
long-term potential earnings. Video Poker machines in Hoyle
Casino vary from about a 93 percent return to 100 percent. To
maximize your odds, play the machines with the highest return.
However, since you are not risking actual money in Hoyle Casino,
feel free to experiment with all the machines.

Before examining each machine in detail, it’s 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 differently, these ligures are approximations.

Hand Odds Payoff
Royal flush 40,000+ to 1 1.000 o 1
(5 credits only)

Straight flush 9200to01 50t0 1
Four of a kind 424 101 25to0 1
Full house Boto 1 9ol
Flush 90 to 1 6tol
Straight 88 ol 401l
Three of a kind 13101 301
Two pairs 7ol 2tol
Pair of jacks or better 4101 ltol

A cursory glance at the above figures reveals a seeming imbal-
ance. For example, your odds of making a straight are 88 to 1, but
the payoff is only 4 to 1. We also said there is a machine with a 100
percent return in Hoyle Casine. This apparent contradiction is easi-
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y explained: many of these odds are working simultaneously:
Although your payofl is small when you are going for one pair of
Jicks, you might also end up with two pair, a full house, three of a
lKind, four of a kind, one pair of aces, or something else (even a
oyal flush!). Thus, many of these odds are cumulative. The end
Jesult is that, on any given hand, your chances of losing money on
i Jacks or Better machine is only about 55 percent.

At 55 percent, those are pretty good odds, especially consider-
Ing that you can only lose five credits if you bet five credits. If you
it the royal flush, youll get 5,000 credits back!

. When we show the payoffs for the different machines, only the
live creciit payolls 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 following sample payoll chart for a Jacks or Better machine.

Hand Credits: 1 2 3 4 5
Rovyal flush 250 300 750 1,000 5,000
Straight flush 50 100 150 200 250
Four ol a kind 25 50 75 100 125
Full house 6 12 18 24 30
Flush 5 10 15 20 25
Straight 4 8 12 16 20
Three of a kind 3 6 9 12 15
Two pairs 2 4 6 8 10
Pair of jacks or better 1 2 3 4 5

Read this chart, and you will see that payscale increases at a
lixed rate as you move from a one-credit to a five-credit game. For
example, a flush pays [ive credits (coins) on a one-credit play. It
pays 25 (5x5) credits [or 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 jackpol. You never want to play for less than full
coin (five credits), or you can't truly hit the jackpot.
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We will be studying the payolf scales for the various machines
in the next section. Our comments about the payolf 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

Jacks or Better

The Jacks or Better machines pay out 98 percent to 10C 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 winming and
losing streaks as you get with the Jokers and the Deuces machines
{(see chart).

L. Easy Money. Payoll: 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 1o 1) and the flush (6 to 1), Fig, 1 shows this machine’s
payolf scale. This machine provides good odds of winning. Stick
with it.

Fig. 1: Easy Money

2. Jack’s Back. Payoff: 95.5 percent. This machine is called a
6/5 Jacks or Better machine. The 6/5 means the [ull house pays 6 to
1, and the flush pays 5 to 1. Fig. 2 shows the payoff scale for the
Jack’s Back machine.
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Fig. 2: Jack’s Back

This machine appears nearly identical to the 9/6 machine at
Irst glance; jacks or better are required for 2 win, and the royal
lush pays 5,000 (full coin). Comparing this machine to the Easy-
Money machine, we find a reduction in payolls [or the full house
lowered from 45 to 30) and the flush (lowered from 30 to 25).
Ihese reductions will be critical in the long run, making this
nachine a rather poor investment.

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

:.Ro.yai}’!ush--: ]
trafght Flush' [

 Full House
Flush
Straight

 sofakind PN

2 Pair

Pair of Jucks or Batter '

Fig. 3: Crawdad

The royal flush is less profitable on Crawdad (its payolf of
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three of a kind payofl 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 tine, 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 lavor of three garbage
cards). The critical decisions, however, are the less abvious ones,
such as when choosing between a high one pair and three cards o
a roval flush. Which cards should you keep? The [ollowing hands
(dealt before the draw) are ranked from highest to lawest 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.

