	333
	Non-Poker
	Cards have blackjack values.  The object of the game is to be closest to 3 (low) or 33 (high) or get rid of all of your cards. If there's a tie between hands of different values, then the lower one wins (e.g. a 2 beats a 4 for low).  Deal 3 cards to each player, then put 4 cards face-down and the deck on the board.  Bet, then flip the first card, any players who have a card that matches this card must discard it now (e.g. if a King is flipped over, then all players who have Kings in their hands must discard them). Continue betting and flipping until 5 discard piles are made.  You automatically win if you get rid of all your cards

	6 to 5
	5 Draw
	Six cards dealt. After the first betting round, each player draws as per normal Draw game rules. The exception is that each player draws one less card than they discard. This means that if a player wants three new cards, he is going to have to discard four cards out of his hand. If a player wants to discard three cards, then he is only going to get two cards back. With each player drawing one less card than he or she receives, every player will now have a five card hand. A final betting round ensues and the best five card hand wins. This allows players to get better hands and hopefully, stay in longer, compensating for only two betting rounds.

	727
	Non-Poker
	This is a numbers game. The value of cards in this game are face value except for: Aces, which the player can choose to make One or Eleven, and face cards, which are worth a half a point. When the game ends, the pot will be split between the player whose hand is closest to a number value of Seven and the player whose hand is closest to a number value of Twenty-Seven. Each player is dealt one card face-down and one card face-up, followed by a betting round. In clockwise order beginning to his left, the dealer asks each player if they would like to receive another card (a la Blackjack). When the dealer has made this round of the table ending with himself, if at least one player chose to take an extra card, there is another betting round. Following the betting round, the dealer again asks each player if they will take an additional card. If at least one player takes one, then this is followed by another betting round. A player is allowed to decline from taking an additional card on one turn, and then accept an additional card on a subsequent turn. However, once a player declines on taking an additional card three times, that player's hand is frozen, and he is no longer permitted to take additional cards.

	Abyssinia
	7 Stud
	No cards are dealt initially. One card is turned face up on each side of the deck. Each player in turn has must buy one of the up cards or the top card from the deck, each at preset prices. After each round of purchasing comes a round of betting. Play continues until each player has 5 (or 7) cards. Costs are assigned by card rank (2-5 = 25 cents, 6-K = 10 cents, A = 50 cents). Cardsfrom the deck are dealt up so the cost can be paid. Players may hold cards purchased. 

	Anaconda (Pass The Trash)
	7 Draw
	All players are dealt seven cards. Each player determines which cards they wish to discard, and the cards are passed to the player to the person's left.   The popular form is 3 passes, the first is of one card, the second of two cards, and the third of three cards – there is a betting round between each pass. In this version, the final pass can really damage hands that are already holding a full house or players who are holding low hands and who get passed 3 high cards.  Can play split the pot so that the player immediately to the right (who has been passing the winner his cards, also takes half the pot) – if that player has folded, winner takes all the money.

	Auction
	7 Stud
	The dealer deals two face-down cards to each player. A betting round is opened by the player sitting to the left of the dealer. A number of cards equal to the number of players are then flipped face-up onto the table. Each player will be choosing one of these cards to go face-up into their hand. To determine which player gets which card, each player including the dealer, chooses a sum of money ranging from the table's minimum bet to the table's maximum bet, hiding this money in their hands. At the same time, each player drops the money they are holding in their hand. The player who drops the highest sum of money gets the first pick of the face-up community cards. The player who drops the second highest sum of money gets second pick of the community cards, and so on. If two players drop the same amount of money, the one sitting closest to the dealer in clockwise sequence picks first. By the end of this auction round, each player will now have the original two cards dealt to them face-down as well as one card face-up. The dealer then flips another set of community cards, equal in number to the number of players at the table, and another auction round ensues.  There are four auction rounds in total, after which each player will have their two original face-down cards, and four cards face-up, the ones that each player chose on the auction rounds. A betting round ensues. The seventh and final card is dealt face-down to each player, followed by the third and final betting round. Best hand wins.

	Bing Bang Bong
	Non-Poker
	Each player positions three antes in front of him or herself, and is dealt seven cards. The player to the dealer's left leads a card. The following player reveals one of his or her cards, and this continues with each player revealing single cards in clockwise direction. If the card revealed by a player matches the card played by the previous player, then the previous player owes one of his or her antes into the pot. For example, if Player A plays a Six, Player B plays an Eight, and then, Player C plays another Eight, then Player B owes an ante into the pot (Bing). Furthermore, if Player D were to play another Eight, then Player C owes two antes into the pot (Bing Bang). Furthermore, if Player E plays the fourth Eight, then Player D owes all three of his antes into pot (Bing Bang Bong). Annoying players even say the "Bing", "Bing Bang", and "Bing Bang Bong" as it happens throughout gameplay. Players continue revealing single cards from their hands, throwing in an ante when the following player plays a matching card. When a player has run out of his or her three antes, that player is out of the game. What this means is that a Bing Bang Bong automatically removes a player from gameplay, his or her antes thrown into the pot.

