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Modern Cards

Wild West era pasteboards

Monte, Spanish Monte (not the shell gam e of
find th e Queen as | use slight of hand to take your
money !)

This c ard game using a Mexi can or 4 0-card deck was
extremely popular among the Indians and t he
Mexic ans in the Southwest. It did n't take long for it
to gain popularity among the itinerant mi ners,
parti cularly in California a nd North ern Nevada.

The Mexican dec k is compris ed of 40 ca rds, whichis
the stand ard 52- card deck minus the 8s , 9s and 10s.
After the s huffle and cut, the dea ler places the to p
two cards face up. The bottom two cards are removed
from the deck and place d face up in a second row
beneath the two top cards. Players then bet on the
top | ayout or the bot tom la yout.

After all bet s, th e dealer turn s up the bottom card of
the d eck. If the SUIT of the bottom car d is a match to
a card in the top or the bott om layo ut, he pays the
bets, and collects the bets on losing rows. The five
cards are placed in a discard pile and th e layout, to p
and bot tom are dealt again, b ets pl aced and the ne xt
turn played.

Cad1l 52 Cad2 40© TOP

"
bet

Cad3 & Cad4 3 BOTTOM

The deale r shuffles after a bout hal fthe deckis played.
The bet a bove is for a matc hing sui t in th e top layo ut.
This was a fast game for all.
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Faro is a banki ng game. In an hon est Faro game (and
they were pretty rare), the pl ayer©s odds of winn ing ar
about even. Gambling houses tend to favor games
where the odds are more clearly in favor of the hou se,
thus th e waning interest in Faro and the growing
inter est in po ker. Most de alers skewed the odds of
winni ng in Faro in their favor with some quite
remar kable card shuffling and o ther ingenious ways of
cheating.

The Faro layo utisa 40 X 17 pi ece of green felt w ithth e
compl ete suit of spades glued ont o it. The car ds are laid
out in two row s, ru nning left to right. The Ace through
Six is on the lower row (nearest the dealer©s side of th
tabl €), the Seven is on the f ar ri ght of the rows, mid way
between the upper and lower row, and the Eight
throu gh King is on the up per row.

Other equipmentincludes:

1. A raised divider, ru nning about 8" from the edge
of the table, on the playe r©s side, to delineate the
players© pots from t heir wagers (the pot is on ther
side, the wager is on the d ealer©s side).
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one die with two threes, 2 fours and 2 fives. It was
impos sible to rolla 7 with t his set and therefore im possible
to cr ap out.

Many saloons leased out the operation of their various
tables to professional gamblers. The House took a
percentage of the ta ke, usually 25to 30 percent. The pros
had t o be showmen as well as experienced in their game to
make money. They hadto balance wi ns with losses to keep
peopl e tossing money ont heir tables yet win en ough to stay
aflo at.

Typical B ets
Durin gthe 1870s, minersin Virgini a City, Nevada made
about twe nty dollars a week. Cowboys during t hattim e
made $120 fora four mont h drive. The wagers atthe tables
refl ected this.

Poker usu ally car ried aone to two dollar I imit. Far o tables
usual ly limi ted wagers to 25 centsto a dollar. R oulette
would cos t you a dimeabetanddice a nickel a thr ow.
Keep inmind the speed with which many of th ese games
were play ed. It was easy to lose a week’s pay in an hour of

play .