Hand rankings for 9/6 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 an outside straight flush
Two pairs
Four cards to an inside straight flush
High pair (jacks or better)
Three cards to a royal flush
9. Tour cards to a flush
10. Four cards to an outside straight that include three cards
ranked jack or higher
Low pair (10s or lower)
Four cards to an outside straight that do not include three
cards ranked jack or higher
13. Three cards to a straight flush, only one inside draw
14. Two cards Lo a royal flush
. Three cards to a straight flush, two inside draws

Vi W
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11.
12.

Video Poker

Four cards to an inside straight that include three cards

ranked jack or higher

17. One, two, or three cards ranked jack or higher

18. Everything else: draw five new cards

Remember, these rankings reflect long-term potential winnings
ather 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
ces). You don't want to throw these out, as they have great win-
iing 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 fora

igger win and the royal flush. Also, if you have two or three high

cards in a potential straight or [lush, you can bump it up one level
on the list,

Here are some examples of playing hands using the hand rank-

ings chart:

1. You're dealt a Q-]-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 hetter off
discarding the low pair (ranked 11) and keeping the three
cards to a royal flush {ranked 8).

2. You're starting hand is A-K-J-10-4, in dilferent suits. The
A-K-J-10 gives you four cards to an inside straight, includ-
ing three cards ranked jack or higher (16). Keeping the
inside straight beats out only keeping the three high cards
(17). Inside straights without three high cards don't even
make the rankings, and shouldn’t be kept.

3. You are dealt 2 Q-J-10-9 of spades and the queen of dia-

monds. You have a pair of queens and four cards to a

straight flush. By all means, sacrifice your scoring queens

(7) for the outside straight flush (4), Even though you

trade in a winning pair of queens, you don't often get a

better shot at the mini-jackpot paid for a straight flush.
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Deuces Wild

Some Deuces Wild machines offer great winning potential.
Naturally, with four wild cards, the minimum winning hand is
going to change; expect Deuces Wild machines to display three ol a
kind as a minimum hand. Expect a roller coaster ride of great win-
ning streaks sandwiched between losing streaks.

When playing Deuces Wild machines, make sure you never
discard your 2s; it’s easy to forget how valuable they are.

1. Wild Country. Payoll: below 94 percent. The payoll scale
for the Wild-Country machine is shown in Fig. 4.

Fig. 4: Wild Country

2. Born To Be Wild. Payolf: below 95 percent. Fig. 5 shows
the payoll scale for the Born-To-Be-Wild machine.

Fig. 5: Born To Be Wild
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These machines, characterized by a low return on the full
louse, seldom produce winners. The exce ption is the progressive
machines, which have a variable Jackpot (for the royal flush) that
n get very high, and may have a return over 100 percent.

3. Wild Thing. Payofl: below 96 percent. The payoll scale for
e Wild Thing machine is shown in Fig. 6.

Ath Credit
~ Royal Flush
4 Deuces
Detces Royal Flush
5 of a Kind
Straight Flush
4 of a Kind
Full House
Flush
Straight

Aofa Kind

Fig. 6: Wild Thing

This machine offers 1,000 credits for the four deuces, which
ill push up the payolff to approximately 97 percent.

4. 'Wild Party. Payoll: 99 percent. In addition to the four
deuces, a wild joker is also included with this game. Fig. 7 shows
this machine’s payolff scale.

Al a 99 percent return rate, you can expect to do fairly well at
Vild Party. Not many other games offer better odds.