When all players have run out of cards, the deck is re-shuffled (either by the initial dealer or following player) and seven cards are again dealt to each player who is still in the game. When a single player has an ante or more remaining, that player wins the whole pot, the last player left in the game.

	Black Mariah
	7 Stud
	Follow the Queen or Chase the Bitch with the exception that if the Queen of Spades comes up, the hand is mucked and redealt.  Anyone who has folded is not included in the redeal.  

	Chase The Ace
	Non-Poker
	One card is dealt to each player. Kings are high, aces are low. After the deal, each player decides whether they will keep their card or exchange with the person to their left. After this decision, the next player to the left has the same choice. When it comes to the dealer, he can either keep his card or cut for a new one from the deck. The player with the lowest card at the table loses one of three turns.

	Chase The Bitch
	7 Stud
	Standard seven card stud with changing wild. Throughout the course of the deal, if a Queen is dealt face-up to a player, then the card that is dealt face-up after that Queen is called the "trailer" and it is wild (Queens are not wild unless a Queen is the trailer).   If in the course of the deal, another Queen is dealt face-up to a player, then the trailer that follows that more recent Queen is now the new trailer and the new wild card. The old trailer is no longer wild. Best hand wins.

	Dirty Schultz
	7 Stud
	 If throughout the course of cards being dealt face-up, a player pairs up (receives a card of the same rank as a card already in his or her hand face-up), then the next card dealt face-up (and all matching cards) is wild. If, later in the same hand, a player pairs up again, then the next card dealt up is wild, with the old wild card no longer wild, a la Follow The Queen.

	Echo Park
	5 Stud
	Five card stud. However, before dealing a second card to each player, that player decides if they wish to receive that card face-up or face-down. If the player chooses to receive the card face-up, then the dealer flips a card face-up to that player as normal. If the player chooses to receive the card face-down, then that player signals so by flipping his hole card face-up. The dealer makes the same option once reaching himself. Now, each player has one card in the hole and one face-up. Highest card face-up opens the first betting round. Continue for 3rd, 4th and 5th cards. 

Variation: Wild in the Hole: A good variation to this game is that the player's hole card at the end of the game is wild. 

	English Stud Poker
	7 Stud
	This is dealt as standard seven-card stud with two down, four up, and one down. First two cards down and third card up are dealt, followed by a betting round. Fourth card up, followed by a betting round. Fifth card is dealt face-up, followed by a "draw", in which each player has the option to discard one card from their hand for a new one from the deck. If the player discards one that was face-down, that player receives the new card face-down. If the player discards one that was face-up, that player receives the new card face-up. The draw is followed by a betting round.  Sixth card is dealt face-up, followed by another draw of one card, and another betting round. Seventh card is dealt face-down, followed by a final draw of one card, followed by the final betting round.

	Follow the Queen
	7 Stud
	Standard seven card stud with Queens wild. Throughout the course of the deal, if a Queen is dealt face-up to a player, then the card that is dealt face-up after that Queen is called the "trailer" and it is also wild as well as Queens. These Queens and trailers are also wild in determining who has the best hand showing to open each betting round.  If in the course of the deal, another Queen is dealt face-up to a player, then the trailer that follows that more recent Queen is now the new trailer and the new wild card as well as Queens. The old trailer is no longer wild...in other words, other than Queens, there is only ever one other wild card. Queens and cards matching the current trailer are also wild if they are dealt face-down. Best hand wins.

	Football Stud
	7 Stud
	Pot is split between the player with the high hand and the player with the highest "football" hand. Football hand is based not on poker value, but on points calculated as follows: sixes are worth 6 (touchdown), aces are worth 1 (extra point), threes are worth 3 (field goal), and deuces are worth 2 (safeties.)

	Freak of Nature
	7 Stud
	Typical 7-card stud except there is a changing wild card.  The wild card is the card with the number equal to the number of players currently in the hand. 

	Gin Poker
	5 Stud
	Players ante once, as there will be no betting rounds. Ante is typically a larger sum of money for this reason. Five cards are dealt face-down to each player. The remainder of the deck is placed in the center of the table. The dealer flips the top card from the deck face-up directly beside the deck. The player to the dealer's left has the option of picking up the face-up card or a blind card from the top of the deck. As players can never have more than five cards, that player must discard one of the six cards now in his or her hand. The player places this discard face-up where the initial face-up card is/was, as Gin Rummy is played. The next player has the same option of a blind card from the deck or the top card on the discard 'pile' next to the deck. This carries on around the table non-stop, with each player discarding one card from their hand, so that each player only has five cards. The goal is to put together the best possible five-card poker hand. When one player feels that their hand is the best poker hand at the table, that player knocks on his or her turn, in place of drawing and discarding. Once a player knocks, each other player is allowed one more draw, after which all players expose their hands. Best poker hand wins.

	Golf
	Non-Poker
	 DEAL: 4 cards face down (no-peek!). PLAY: You proceed to flip two cards over and keep two cards hidden. Rank of cards King=0, Ace=1, all other cards = face value (face cards 10 except king). The person with the lowest hand wins four kings = 0 you will win. After you flip two cards over you play from the deck. You may pick off the deck or discard pile. Choose card and replace lower numbers. When you think you can win you "knock" everyone gets one more chance except the knocker. You must knock to win the hand!!!! knocker has low hand he wins pot else he matches the pot. **remember you can not look at your two down cards but can replace them with cards you draw risking giving the person next to you a good card. If deck runs out re-ante and begin again. 4 and 5 are good hands. 