Gambling h as not always b een viewed as a social pariah.
Hist orians poi ntto the Mis sissippi R iver Boat era of 18 30s
as the begi nning o f social di srespect and then out right
banni ng of gambling. The riverboat gambler s were most
definitely ch eaters extrao rdin aire, and a viole nt lot. As the
fron tier moved west, so did the g amblers. Gambling
becam e associated with w ild b oisterou s towns a nd was one
of the act ivities scorned by to wnspeople trying to b uild
“resp ectable” and t herefore perman ent t owns. N evada w as
the la st state in the Unionto outlaw gambling (Oc t.1, 1910)
under threat of | osing its s tatehood. It was legalized again
April 1, 1931 and is legal in most Nevada counties and
citi es today.
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Card mar king included using braill e-like holes which
could be felt by the experienced hand, in k colorin g which
were pl ain as d ay to the tra ined eye but invisi ble to m ost
or ever so s lightly folding the desired cards in a ga me.
Early s aloons printed very inexpensive pasteboards
which were white o n the ba ck. W ater or any other liquid
was used to accidentally mark a specific card. Altho ugh
today the se methods seem obvious, it is important to
remem ber the maj ority of gambl ers were hard ened men
with ¢ alloused hands con centr ating on the card faces
thems elves or the game. It was said a professional
gambler had hands softer than a woman’s. Some
gambl ers even san dpaper ed the ir fin gertips to b etter feel
marki ngs in t heir de cks.

Shaving a deck in volved using a very sharp razor and
cutting 1/32 of a n inch from the sides and ends of
parti cular cards. An experienced handler wou Id cut
those cards in a deck. By using very faint cur ves, the
cards w ere sli ghtly narrow or wide to the trai ned han d.
This gave rise to t he saying “p laying both ends aga inst
the middl e.”

One r eason est ablished saloons began distr ibuti ng their
own “‘new” decks was to pr event the professional
gambl ers from brin ging in their own prepared decks and
there by redu ce the cheati ng at the ir tabl es. Alth ough th e
average gambler may not have been able to feel th e
marki ngs on car ds, they cert ainly felt th e pain of losi ng.
Word of m outh s oon put cro oked h ouses or cr ooked
table s out of business.

Dice were shaved or loaded to favor certain numb ers
comin g up on a thr ow. A well kno wn trick for craps was
to use “s quar e” dic e on the fir st thr ow then swap them
out for a doc tored set. The most com mon renum bering
was one d ie containing 2 Aces, 2 fives and two six es and

2. A spr ing-loaded card box to hold the cards. The spring
ensur es th at the top card is alw ays pr essed against the
top r im of the box, regardl ess of how many cards are in
the box. The box has arim to hold the cards in place,
butn otop. The face of the top card is visible to all.

3. A "cue box" or "case keeper'. This looked Ilike an
abacus, with the counters representing the cards.
Count ing the cards is an important aspect of Faro.
Count ing coul d also be done on paper.

4. Chips (more commonly called "Checks") to indicate
bets, though checks can be dispensed with a nd money
placed directly on the layout.

5. The cards used in Faro are a standard 52 card d eck.

The Game:

The deck is pla ced face down on the table or face up inth e
card box . The game begins with e ach player ( called a
"punt er") lay ing wagers on the card images on the Faro
tabl e. If the wager is placed dir ectly ove r the card im age,
the Punter is wagering on only that card. A player may
wager on two cards by pla cing his wager mid -way b etwe en
two card images. He may place a single wager upo n four
cards by placing the wager between four of them. A
Punter may place as many s eparate bets as he wishes or
can afford.

The Dealer d iscards the top ¢ ard (the "Soda Card"). The
Dealer then w ins any wagers, placed on the next card
displ ayed (e.g. if the card shou Id be an Ace, the Dealer
collects all wagers placed on the Ace). The first card,
which win s forthe dealeris called the "losing card.”

The Deale r discards that c ard, rev ealing the next card.

If that ca rd is (for e xample) a F ive, he p ays off all wa gers
that h ad been pl aced on the Five. The second card, w hich
wins for the Punt ers, is called the "winn ing card.”



The payof f is one -to-one. A dollar betwi nsadollar.

This concl udes a single "Turn". In the interval bet ween
turns , the Punt ers may place additional w agers or
incre ase existing on es, or move wagers fromone card to
anoth er. New players may also join the game bet ween
the turns a nd play ers who st ill have money/ chips o n
the table, may withdraw their wagers and either lea ve
the game or sitout one or more turns.