Fig. 7: Wild Party

Hoyle Casino 127



The correct strategies for deuces wild machines change
depending on the payolf scale, but following are the hand rankings
for the Wild Party machine, the “wild” Video Poker machine with
the highest return in Hoyle Casino;

Non-Wild Card Hands

1. Royal [lush, 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

Four cards to a straight flush
Three cards to a royal flush
Four cards to a flush

Two pairs

. Three cards Lo a straight flush
10. One pair

I1. Four cards to a straight

12. All other hands: draw live new cards

Wild Card Hands
1. Roval flush, straight flush, four of a kind, full house, flush,
straight (pat hancl)
Four deuces
Three deuces and a joker
Three deuces with no other help
Two deuces and a joker with no other help
Four of a kind with one or two wild cards
Four cards 1o a royal flush with one or two wild cards
Two deuces with no other help
One deuce and the joker with no other help
. Four cards to a straight flush with one wild card
. Three of a kind with one wild card
. Three cards Lo a royal [lush with one wild card
. Four cards to a straight with one wild card

[R=]

©® N W

e

—_— = = A
W~ O

128 Video Poker

14. Four cards to a flush with one wild card
15, Three cards to a straight flush with one wild card
16. One wild card with no ether help

You need big hands in Deuces Wild. Discard all five cards il
you get anything that does not appear on the above list. For exam-
ple, don't bother keeping [our cards to an inside straight; due to the
prevalence of wild cards, you're usually be better off taking five new
tards. Likewise, three cards to a straight and three cards to a flush

s not worth keeping. Discard all five in this situation.

lens or Better

Some ol the earliest Video Poker machines are Tens or Better

machines. They are usually some of the worst Video Poker

machines in the casino, although its possible te find some wheat

lamong the chaff. A few machines may offer close to a 100 percent

return, but most are in the 90-95 percent range.

1. A-10 Shun. Payofl: 99.1 percent. This is one of the best

Os- or-Better machines you will find. Fig. 8 shows its payo(l scale.
Gt 00, th oot

Fig. 8: A-10 Shun

You can expect the payoffs for a Tens 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 Tens or Better
[} machines.

2. Hang Ten. Payolf: below 95 percent. Fig, 9 shows its payoll
scale.
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15. Three cards to a straight flush

16. One, two, or three high cards

17. All other hands: draw five new cards

Tens or Better machines are played much like Jacks or Better
machines. High cards, however, now include 10s. Low cards are
anything below a 10.

Multi-Hand Video Poker

Take the popularity of Video Poker and multiply it by fifty.
What do vou get? Multi-Hand Video Poker, of course—one of the
hottest casino games around. 1t plays just like regular Viceo Poker,
except you can play up to fifty hands at once! This is not as over-
whelming as it may sound. Really, you are playing one hand of
Video Poker, but getting up to 50 different results on the draw,

To play, first choose the number of hands you wish to play by
clicking one of the numbers across the bottom of the Video Poker
screen: 1, 5, 10, 25, or 50, Then, place a bet and click the Deal

Fig. 9: Hang 10

Comparing this machire 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 10 a [ive-credit pay-
off erases the benelit you might have derived otherwise. The result 1s
that the Hang-Ten machine occupies the video “cellar” in terms of its
relurrt rate.

Here are the hand rankings for a Tens or Better machine with button. Clicking Bet Max will play as many credits as you can afford
the A-10 Shun payoll scale: for every hand you chose to play. The maximum bet is 250 credits,

1. Royal flush, straight flush, four of a kind, full house, flush, five credits [or each of 50 hands.

straight (pat hand) After you click Deal, you are presented with one large, face-up

2. Four cards to a royal flush five card hand. You now have the option to exchange cards, just

3. Three of a kind like in regular Video Poker. Any additional hands vou are playing

4. Four cards to a straight [lush appear as small, face-down hands above the main hand. They con-

5. Twe pairs tain the same [ive cards as the main hand, and any cards vou hold

6. High pair (10s or better) _in the main hand are held for each extra hand as well.

7. Three cards to a royal flush When you are ready to draw new cards, click the Deal button.

8. Four cards to z flush A random set of replacement cards is drawn for each hand, as i7

9. Four cards to a straight with a jack, queen or king high you played the same starting hand many times in a row. As the final

10. Low pair (9s or lower) hands are revealed, your winning hands are tallied to the left and

11. Three cards to a straight flush with a 10 or jack high 'T*igh‘_ of the main hand. Each winning hand has a color-coded out-

12; Fotk sards s trhe line representing the type of hand it is. Rolling the cursor over any

13. Two cards to a royal flush with jack, queen or king high U.{ th: small-sized hands pops up an enlarged version of it for easier

14. Four cards to an ace-high inside straight e
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Video Poker Strategy Highlights

* Video Poker is not regular Poker! You are not trying to bear
someone elses hand, you are trying to make the highest rank-
ing hands possible for this biggest payouts.