	Good vs. Evil
	Community
	Five cards down to each player, then two rows of five face down in the center.

One center row is designated the good row, the other row is designated the evil row.

Bet. Dealer exposes one card in the good row and one card in the evil row. Card in the good row is a community card and may be used by anyone as part of their hand.

If a player has a hole card with the same rank as the newly exposed card in the evil row, that card is dead and player must turn that card face up in front. Cards with the same rank as a card in the evil row may not be used in evaluating hands at the showdown. Once a card is considered evil, that rank is always evil.  Continue betting and flipping. High hand wins.

	Grocery Dots
	7 Stud
	Two cards down and one up to each player, plus three up cards to the table (the grocery store) with the left-hand card marked with a chip. Deal and bet as in 7-card stud, with the following exception: before being dealt each up card, each player has the choice instead to buy his card from the grocery store. First card (the marked one) costs one betting unit, the second costs 2, and the third costs 3. If the player chooses not to buy, then he is dealt an up card normally. Prior to each potential purchase, the store is restocked as necessary from the deck. Note that this means that, if the dealer buys a card, the store shows only two cards during the ensuing betting round-- it is not restocked until the next dealing round. The remaining store stock is discarded after all players have four up cards. "Dots" consist of the pips in the center column of each number card: threes have 3 dots; twos, eights, and tens have 2 dots; aces, fives, sevens, and nines have 1 dot; fours, sixes, and face cards have no dots. Highest 5-card hand and the 7-card hand with the most dots split the pot. 

	Harem
	7 Stud
	 Same as 7-card stud except that jacks and kings are wild. A queen in a hand nullifies any wild jacks and kings in that player's hand. Three queens in a player's hand is a harem and that player wins automatically.

	Have a Heart
	7 Stud
	 If throughout the course of cards being dealt face-up, a player is dealt any Heart, then that player has the option to take any face-up card from any player at the table. The player with the Heart does not need to discard a card from his or her hand, nor does the player whose card has been taken get a replacement. The player with the Heart takes the new card face-up in his or her hand. This occurs with each Heart dealt face-up throughout the course of the game.

	H-Bomb
	Community
	All players are dealt two/four cards each. The dealer then lays seven cards face-down on the table in the shape of an 'H', that is two parallel rows of three cards, with a seventh card in the center connecting the two rows. A card on the "H" of the dealer's choice is flipped face-up right away, followed by a betting round. The rest of the cards are flipped one a time, the card flipped at the dealer's discretion. Afer the flipping of each card, there is a round of betting, making seven rounds of betting altogether. (Can be shortened to 4 rounds by flipping two cards each round until the last) Good etiquette dictates that the middle card be flipped last but this is at the dealer's discretion, as he determines which card gets flipped next. Once all seven cards have been revealed, there is a final betting round. Each player matches the two/four cards in their hand with any of the five rows made up by the 'H', that is one of the two vertical rows, the horizontal row, and the two diagonal rows. The player then makes the best five-card hand wins.

	High Chicago 
	7 Stud

Add on
	Take any stud game and add: The player with the best hand gets half of the pot. The other half of the pot goes to the player who has the highest spade card face-down.

	High-Low Jim
	7 Stud
	Seven cards are immediately dealt face down to each player. A High/Low game, players make their best (or worst) five card hand. Of the two kickers left over, players leave one to the side, but keep the other in their hand. Each player puts their six cards on the table with a pile of four cards in the middle and a single card on each side of the pile. Simultaneously, players flip over one card at a time from their four-card pile. A betting round ensues each flip, opened by the player with the best hand showing. After the fourth betting round (when each player should have their entire four-card pile flipped over, leaving only the two single cards), players simultaneously flip over EITHER the left card OR the right card. A player who flips over his or her left card is signalling going "low"; a player who flips over his or her right card is signalling going "high". In other words, the card not flipped over is the second kicker that was kept from the beginning of the hand. Winners of the High and Low hands split the pot.

	Hi-Lo Regrets
	5 Stud
	INITIAL DEAL: 10 cards down to each player Do not look at your cards! Each player will be forming two hands: a low on the left, and a high on the right. Each round players draw two of their 10 cards, look at them, and place them to their left or right. The cards can go to different sides or to the same side at the player's choice, but neither side can have more than five cards. One a card is placed to one side, it may never be moved to the other. When all players are ready they reveal their cards. There follows a round of betting. Repeat until all 10 cards are up. Cards speak for themselves when the last one is flipped. Hands on the left can only win low, and hands on the right can only win high. When evaluating hands, hands are only compared against other hands on the same side (lows aren't compared against highs). 

WINNER: High and low hands split 

	In Between
	Non-Poker
	Two cards dealt face-up to each player. In order, each player bets from nothing to however much is in the pot whether or not the third card dealt face-up will numerically fall in between the first two. If the player wins the bet, that player collects the bet amount out of the pot. If the player loses the bet, that player adds the bet amount into the pot.