The game con tinu es inturn s, with the firstdraw going to
the D ealer and the second to th e Punters, unt il the deck
is exha usted. The strategy lies in k eeping track of which
cards ha ve been pu lled. The players m ay watcht he Cue
Box or mak e written notes to aid t heir memories This i s
necessary beca use it allows players to bet only on cards
that a re likely toturn up, it makes it possible to call th e
turn at the end, and the Hou se customarily c ollects al |
bets re maining on't he table after the last cardis turne d.
The cue box may be worked by the dealer, one of the
punte rs or th e dealer©s assist ant.

When the dea ler gets to the bottom of the deck, th e deck
is re shuf fled, cut and repl aced, face up on the tabl e. A
Faro game h as no real endi ng, and can contin ue
inde finit ely, with new players entering betwe en turns
andold players being wiped out or cashing out.

numbe r, row or color. A color b et paid 2 for 1. Anum ber
paid 27 for 1. Rows paid 3 for 1. W hen green h it, all bets
loose unl ess you bet on green.

A 2 for 1 pay out meant the dealer took the 1, but paid
the winner 2. This differs from 2 to 1 in that the dealer
adds two tothe one. A2 for1l betisthe sameas 1to 1.
This typ e of payout is another reason roulett e made such
a hit and is still one of the mainstays of casinos. The
House doe s well!

The Roulette Table as it looked in 1880

0 | 000 | 00
13 14 27 28
Blac k 11 12 25 26 Red

9 10 23 24
7 8 21 22 Blac k

Red 5 6 19 20
3 4 17 18
1 2 15 16

Row Row Row | Row

Blac k Red

Cheating

Disclaimer: The following is not a description of how to
cheat, an encour agement to cheat nor an endorsement of
cheating. It is simply a retelling of some of the common
ways in which gamblers made money in the wild west.

Cards were marked, shaved and folded. M echanical
cheaters held cards hidden in the gambler’s clothing.
Shiners, well pla ced tiny mirr ors or items as innocent a s
a hig hly polished gem sto nein aring were used to see the
opponent’'s cards. And of cours e there were loo kers or
watch ers who signaled the gambler of other's cards.
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before s hooting, the House wo uld pay 2: 1. These kinds o f
predi ctiv e roll bet s added ano ther lev el of suspense to the
game.

There were as m any ways to cheat at craps as the re were
towin. Shaved dice, loaded dic e, and the switc hing of dice
were all too com mon.

Birdcage for dice.
Roulette

This was an extre mely pop ular sal oon game in th e west. It
is fast, a crowd ple aser an d extremely easy for the Hou se
to ma nipu late.

One of the reasons it was so popu lar wa s the she er size of
the lay out. A la rge, often or nate ta ble six to eight feet long
with t he betting board m arked out in brig ht colors
provi ded plenty of room for gambl ers to stand arou nd the
action, betand get caughtup inthe excitement.

The core of the game was the rou lette w heel and the litt le
wooden or metal ball. All ki nds of mec hanical t ricks were
inven ted to control where t he ball lan ded and th erefore th e
amoun t of Hou se profits.

The layout and wheel were different int he mid 1800s fro m
today 's wh eels. The wheel had nu mbers to 28 altern ating
inred and black color, witha green 0,00 and 000. Today's
wheel goes to 36 and uses only 00 and O 0O.

Play was simple and fast. Players pl aced bets on either a

§ § ° " © ©2a a§ § *~ " © © a a
Conquian or Con Quien (Cooncan)

The name of this early version of Rummy me ans 2with
whom?©. It is a lively game for two players using the
Mexican or Spanish deck. To make the deck, tak e a
standard 5 2- card deck and remove the 8s, 9s and 10 s.
If you have a true Mexic an deck (2s through 9s, with a
knave (jack), King and Ace) remove the 2s and 3s. Eith er
way, sta rt with a 40- card deck.