* Play a machine with a high return rate, based on comparing
the pay scales of dilferent machines.

e Learn the hand rankings discussed in this chapter [or a certain
type of machine (Jacks or Better, Deuces Wild, or Tens or
Better). Then, stick to playing that kind of machine. Knowing
what hand to go for (Do I keep the two queens or go for the
straight [lush?) is critical to Video Poker success, and changes
from machine type to machine type.

¢ Always play maximum coin 1o minimize the house edge. If you
play a quarter machine with a five-coin max, think of it as a
$1.25 machine.

132 Video Poker

GLOSSARY OF CASINO TERMS

Ante: A mandatory, fixed amount of money that must be con-
tributed to the pot by each player in Poker games such as Seven
Card Stud. |

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

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

Blackjack: A hand in the game of Blackjack that totals 21 and con-
sists of an ace and a 10 or lace card.

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

Blind raise: Also called the big blind. A mandatory raise in Poker
by the player sitting left of the blind open that raises the bet 1o
the tables lower betting amount. This rule is used in varieties of
Poker such as Hold'em games.

Boxman: The person in charge of a casino’s table bankroll in Craps.
The boxman alsc makes sure that all bets are paid correctly.

Bust: A losing hand in Blackjack that exceeds 21.

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

Buy-in: The set amount of money paid up [ront to enter a gambling
tournamerit.

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

Center bet: Also called a Proposition bet. A Craps bet that a shoot-
er will roll a designated number or numbers on the next roll of
the dice.
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Check: To stay in a Poker hand without having to call or raise an
opening bet.

Column bets: A Roulette bet on one of the three columns (12
numbers) in the betting layour that pays 2 to 1.

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

Come-out roll: The [irst 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).

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

Dealer: 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.

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

Don’t-Come bet: An even-money Craps bet with the same charac-
leristics 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.

Don’t-Pass bet: An even-money Craps bet that the shooter will
throw a Craps (2, 3, or 12) en the come-out roll ar seven out
belore making the point.

Don’t-Place-Numbers bet: This Craps het 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.

Double down: The double your original bet in Blackjack and then
drawing a third and final card to complete your hand. Doubling
down may only be allowed on certain hands.
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Double-street bet: Also called a Six-number het. A Roulette bet on
two rows of six adjacent numbers on the betting layout that pays
off at 5to L.

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

Even-money bet: A bet that pays an amount equal to the amount
bet (1 to 1 odds).

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

Five-card: The placing ol cards into the “high hand” in Pai Gow
Poker,

Fixed-limit: A Poker betting structure in which each bet and raise
is one specific amount. A 5-10 fixed-limit game of Texas Hold'em
means that all bets and raises in the first two belting rounds are
$5, and all bets and raises in the last two betting rounds are $10.

Flush: Five cards, all of the same suil, lorm this Poker hand. A
[Tush beats a straight or any lower hand.

Fold: Te drop out of a Poker hand in order o avoid making addi-
tional bets.

Four of a kind: Any four cards of the same rank form this Poker
hand. four of a kind beats a full house or any lower hand.

Free-odds bet: A Craps bet, paying off at true odds, that can be

made in addition Lo an original Pass/Don’t-Pass or Come/Don't-
Come bel. You can make free-odds bets after the point has been
established on the come-out roll. A free-odds bets success
(win/loss) is dependent upon the success of your Pass/Don't-Pass
or Come/Don't-Come bet.