	Irish Hold Em
	Hold Em
	This is played the same as Omaha Hold 'Em, with one exception. After seeing the first three community cards on the flop, each player must discard two of their four cards. The rest of the game is played with players using the five community cards and the two cards left in their hand.

	Iron Cross
	Community
	Each player is dealt four cards. The dealer then lays face-down five cards on the table in juxtaposition, that is in two rows of three cards that cross each other at the center card of each row. The dealer decides before the deal if that center card is wild. These cards are then flipped one at a time, followed by a betting round each time, making five betting rounds altogether. Once all five cards have been flipped (the center card is typically the last one flipped) and the fifth and final betting round is done, each player decides which row of three cards he will use to supplement the four cards in his hand. With these seven cards, the player makes the best five card hand.

	Jack the Shifter
	7 Stud
	 Normal seven card stud until a Jack is turned face-up. The player with the Jack may then name any 7 card stud game, and the rest of the hand is played out as that game. If another Jack is turned up, the owner of that Jack may name a different stud game, and so forth. The game named must be an accepted, named game within your poker circle-- no calling "6's wild" when you've got a pair of sixes (unless, of course, your group routinely plays a sixes wild game). A face-down Jack may be turned up at any time, at which point that player names a game. To prevent timing conflicts, before the final round of betting the dealer should ask each player, in turn, if they wish to reveal a jack, starting with the player with the best hand showing and proceeding clockwise. Any player who declines to show a Jack when asked at this time forfeits the ability to do so for the rest of the hand.  WINNER: High hand, unless changed by the game called. 

	Jacks to Open, Trips to Win
	5 Draw
	Five cards dealt. Initial betting round can only be opened by a player holding a Pair of Jacks or higher. A player can only win the pot if that player is holding cards that are worth a Three of a Kind or higher. If no player can open the betting round, or if no player can win the game, then each player re-antes and the cards are redealt by the player to the left of the dealer.  Once you fold, you may not re-enter the game.

	Kenosha Cheese Porn
	Misc.
	Deal 2 cards face down.  PLAY: Players alternate between receiving cards and betting until someone feels they have the best hand. After the ante, each player is dealt two cards, face down, which they look at. There is a round of betting. Then each player is dealt another card face down to look at. There is another round of betting. This continues until one player feels his/her hand can beat everybody else's at the table. After the bet, the player calls "Cheese Porn!" and contributes to the pot (we usually say $1 in a $0.25-$0.50-$1.00 game). There is a final bet and then everyone who hasn't folded shows their hand. The highest 5 card hand wins the pot. The only requirement in calling "Cheese Porn" is that you must have a pair of Jacks or better. Notice that everyone could have as few as 2 cards or even 10 or more cards. If the dealer runs out of cards, highest hand from the previous bet wins.

	Lame Brain Pete
	7 Stud
	DEAL: 3 cards down to each player, five cards down to the table  PLAY: A round of betting is held after the deal, then one of the table cards is turned up. It is wild, along with all cards of the same rank. Another round of betting follows. Repeat until all four table cards are up. Each time a table card is flipped, if it is the lowest showing table card it (and all cards of the same rank) become wild, replacing the previous wild cards. WINNER: High hand 

	Liar’s Poker
	Non-Poker
	 Each player puts two quarters in front of him. Everyone is then dealt two down cards. The first person calls a poker hand. After that, a person must call a hand which beats the previous hand or call the hand. If a person calls the hand, then everyones cards are pooled to determine if the hand exists. If it does, the person who called the game loses one of his quarters and starts the next game, with only one card dealt to him (if he only had one quarter, he is out and play begins with the next person in order). Deck is reshuffled after each round. Game ends when only one person has a quarter left.

	Limbo
	7 Stud
	Six face down to each player (no peek) and seven face up in the center.

Dealer arranges the seven in the middle into the best high hand possible and discards the remaining two cards. Player to dealer's left exposes a card. Bet. Next player exposes cards until the best interpretation of the player's hand is the best hand showing. However, if best interpretation of player's exposed hand is superior to the center hand, player must fold. Bet. Next player exposes the same way, followed by a bet. Continue until just one player remains.

	Low Chicago
	7 Stud

Add on
	Take any stud game and add: The player with the best hand gets half of the pot. The other half of the pot goes to the player who has the lowest spade card face-down.

	Lucky 7s
	7 Stud
	7 card stud but a pair of 7's is the best hand a player can get. If a player is dealt a 7 face up, the rest of the table does not know if that player has a second 7 face-down. If that player does not, then he or she can still bluff with high bets. Nothing in this game can beat a pair of 7's, except another player who also has a pair of 7's and a higher third card.

	Mexican Stud (Roll Your Own)
	7 Stud
	The theme of this game is that each player chooses which of their cards they will show to the rest of the table, while maintaining the format of three cards face-down and four face-up. Each player is dealt three cards face-down. On the count of three, each player chooses which of the three cards they will turn face-up to the rest of the table. This is followed by a betting round, opened by the player with the highest card showing. Another card is dealt face-down to each player, and each player again must turn one of them face-up on the count of three. After another betting round opened by the player with the best hand showing, this continues until each player has been dealt a total of six cards and there have been four betting rounds. At this point, each player has two cards face-down and four cards face-up. The seventh and final card is dealt face-down, and the final betting round is again opened by the player with the best hand showing. Best hand wins.