The object of t he game is to be the first to "go out" by
meldi ng or combining 11 card s. The combinat ions or sets
allowed are a group of three or four ¢ ards of the sa me
rank, s uch as #7, ¥7, &7 or a sequence or strai ght of
from thr ee to eight cards of the sam e suitin consecutive
order, such as 4, <5, 6. Note that in this game the
ace is always low and the 7 is next to the jack. Whe n
making sequ ences A-2-3 and 6-7-J are legal but Q-K-A is
not a llowed.

The meld you have on the tab le must consist of one or
more s epar ate valid combi nations. A card can never be
part of more than o ne combination at the same time.

Play : The playe rs ante up a set s take, such as a dol lar a
piece. The dealer shuffl es the cards and deals both
players ten cards. Place the deck face down on the tab le.
The non -dealer begins the play by tur ning the to p card of
the pa ck and placing it face up ont he table. Never put a
discarded card in y our hand. The play er can meld th is
card along with car ds from the hand (requires at least two
hand c ards to make up a va lid combination along with
the turn ed up card), and furt her cards from th e hand can
be laid down at the same ti me if desired, pro vided that
the meld is valid. Having melded, the non-dealer must
discard one card face up from hand, which b ecomes the
center or play card. If the card cannot be melded, the
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player can pass, | eaving the turn ed up c ard to be u sed by
the d ealer as the ce nter or play card.

Itis then the dealer©s turn to play. If the dealer can nc
use the turn ed up card, s/ he can putit out of the game
by pu tting it aside, draw another card off th e pack and
place itin the center. Play continu esin this fashion.

After the non-dealer©s first turn, you always b egin you
turn wi th the o pportunity to use t he card disc arded by
your opponent or the card which your opponent turned
upan d didnotuse. You can use thiscard as part of your
meld on the ta ble adding a ny num ber of cards from y our
hand. In this case, you then dis card on e card from yo ur
hand. Y our d iscard is plac ed face up in the center of t he
tabl e and it is your opponent©s turn. If you can't pla y th
center car d, you m ay reject it to the waste pile and tu rn
up t he next card fr om th e top of the deck. Play thi s card
as above, either playing it on a meld or passing play to
your opponent.

When f ormi ng sets, you can rearr ange your tab le cards in
any way you w ish, as long as the ¢ ards you have ont he
table at the end of your turn f orm separate v alid
combi nations. For example , if you h ave a meld of s2-«3-
=4 -#5 on the table, ¥5 in your h and, and you turn up
€5, you can me Id th ree fives, taki ng the five from y our
club sequence, leaving avalid sequence 2-3-4.

There is one f urth er impor tant rule. If, during yourt urn,
the face-up play card can be added to a set you already
have on the t able, witho ut using extra cards from your
hand, yo ur oppo nent can force you to m eld the play ca rd,
and y ou cannot refuse.

6-=
Iyou need

Examp le: you have 3-#3-%¥3.€3
the table and € A-#A in your hand. A

Qo
ow i
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Chuck-A-Luck or Sweat

This is also a fast dice game, qui ckly le arned, with odds
favoring the House. It was very popular among the C ivil
War sol diers and m ost lik ely mo ved west witht he mil itary.
As in Hyronemus, the game requires three dice, a horn,
chip s and the ace throug h six of one suit of cards. The
cards are lai d outin arow. Players bet on one or more
numbe rs to show, placing their chips on the c ards. The
payoff is 1 to 1 per die, so if allt hree die roll up the same
numbe r, the bets placed on that number pay 3 to 1.

The dealer t hrows the dice in the horn, leaving the horn
over the dice un til all bets are placed. The House c ollects
all numbers that don't show and pays on the numbers
that do come up.

Craps

This gam e grew out of Hazard, and is still ext remely
popul ar t oday.