Freezeout: A type of Poker tournament in which you cannot buy
more chips once you have run out. (see Re-buy)

Full coin: The maximum number of credits (usually three or five)
that can be played at one time in Slots or Video-Poker machines.
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Full house: Three of a kind and one pair form this Poker hand. ful
house beats a flush or any lower hand.

Hardway bet: 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. hetting that a 4 will be rolled with two 2s).

High Card: 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.

High/Low: A category of Poker games in which the lowest-ranking
hand splits the pot with the highest-ranking hand.

Hit: To draw an additional card in Blackjack,

Hole card: Any face-down card in Poker, or the dealers face-down
card in Blackjack.

Inside bet: A Roulette bet on a single number that pays 35 to 1.

Inside straight: A partial straight that needs a card in the middle of

the run to become a straight. Looking for a 6 to turn a hand of 5-
7-8-9 into a straight is trying to “Hll an inside straight.” See also:
outside straight.

Insurance: A Blackjack bet that the dealer has a 10 or face card
(Blackjack) in the hole when the dealers upcard is an ace. The
amount of the bet is up to one half of a player’s original bet. The
insurance bet pays of 2 to 1.

Jacks or Better: A category of Video-Poker machines in which one
pair of jacks are the minimum hand required to win.

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

Natural (Baccarat): A total of 8 or 9 on the first two cards of a
Baccarat hand. When either hand is a natural, the round ends.

Natural (Craps): A roll of 7 or 11 on the come-out roll in Craps,
resulting in a win for all Pass-Line bets.

No-limit: A Poker betting structure in which players can bet or
raise any amount they can cover.
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One Pair: Any two cards of the same rank form this Poker hand.
one pair beats any hand with no pair (high card).

Outside 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 tc 18) or Low {19 to 36).

Outside straight: A partial straight in Poker that can become a
straight by drawing a card for either end of the run. Looking for
a5 for a 10 to turn a hand of 6-7-8-9 into a straight is trying to
“fill an outside straight.” See also: inside straight.

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

Place-Numbers bet: This Craps bet wins if a particular number
appears belore the shooter rolls a 7. This bet can be placed on a
4,5,6,9 orl10.

Point: 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 shooter’s turn continues until they roll
the point a second time or rolls a 7 (sevens out). These results
determine winners and losers for all line bets in Craps.

Pot: The chips in the middle of a Poker table representing all bets
for the current hand.

Progressive: A type of machine in Slots or Video Poker with a vari-
able jackpot that builds up as players deposit coins into it.

Push: 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 Pa1 Gow Poker, a push occurs when a player wins
one hand and loses the other hand.

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

Quint bet: 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 is 0, 00, 1, 2, 3.
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Raise: Matching the current highest bet in a Poker game, and then
adding additional money

Re-buy: A type of Poker tournament in which players can buy
additional chips after they have run out.

Right betting: Betting on the Pass Line in Craps (“with the dice”)
that the sheoter will roll a natural or make the point before
rolling Craps or sevening out.

Royal flush: The highest-ranking straight {lush in Poker. This hand
of consists of an A-K-Q-]-10 of the same suit.

Sevening out: 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.

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

Shooter: The player in Craps who is throwing the dice.

Shootout: A type ol Poker tournament in which there is only one
winner, as apposed to tournaments that award prizes to several
ol the top [inishers.

Showdown: The comparison of hands between two or more Peker
players that takes place after the final betting interval. Only those
players still in the hand participate.

Split bet: A Roulette bet on two adjoining numbers (on the betting
layout) that pays ofl at 17 to 1.

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

Spread-limit: A Poker betting structure in which each bet and raise
must [all within a defined range. A 1-4 spread-limit game of
Seven Card Stud means that each bet and raise must be between
$1 and $4.

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

Stickman: The person who handles the dice at a Craps table.
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Straight: A hand of any five cards in sequence, but not of the same
suit [orms this Poker hand. A straight beats three of a kind or any
lower hand.