	Monday Night Football
	Non-Poker
	Do not peek at cards! Game is played just like Night Baseball, except hands are rated by a unique ranking system:  

Face cards are touchdown and worth six points.

Aces are conversions and worth one point, but only if immediately after a face card.

Deuces are 2pt conversions, but only if immediately after a TD.

Treys are field goals and worth three points.

Remaining cards have no value.

If there is a tie when all cards are open; reshuffle and deal cards one at a time to all tied players for sudden death OT.  Continue until someone wins.

	Murder
	7 Stud
	Typical seven card stud, two down, four up, one down. Betting rounds work as in normal stud, except with one stipulation. If a player is dealt a card face-up that matches a card that player already has face-up (i.e. if a player has a pair showing), then that player either folds or pays a penalty (up to match the pot). 

	Nasty Auction
	7 Stud
	7 card stud, but each upcard round (or possibly just those after the first) begins with an "auction" phase. Instead of dealing each player one upcard, the first card is dealt to the center and all players bid on it; the player who bids the highest amount places that amount into the pot, and then has the right to either keep the auction card as his own upcard, or designate another player who is required to take it as his. After the first card is auctioned off and placed, the remaining players are dealt a random upcard as usual, and betting proceeds as usual. This variation is commonly played as high-low split, so it is common for a player to "purchase" a high card to force it upon an opponent seeking low, for example. 

	New York New York
	7 Stud
	This is a seven card stud high low poker game. Each player is dealt the first three cards, two down, one up and then there is a betting round. The deck is then placed in the middle of the table and two cards turned up, one on each side of the deck. Each player in turn selects a card, either one of the turned up cards or a card from the top of the deck, which would be turned up except on the seventh card. As turned up cards are removed, the dealer replaces them from the deck turning it up on vacant spot. After all players have selected a card, there is a betting round. Play continues until all players have seven cards. If an up card is selected it stays up, if a down card is selected it stays down. Typically there is a declare, because both high and low can be won by the same person.   Note: after all the players have 7 cards, there will be either one or two central face-up cards remaining, depending whether the last card taken is an up card or a down card. These central cards are out of play, but known to the players during the declaration and final betting round.

	Night Baseball
	7 Stud
	Seven cards are all immediately dealt face-down. Each player keeps his seven cards face-down without looking at them. The first player to the left of the dealer flips over his first card. Based on that card, he opens a betting round. That face-up card is now the best hand showing at the table. After the betting round, the next player flips over cards until his cards face-up beat the best hand showing, and that player opens a betting round. This continues until all cards are open.  If you roll a “4” you can pay to get an extra card.  Optionally, 3s and 9s are wild.

	Number 9
	7 Stud
	Number Nine is a variant of seven-card stud in which 9s are wild, and any two number cards that add up to 9 may make one wild card, at the player's option. Aces count as 1 for wild card purposes. The player is not obliged to make any wild cards, and can play cards that could make 9s at face value or as wild cards, at his option. Cards used to make wild cards may not figure in the resulting hand twice. The player cannot add three or more cards.

	Numbers
	Non-Poker
	DEAL: five cards to each player and seven down cards on the table PLAY: A card on the table is turned over. Anyone holding cards of the same rank must discard them. There follows a round of betting (each round uses a rotating lead, beginning with the player to the dealer's left). After each round another card is flipped over and like cards discarded. If a card of the same rank as a previously flipped card is turned over, a new card is flipped from the top of the deck until an undiscarded rank is revealed. Thus, seven different ranks will always be discarded. If anyone loses all his cards, they instantly win the pot. Otherwise, after all cards have been turned up and the last betting round concludes, players declare high, low or both and have a showdown. Aces are worth 1 or 15, face cards are worth 10, and all other cards are worth their face value. WINNER: Highest and lowest totals split the pot. 

	Omaha
	Hold Em
	This is played the same as Texas Hold 'Em, with two exceptions. One, that each player is dealt four cards at the beginning of the game instead of two. Two, when making one's best five card hand, each player must use exactly three of the five community cards and two of their four hole cards.

	Out At Home
	7 Stud
	Ante. 3 cards down to each player, Four cards down to the table in Baseball Diamond formation.  PLAY: Cards are flipped from the table one at a time starting with 'First Base' and ending at 'Home Plate' with a betting round after the deal and after each flip. If the last table card flipped is a face card, then the hand is dead, the remaining players (those that did not fold) re-ante, and a new hand is dealt. 3's and 9's are wild as in baseball. A four flipped on the table gets each remaining player an extra card. Wild cards may require an extra payment to the pot to make them wild and to sweeten the pot

	Pai Gow
	7 Stud
	Seven cards are immediately dealt face-down to each player. Each player divides their hand into one five-card hand and one two-card hand.  The five-card hand will play as a regular poker hand, but the two-card hand will play as a Two-Card Guts hand, consisting of either a pair, or a high card. The stipulation, however, is that the five-card hand must be of equal or better value than the two-card hand. For example, if the two-card hand consists of a pair of Jacks, then the five-card hand must consist of at least a pair of Jacks or better.  A betting round is made immediately after the deal. At the same time, all players reveal their two-card hands face-up. This is followed by a second betting round. All players then reveal their five-card hand. The best two-card hand collects half of the pot, the other half going to the player with the best five-card hand.