It req uires two dice, each numbered one to six. (Herein
lies the first w ay dice were al tered to improve the odds in
craps.) The rules are pretty simple. Throw th e dice and
add t he two sides up .

If the shooter rollsa 7 or 11, it's a natural and he wins
with the Hous e paying out 5:1.

Aroll of 2,3 or 12 is a @crap® and the shooter loses with
the dice p assed to the righ t. If the sh ooter rolls a 4, 5, 6,
8,9 or 10 it's a point. To win the bet, the shooter m ust
throw t hat poi nt again. If he thr ows a 7 before the poi nt,
he lo ses his bet and passe s th e dice.

There were all kind s of additional betsin the game. If the
player rolled a 6 or an 8 on the ne xtrol |, and cal led th at
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DICE GAMES

Old We st di ce were usual ly made of wood or bo ne. To
check for loadin g or shaving, the player woul d spin the
dice on a corner. If the die wouldn't balance, it wasn't
asquare®. Horns (di ce cups) were made of wood or tin,
thus the moniker ‘tin horn ' to des crib e some gamblers.

Hyronemus was a very popular dice game in the
South west, and favored the House. Equipm ent n eeded:
three dic e, a horn or cup, chips and Ace throu gh six of any
suit plus four car d backs marked 10, 11, over 11 and under
10.

Under | 10 11 Over
10 11
A 2 3 4 5 6
Hyronemus Layout

Play is quite simp le. The dealer thr ows the thr ee dice in the
horn or c up, pl acing it upsi de down onthe table, leavingth e
horn over the dice. Players then bet on one or more
numbe rs by placing chips on the cards to show and the
total of the threedice. Abet ona num berpaid 1to 1, 2:1for
two dice and 3:1 for all three dice hitting the num ber. The
dealer calls out the total. Pay outs wer e 1:1 on under 10 and
over 11, 5:1 on a tenor eleven.

This was a fast moving game with good odds for the Hou se.
Hyron emus and Faro were often the first two gam es set up
in an establi shme nt.
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isan ace, but you opponent might discard the ¥K and force
you to meld i t. You then have no op tion but to discard on e
of your aces, and the only way you can now win is to
acquire the ¥5 and 4. If either of th ese is already out of
the game, ithas become impossible for you to win.

Varia tions found: Both Conquian and Con Quien Coon can

rules sta te it is never possible to tak e the tu rned up card

from the sto ck or discarded card int o your ha nd for later

use. How ever, Conquian rul es state the melds of the two

players are entirely separ ate. You are never all owed to get

rid of ca rds by " laying them of f* on the other pla yer©s melds.
Cooncan all ows you to use the o ther player's sets. Better

settle that att he beginning of the game!

You can meld com binatio ns from you r hand, b ut only at the
same tim e that you take an d use the center car d in your
meld. You cannot meld hand cards at any other tim e.
Cooncan allows you to add to sets or melds as long as it is
your turnto play.

How to Wi n: Play contin ues un til either someone goes out
or the stock runs o ut. You go out by melding t he play card
from t he center of the tab le (whether discarded or r ejected
by your opponent or newly tur ned up by you) along with all
the rem aining cards in your hand (if any). Your meld or set s
on the table will t hen con sist of eleven cards. In this case
you have won and your oppo nent pays you a fixed st ake. If
ther e are no cards remaining in the sto ck and you do not
use th e card your opponent dis carded or rejected, you can't
turn up a new car d andth e game is a draw.

The next game is played for a dou ble stake.
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Even if you meld ten cards and di scard your la st car d,
this d oes not win t he game or end the play. You have to
conti nue playing u ntil you g et an ele venth card w hich
you can a dd to your meld. This el eventh card wou Id hav e
to be either d iscarded or pas sed to y ou by your o pponent
or turn ed up by y ou after r ejecting th e card from y our
oppon ent.