Straight Flush: Five cards in sequence in the same suit form this
Poker hand. Example: J-10-9-8-7 in the same suit is a straight
flush. A straight flush beats all other Poker hands, unless wild
cards are used, in which case five of a kind is the best hand.

Street bet: 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.

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

Surrender: 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.

Tens or Better: A category of Video-Poker machines in which one
pair of 10s are the minimum hand required Lo win.

Three of a Kind: Three cards ol the same rank, such as three 8s,
form this Poker hand. Three of a kind beats two pair or any
lower hand.

Two-card: Placing cards into the “low hand” in Pai Gow Poker,

Two Pair: Two cards of the same rank and two matching cards of
any other rank form this Poker hand. Two pair beats 'd-ra;; 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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TECHNICAL SUPPORT

Sierra Entertainment offers a 24-hour automated technical support
line with recorded answers to the most frequently asked technical ques-
tions. To access this service, call (310) 640-8033, and follow the recorded
instructions to [ind your specific topic and resolve the issue. [f this fails to
solve your problem, you may still write or fax us with your questions, or
contact us via our Web site - hitp://support.vugames.com.

Sierra Entertainment

Technical Support

4347 Sputh Minnewawa Avenue
Fresno, CA 93725

Main: (310) 549-8033

Monday-Friday, 8:00 AM. - 4:45 EM. PST
Fax: (310) 258-0755
hitp//support.vugames.co

Disk and/or Manual Replacement:

Product Returns®:

Vivendi Universal Interactive Publishing International
Sierra Warranty Returns

4247 South Minnewawa Ave.

rresno, CA 93725

* Returns to this address valid in North America only.

vVivendi Universal Interactive Publishing International
Sierra CD/Doco Replacement

4247 South Minnewawa Ave.

Fresno, CA 93725

NOTE: To replace your CD(s) please send only the damaged CD and a copy
of your dated receipt, il less then 90 days. Alter 90 days please include a
$10.00 handling fee ($15.00 handling [ee for console media returns) along
with the CD(s). For Documentation replacement, please include 2 $5.00 han-
dling fee and a photocopy ONLY of either your disk or CD. Please include a
letter explaining the problems you are experiencing in order [or us to deter-
mine how we may best resolve them. Payment should be made at the time of
your request. Sorry, no credit cards.
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%cg'mners to Grandmasters!

against any of 24 intelligent computer opponent:-
style and level

lntem_ct play connects y\‘m live wth

ng -CﬁessAdaenture with a varleiy of
oves and puzzles presented in
M .
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'u‘ivendu Universal Games and the Vivendi Universal Games logo are trademarks of Vivendi Universal Games, Inc. The ratings icon is a registerad trademark
of the Interactive Digital Software Assncle[m ‘Ei200G Slerra Entertainment, Inc. All Rights Resemed Snerm and the Sierra logo are trademarks of Sierra
Entertainment, Inc. HOYLE, ACCORDING TO HOYLE, and the Shellback design are of The United States Playing Card Company in the
United States and other countries and are used under license from The United Smes Playing Card Company. €2003 Fuant Emtertainment. All rights resenved.
Majestic Chess, Fluent Entartainment and the Fuent Entertzinment loge are trademarks of Fluent Entertainment.

@ 2003 Sierra Enterteinment, Inc. All rights reserved. Sierra and the Sierra logo are repi | trademarks or trademarks of Sierra E i Inc. in the
|.S. andyor other countries. Vivendi Unnversal Garnes and the \l'wvendl Llnruersal [Games logo are rademarks of Vivendi Universal Bames, Inc. HOYLE,
of The United States Piaymg Card Company in #e United States and mher
d System. Copyright € 1991-2003 by RAD Geme Taols,

ACCOHEIING TO HOYLE and the Shelback neagh
countries and are used under licenss from The Unitzd Statas Playing Card Company. Uses Miles Soun:
Inc. All oiher irademarks are property of their respective owners.

*Hoyleis the #1 best-selling family emtertainmant franchise basad on cumulative dalkar sales, PC-Data 1999-2003. 7200910
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