	Pass The Trash (Anaconda)
	7 Draw
	All players are dealt seven cards. Each player determines which cards they wish to discard, and the cards are passed to the player to the person's left.   The popular form is 3 passes, the first is of one card, the second of two cards, and the third of three cards – there is a betting round between each pass. In this version, the final pass can really damage hands that are already holding a full house or players who are holding low hands and who get passed 3 high cards.  Can play split the pot so that the player immediately to the right (who has been passing the winner his cards, also takes half the pot) – if that player has folded, winner takes all the money.

	Pyramid
	Community
	All players are dealt four cards each. The dealer then deals six cards face-down in the center of the table in the shape of a triangle. The 'peak' of the triangle consists of one card, the next layer, of two cards, and the 'base', of three cards. Community cards are flipped one at a time. At showdown, players make their best five card hand with the four cards dealt to them, the 'peak' card, one of the two middle layer cards, and one of the three 'base' cards. In other words, players choose one card from each of the three rows to complement the four cards dealt to them.

	Red-Black
	Non-Poker
	Black cards (clubs and spades) have blackjack values and red cards (hearts and diamonds) are worth 0.  The high hand is the one with the most points, and the low hand is the one closest to 0.  The game is dealt and played like High-Low Split Seven Stud, except all 7 cards are used in calculating points.  OPTION: players can choose to wash 4th and 6th cards for a price.

	Regrets
	5 Stud
	Deal an equal number of cards to each player (at least 7) – No Peek!  Then each player flips the top card of his deck and looks at it.  Secretly decide whether to keep it or not, and then do so in Guts style.  First card kept is face down.  Cards 2-3-4 are kept are face up.  The final card is face down.  All cards not kept are discarded face down.  After each card is rolled, have a betting round.  Continue until all players have kept 5 cards, have a final betting round.  Best 5 card hand wins.

	Richard Petty 
	7 Stud
	Derived from the number (43) of the famous racer's car, this is a seven-card stud game in which all threes and fours are wild, However, if anyone gets both a three and a four up, he "crashes and burns"; i.e., he's out of the game.

	Roll Your Own (Mexican Stud)
	7 Stud
	The theme of this game is that each player chooses which of their cards they will show to the rest of the table, while maintaining the format of three cards face-down and four face-up. Each player is dealt three cards face-down. On the count of three, each player chooses which of the three cards they will turn face-up to the rest of the table. This is followed by a betting round, opened by the player with the highest card showing. Another card is dealt face-down to each player, and each player again must turn one of them face-up on the count of three. After another betting round opened by the player with the best hand showing, this continues until each player has been dealt a total of six cards and there have been four betting rounds. At this point, each player has two cards face-down and four cards face-up. The seventh and final card is dealt face-down, and the final betting round is again opened by the player with the best hand showing. Best hand wins.

	Russian Revolution
	7 Stud
	Same as 7-card stud. WILDS: RED ACES, RED NINES, RED SEVENS (1917- get it?) Remember, RED 9,7,ACES (six cards total) DEAL: Usual 2-down, 4-up, 1-down, EXCEPT: For the up-cards, if you are dealt any FACE CARDS (no, the other Aces do not count) you have the option of either BUYING a NEW CARD or FOLDING. If your new card is a FACE CARD, you must buy another or fold. In other words, you can't win with any royalty showing. However, any Face cards in the hole are SAFE. 

	Second Hand High
	7 Stud
	The pot is won by the player who has the second best hand at the table at showdown. If only one player remains in the game, that player wins by default.

	Sequence
	7 Stud
	 If throughout the course of cards being dealt face-up, a Two appears, then all Twos are wild in all hands. If this is established, and later a Three appears, then all Threes are wild in all hands (with Twos no longer wild). These cards have to appear in sequence, and this wild-card reversal continues to Fours and up, should they be dealt face-up in the game. If a Two does not appear throughout the course of the game, then there is nothing wild, and it is played as regular seven card stud.

	Socialist Poker
	7 Stud 
	Regular 7 Stud with second and subsequent upcard rounds are dealt this way: for each player remaining, one upcard is dealt to the center of the table (not to any specific player). The player with the worst showing hand gets to choose which of them he will take for his next upcard, then the player with the second-worst showing hand chooses his upcard from those left, and so on, until the player who previously had the best showing hand takes the remaining card. Then betting occurs as normal. In seven-card stud, this makes for three "draft" rounds (the first three cards are dealt normally, as is the final downcard). 