§ 8§ © o & &a § § " " © ©

Vingt-et-un Pontoon 21 Blackjack

The rules for thi s game haven't changed much in the last
150 years. Other than poker, this game caused more
decks to be marked and att racted more cheats than any
other. It is played with a standard 52-card d eck and
doesn't requ ire any special equipment or layouts. Of

cours e money or chips ar e requir ed.

Play is very simple. Deal all players one card fac e down
except the dealer's, which is placed face up. Al |l players
look at th eir card and bet. In tu rn, pla yers then are dealt
cards one at a time, face up until they hold or bust (go
over a card count o f 21). After all players have finished,
the dealer takes a second card, and contin ues drawing
unti | s/h e holds at under 21 or gets 21.

Pay outs vary. If the dealer hits 2 1, all players ante up 2: 1.
If a play er hits 2 1, the House pays 2: 1. Beating the D ealer
but un der 21 pays 1:1. Five cards, under 21 pay s 2:1. Six
cards and under 21 pays 4:1.1f a6,7,8 kicks up, itpays 3
tol and if three 7s kick u p, the player wins 3: 1.

§ 8§

© © 2 2 § 8§ © ©
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Fan-tan

This gam e came to the West wit h the Chinese workers. It
was pla yed with Chinese brass coins, button s, or even
porcelain t okens. The Chin ese loved this gam e, but it
never c aught on as a big salo on gam e, most lik ely bec ause
the o dds were even.

Needed: About 1 00 brass c oins, b uttons or the like in a
large b owl; a sm aller bowl with a t hin edge, similar to a
kitch en pot lid; a cutter stick which was most often a
flat tened cho pstick; and the layout.

Layout: An 18-inch square with the corners marked 1
thoug h 4.

Players bet on the numbe r of coins left after play. If a
player t hought ther e would be no coins left, t hey placed
thei r mar ker outs ide of th e layout.

Play was simple enough. The dealer took a ra ndom
numbe r of coins from the large bowl, p laced them on the
table and immediately covered th em with the lid. Aft er
bets w ere ma de, the dealer used the cutting sticktod ivide
out groups of four. The basis of the game was to predict
how many coi ns would be left aft er dividing the pil e by
four... 1, 2, 3 or none. Dealer took losing bets. Winnin g
numbe r paid 3:1. A set bet, a bet between tw o numbers,
paid 1:1 if itwon.
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Ranks of the Hands

Pryle (prial)- Three cards of the same value.

In 3 c ard bra g, the h ighestr anki ng pryle is three 3O s.
If play ing 7 card brag, then t hree 7©s is the high est
ranki ng pryle. Bot h are then followed by three Ace s,
three Kin gs etc down to three 20s.

Running Flush - Three cards in numerical order all of
the same suit. The highest ranki ngrun is A, K, Q and
the lowestis 3, 2, Ace.

Run - Three cards in numer ical or der suit doe sn't
matte r. The highest ranki ngrunis A, K , Q and th e
lowestis 3, 2, A.

Flush - Three car ds of the same suit.

The high est card of the three determi nes the rank o f
the han d. An Ace, 4, 2 will beat a K, Q, 10. Ifthe
highe st cards are equal the second card deter mines
the h igher rank and so on.

Pair - Two cards of the same numerical value.
The high est rank ing pair is a pair of Aces down to a
pair of 20©s.

High - No other combinat ion.

Rank de termined by the hig hest card, for examp le Ace
If both ©high®© cards are equal then the second det:
rank and so on.
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Poker came on the sc ene in the early 1830s. It was
played with 20 cards, using only the ac es, kings, queens,
jacks and tens. Two to four people could play, and eac h
was dealt fiv e cards. By th e 1840s, poker had becom e
the number one ¢ heating game on the Mississippi river
boats, receiving even more action than Three-Card
Monte. Most people taken by Three-Card Monte thought
20-card poker seemed a more legitimat e game, and they
came back time a nd time again. Appa rently, poker wa s
developed by cardsharps. Surprised?

Although Brag was much older and m uch more popular
the game of poker evolved through the years and by th e
1860's used the 52 -card deck and fairl y standard rules
if poker is ever to have standard rules.

Draw poker and fi ve-card stud were two of the mor e
popular variat ions during the wild west period. One o f
the reasons poker quickly outflanked  Faro in popularity
was the introducti on of 2modern® car ds in the 1880s
Unlike the pasteboa rds, which had n o numbers and were
printed in one d irection, the newer cards printed
numbers in the corners and face cards were doubl e
headed, reducingt he amount of car d flipping required by
the player. The corners were also roun ded reducing th e
paper cuts co mmonly caused by the square d
pasteboards. The modern cards were originally
introduc ed in poker games, often purchased by the car d
sharks running the games.

Draw Poker 2-6 players

Players ante up (make a small bet), before receiving any
cards . The dealer de als each p layer five cards, one ata
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time, face down. After looking at them, playe rs must
decid e whether to meet the bet and stay in th e game or
fold. O nce all bets are cal led the first r ound of b etti ng
is compl ete.

Players now discard one to four c ards, and rec eive the
same numb er from the dealer from the deck. This is
called the draw. Once the draw is complete a se cond
round of betting ta kes place. If all bets are called there
is a showd own. The player wi th the hi ghest- rankin g
hand ist he win ner. If only o ne play er re mains th ey win
the p ot witho ut h aving to show th eir cards.

Five-Card Stud 2-8 players optimally 6 per table

All players ante-up. The deal er then deals each player
two cards, one dealt face down, the ©hole© card a nd tt
other f ace up. The player w ith the lo west ranki ng up -
card m ust place the openi ng bet. Each player to the left
of the opening bettor must in tur n, either call the
opening bet, raise it or fold.

When th is round i s compl ete each player is then dea It
anoth er card face up followed by a round of b etting.
This cont inue s until all players have five cards, one fac e
down and four face up or un til only one play er
remai ns.

From t he third card onwar ds, the betting is star ted by
the highest poker hand sho wing. If there is a
showd own, players show all five cards. The winnin g
hand isthe highest rankin g five card poker han d.
Poker Hand Rankings

Straight flush:

Five cards in sequence in the same suit. A royal flush
(A-K-Q-J-101in same suit ) is the hig hest non-joker
poker han d possible. (Not popular unt il 1890s)
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Four of a kind: Four card s of the sam e rank.

Full house: Three of a kind and a pair. When matching
full hous es, the one with the high erthree of a kin d wins.
Flush: Five cards of the same suit.

Straight: Any fiv e cards i n sequence but not same suit.
(The str aight didn't becom e popular until the 1890 s)
Three of a kind: Three cards of the same rank.

Two pairs: Two cards of one rank with two cards of a
different rank with one dissimilar card. When mat chin g
pairs oc curs be tween player s, the one with the hi gher
fift h card wins.

One pair: Anytwo c ards of the same rank.

High card: Highestcardin hand

BRAG

Brag is a rel atively easy gambling game and wa s
extre mely popular in the ol d west. A standard 52 - card
deck is used and a typi cal game involves 4-8 people.
Three card and 5 card brag w ere the most po pular,
named t hus because that is how many cards e ach
player was dealt.

Rules of the House

Before the game starts, t he players agree upon t he
starting bet, the minimum and max imum rais es, if
blin d han ds are allowed and if any wild card s are going
to be u sed. Never show your cards, not even after you
fold, unl ess you are calle d. Never let on what cards you
have.

When a new hand is dealt, each player antes-up the
opening bet. Play st arts with the pla yer to the lef t of the
dealer. That player decides whether to pl ay or quit. If he
chooses to play, he must ante at least the minimu m bet.
Play moves tothe le ft. You canplay orquitat any stage
of a hand, as lon g as there are oth er players.