	Sotheby
	5 Stud
	One card is dealt face down to start.  Dealer flips up top card of deck and makes a bid.  Bidding continues around the table.  On your turn, you either raise the bid or drop out.  High bidder takes the card and places it face up next to his hole cards.  His bid is placed in the pot.  This player flips up the next card and makes the first bid.  Continue until all players have won two cards at auction.  If you already have won two cards, you may not participate in further auctions.  Then all players receive one more facedown card.  Betting round and showdown.

	Spit in the Ocean
	5 Draw
	A community-draw game where each player is dealt four cards and a card is flipped from the top of the deck. This card is known as the "spit" card and is the fifth card in everyone's hand.

	Spots
	7 Stud
	Seven card Stud Poker, dealt two down, four up, one down. The lowest card dealt face-down to each player is wild in that player's hand. A split-pot game, at showdown, with the pot split between the best hand at the table and the hand containing the 'highest number of spots'. Spots refers to the number of 'suit symbols' in the center column of each card (a Three has three spots, an Ace has one spot, an Eight has two spots, etc.).  In case you do not follow how spots are counted, it goes as follows: Ace-1, Two-2, Three-3, Four-0 (no center column of spots), Five-1, Six-0, Seven-1, Eight-2, Nine-1, Ten-2, Face-0.

	Staches Wild
	7 Stud
	The wild cards are the face cards that have moustaches. In all the decks I've seen, these are the jacks of spades, hearts, and diamonds and the kings of clubs, spades, and diamonds; hence, there are six wild cards. The king of hearts has a beard, but no moustache (see above), while the jack of clubs is clean-shaven.

	 Stormy Weather
	5 Draw
	Deal 4 cards to each player then  three community cards that are dealt face-down. After the first betting round and draw, each community card is flipped over one at a time followed by a betting round. At showdown, players make their best five card hand with the four cards dealt to them and any  ONE card of the 3 community cards.

	Take It Or Leave It
	5 Stud
	The dealer deals one card face down to each player. The dealer then deals a second card face down to the player to his or her left. That player has the option of keeping that card or passing it to the next player. If that player keeps it, he or she flips it face up. If that player passes it, he or she is dealt their second card face up (in other words, turning down the first card means you are automatically stuck with the second card). The next player either has the card passed by the first player or is dealt one face down from the dealer. That player has the same option to keep or pass. This continues around the table up to the dealer. Betting round, the continue again until each player has one card face down and four face up. Final betting round. Best hand wins.

	Ten
	5 Stud
	 10 cards down to each player Do not look at your cards! Each player flips a card and quickly, without looking at the other players' cards, places it face up to his left or to his right. Cards on the left form a hand going low, while cards on the right form a hand going high. There follows a round of betting. Repeat until all 10 cards are up. No hand can have more than 5 cards. Cards speak for themselves when the last one is flipped.  WINNER: High and low hands split 

	Tens and Adders
	7 Stud
	INITIAL DEAL: 2 down, 1 up to each player  PLAY: As in 7 card stud, but: if a player has two cards (up, down, or mixed) which add to 10, they can be used together as a single wild card (an "adder"). If a player has an adder, then additionally all 10s they have are wild. Each player can have only one adder. Face cards are neither wild nor usable in adders.  WINNER: High hand 

	Texas Hold Em
	Hold Em
	The Pre-Flop 

Two cards are dealt face down to each player. Before or while they are being dealt, the player to the dealer's left makes the pre-determined "small blind" bet. This is immediately followed by the player to the left of the 'small blind' making the "big blind" bet. The player to the left of the 'big blind' is the first player permitted to look at his or her hand before making a betting decision. That player can see the big blind and call, see the big blind and raise, or fold. The rest of the betting round conducts itself as a regular poker betting round, with the opening bet to call, raise, or fold being the big blind's. When the betting round reaches the small blind, it must be noted that that player has already invested a sum of money into this betting round. Technically, it was the small blind that opened this betting round by making the initial (albeit, blind) bet. Whatever the amount of the betting round when it reaches the small blind, the amount of the small blind bet is what that player has already invested into this betting round. The same goes for the big blind. If nobody bumps the bet after the big blind, then the big blind owes nothing, as this was the player that made the last bet. It must be noted, however, that contrary to regular poker betting, if nobody bumps the bet after the big blind, the big blind owes nothing BUT is still allowed the option to bump the betting round when it reaches him or her. If the big blind declines from bumping, then the betting round is over.

The Flop: The top three cards from the deck are flipped face up in the center of the table. The small blind opens a second betting round, which proceeds as a regular poker betting round. 

The Turn: The top card from the deck is flipped face up in the center of the table as the fourth community card. The small blind opens a third betting round, which proceeds as a regular betting round. 

The River: The top card from the deck is flipped face up in the center of the table as the fifth and final community card. The small blind opens a fourth and final betting round, which proceeds as a regular betting round. After this betting round, players make their best five card hands using the two cards in their hand and the five community cards in the center of the table. 

	The Good, The Bad and The Ugly
	7 Stud
	Seven card Stud Poker, with three cards dealt face-down in the center of the table. The game proceeds as regular seven card stud. Following the second betting round (after each player has been dealt four cards, two up, two down), the dealer flips the first table card ("The Good"). Any cards in any hand matching The Good are wild, although the card itself is NOT a community card that players can use. Following the third betting round (after each player has five cards), the dealer flips the second table card ("The Bad"). Any cards in any player's hand, up or down, matching The Bad have to be discarded by the player. Following the fourth betting round (after each player has six cards), the dealer flips the third table card ("The Ugly"). Any player who has a card face-up that matching The Ugly is automatically out of the game. Remaining players proceed with the seventh card and final betting round, followed by showdown.

	The Price Is Right (Grocery)
	7 Stud
	Deal two cards down to every player and two up cards in a row on the table next to the deck.  Beginning with the player to the dealer's left and rotating around the table, each player has the opportunity to purchase a card. The leftmost up card costs a nickel, the second up card costs a dime, and the top down card from the deck costs 25 cents. Up cards stay up, down cards stay down. If the nickel up card is bought, the dime up card slides down and becomes the new nickel card. If the nickel or dime card is bought, the topmost card of the deck is dealt up to become the new dime card. This continues until everyone has 7 cards. A showdown occurs after one round of betting.  WINNER: High and low hands split STANDARD VARIATIONS: 

3 up cards plus the deck, for purchase options of 5, 10, 25, and 50 cents. 

	Toilets
	5/7 Stud
	Deal regular stud – but winner is best flush: 1) straight flush, 2) 5-card flush, 3) 4-card flush, etc.  Ties broken by cards in flush, then by non-flush cards

	Touchies
	7 Stud
	If a player has 2 consecutive cards in the same suit, then those cards can be combined into one wild card. For example, if a player has 3H, 7C, and JS down and 4H, 2D, KS, and 3D up, then the 3H and 4H together are one wild card as are the 2D and 3D.

	Trees
	5 Draw
	Five cards dealt. Betting round. Players freely exchange cards with other players, always receiving the same number of cards as is traded away. When all players are finished trading, there is a final betting round. Best hand wins.  The only rule when trading is that the number of cards traded must be the same as what is received ("Who wants to trade 3 cards?", "Does anybody want to trade 2 cards?"). This trading round continues until no pair of players wants to trade any more cards. There is a second betting round, followed by a showdown.

	Voyeur Cheese Porn
	Misc.
	Works similar to stud in that each player starts with two cards down and one card up. There is a bet. Then the dealer gives everyone another up card and another round of betting is completed. This continues until "Cheese Porn" is called. The caller contributes to the pot. Afterwards, one card is dealt to the remaining players face down, but NOT to the caller. There is a final bet and then the highest five card hand wins

	Vulcans Never Bluff
	7 Stud
	A seven-card stud variant, in which the cards are dealt two down, then one down, then the last four  up, one-at-a-time. The first bet comes after the first two hole cards are dealt, with additional bets coming after each subsequent card. The twist here is that if anyone is dealt a three up, he can pick out any other person at the table whose hand he's curious or uneasy about, and that person will be required to turn over two of his three hole cards. (The person whose hole cards are being turned over gets to choose which two are revealed.) The same person cannot be picked on twice, so no one ever has to turn over all three of his down cards.

	Weeping Willow
	7 Stud
	DEAL: 5-7 cards to each player (as long as everyone gets the same amount)

PLAY: Once the cards are dealt, optional trading begins. A player may exchange any equal number of cards with any other player (e.g. Player A trades 3 cards with Player B). Each trade costs a player one nickel. Upon making the trade, he or she places one nickel into the pot. Each player has a maximum of six trades (one for each nickel). If you wish to trade, you call out just the number of cards you want to trade - for example "three". You are not allowed to give any information about the identity of the cards.  There is no obligation on anyone to participate in a trade. 

If two players agree to trade some number of cards, each of them must pay a nickel to the pot.   Once trading is done, each player selects the five cards he will use for his hand and places them face down in the order he wants to reveal them one at a time (i.e. "roll your own"). The betting round starts with each player turning over his first card. Once the card is turned up, the highest showing card bets. Play continues until the fifth card is turned over and there is a winner.



	Whiskey Poker
	5 Draw
	The dealer deals five cards face-down to each player, as well an extra five-card hand, the "kitty". First betting round. Beginning with the player to the dealer's left and continuing in clockwise order around the table, each player has the option of either exchanging their hand with the kitty, or keeping the hand that has been dealt to them. When a player exchanges with the kitty, he or she takes the kitty and turns his or her former hand face-up in the center of the table. If no player decides to exchange with the kitty up to and including the dealer, then the kitty is turned face-up in the center of the table. Beginning to the left of the player who took the kitty and continuing in clockwise order around the table, each player draws as many cards as they want from the kitty, turning the discards from their own hand face-up in place of the cards taken. This way, each player always has five cards and the kitty always has five cards. This continues round and round the table. When a player sees fit, that player knocks on the table on his or her turn rather than exchange cards. This signals that each other player will only get one more chance to exchange cards with the kitty. Once the sequence reaches the player to the right of the player who knocked, there is a second and final betting round. A player may decline from exchanging cards with the kitty, but cannot do so twice in a row. When a player has already declined exchanging cards with the kitty, on that player's next turn, he or she must exchange at least one card or knock.

	Woolworth’s
	5 Draw
	5 card draw with 5’s and 10’s wild


