[image: image1.jpg]dt




Aces & Eights Texas Hold’em Rules
ACES & EIGHTS

TEXAS HOLD’EM RULES

INDEX
Ver 3.1
(05/22/12)
1.0 
Objective

2.0
Policies and Decision Making

2.1 
Conduct


2.2
Poker Procedures and Etiquette
3.0
Player Cards

3.1
Card Validations
4.0
Seating

4.1
Subsequent Game(s)
5.0
Table Play - General 

5.1
Blind Structure


5.2 
Button Placement


5.3
Bounty Chip

5.4
Pot Bonus

5.5
Re-Buy Coupon

5.6
Game Closures


5.7
Action Time Limits

5.8
Betting

5.9
Raising/Calling


5.9.1 
Incomplete Bet or Raise


5.10
Ties/Split Pots

5.11 
The Showdown

5.12
Game End Times
6.0
Muck

6.1
Cards

6.2
Chips

7.0
Dead Hands
8.0
Dealer’s Actions
9.0
Misdeals
10.0
Irregularities
11.0
AA88 Winners Certificates
12.0
Spotlight Games
13.0
Venue Awards


13.1
Bar Tabs


13.2
Shots (Flop)
14.0 Venue Cash Bonus/promotion games
14.1
Special AA88/Venue Tournament Guidelines
ACES & EIGHTS
TEXAS HOLD’EM RULES

1.0
OBJECTIVE
· Aces & Eights (AA88) provides FREE Texas Hold’em tournaments. 

· All representatives of AA88 will be Venue and Player focused for fun, entertainment and a social environment. 
· “Robert’s Rules of Poker version 11”, used as the basis for our games, may have been adjusted or relaxed for the ease and enjoyment of the game as long as it does not affect the integrity of the game. 

· Rules, as defined in this document, will apply to AA88 games.
2.0 POLICIES AND DECISION MAKING
· Any AA88 rule(s) may be adjusted according to the needs of AA88 and integrity of the game.

· AA88 Staff reserves the right to make decisions in the spirit of fairness, even if a strict interpretation of the rules may indicate a different ruling

· Decisions of AA88 management/dealers are final.

· If an incorrect rule interpretation or decision by AA88 staff is made in good faith, the company and/or establishment has no liability

· The same action may have a different meaning, depending on who does it, so the possible intent of an offender will be taken into consideration. A players’ amount of poker experience, intent and past record will be factors in determining the extent of rules enforcement. 
2.1
CONDUCT 
AA88 Staff will attempt to maintain an enjoyable environment for our players, but is not responsible for the conduct of any player. A player’s conduct may deny them entry to our game or continuation of play. 
· The following is not permitted:

· Cash is not permitted on the table

· Drama will not be tolerated whether caused by a player or dealer

· Negative and/or rude behavior toward, or between, other players or  dealer(s)

· Disparaging/derogatory comments or remarks made toward, or between, other players or dealer(s)

·  “F” bombs are not allowed
· Creating a disturbance by arguing, shouting, or making excessive noise.

· Verbally or physically threatening anyone.

· Throwing, tearing, bending, or crumpling cards.

· Throwing chips/cards toward the dealer or toward another player 

· Destroying or defacing property.

· Collusion with another player or any other form of cheating

· No one is allowed to play another player's chips

· Intoxicated players will not be allowed on the table

(AA88/Establishment discretion)

Dealers must enforce our rules and act professionally in doing so
· All infractions will be dealt with immediately, stopping the game if necessary 

3 strike rule (exception below)

Strike 1 – Warning

Strike 2- Sit out 4 hands

Strike 3- Take chips and play another day (Not next game)
2.1
CONDUCT (cont)
· 0 Strike Rule:

Any player involved in an altercation at a venue with any dealer, another player or other venue patron, AT OR AWAY FROM THE TABLE, will be immediately removed from the game, if still playing, (without regard to our 3 strike rule) and 86’d from AA88 and will be reported to the Venue and possible law enforcement contact as necessary.

2.2
POKER PROCEDURES AND ETIQUETTE
the following actions/violations could be grounds for warning and removing a player from the game. Dealers will use the 3 Strike Rule to enforce, if necessary. At the Dealer’s discretion, the player’s chips will be returned to the dealer’s rack and the player will have to leave the table

· During live play, only English may be spoken at the table

· Players must keep cards in full view. This means above table-level and not past the edge of the table. The cards should not be covered by the hands in a manner to conceal them

· Removing chips from the table, unless combining tables

· Any player is entitled to a clear view of an opponent's chips. Higher denomination chips should be easily visible.

· Players may leave the table at any time during the game. However, players missing 4 hands will forfeit their chips and seat. Your absence may be extended if you notify AA88/dealer in advance.
· Deliberately acting out of turn will not be tolerated. 

· Deliberately splashing chips into the pot. This is because the dealer can't tell how much has been bet

· Looking through the discards or deck stub is not allowed

· Making statements or taking action that could unfairly influence the course of play, whether or not the offender is involved in the pot.

· Players may have a guest sit behind them if no one in the game objects. It is improper for a guest to look at any hand other then your own

· Players can’t talk about their cards to anyone or show their cards to anyone while in the hand. One player per hand will be enforced!
· Show one, show all. After a deal, if cards are shown to another player, every player at the table has a right to see those cards. During a deal, cards that were shown to an active player must immediately be shown to all the other players. If the player who saw the cards is not involved in the deal the information should be withheld until all betting is over. Cards shown to a person who has no more wagering decisions on that betting round should be shown to the other players at the conclusion of that betting round. If only a portion of the hand has been shown, there is no requirement to show any of the unseen cards.

· Revealing the contents of a live hand in a multi-handed pot before the betting is complete will result in a “Dead Hand”. The offending player may only fold, check or call any bets/raises.
· Needlessly stalling the action of a game.

· If a player is called, the called player will show their hand first (both cards) as they were “called”. The calling player has “paid” to see the other player’s cards

· “All In” showdown, both cards must be turned face up

· Slow Roll: To delay or avoid showing one's hand at showdown, forcing other players to expose their hands first. When done while holding a good hand likely to be the winner, while not prohibited is considered poor etiquette
3.0
AA88 PLAYER CARDS
· Available FREE of charge

· New Player Cards will be issued for each session.  Previous session’s Player 

Cards will be invalid.
· AA88 benefits of the Player Card include specials such as,
· For each line completed on the Player Card, Players will receive and additional $50 table chips. Upon completing ONE SIDE, players will receive $250 table chips. Upon completing BOTH SIDES of their Player Card, players will receive $500 in table chips will be provided for all future qualifying tournaments during that session.
· For players filling all the validations on their Player Card, $5000 in tournament chips will be provided for our quarterly tournament
· Entering into drawings for give-a-ways 

3.1      PLAYER CARD VALIDATIONS
· Players will receive a “Validation”….

· Daily/nightly for each venue played
· Unlimited Bonus Validations 

· BONUS VALIDATIONS
· Dealer Bounty signature will be provided when a card holder eliminates a dealer from a qualifying tournament. 
· New Player signature. Players bringing a new player will receive a signature (New player receives $500 table chips)
·  Bad Beat validations:
· AA88….player must have A8 in hand with an A8 on the board and the hand played to the river  (win or lose)

· Full House (any) beaten by any better
· Pocket AA’s beat when played to the river 
· Premium Hand validation
· Quads, Straight Flush, Royal Flush
· Players with a Full Player Card will receive $500 table chips for any qualified Bonus

· Players are responsible presenting their card for validation
· Multiple cards will not be combined for total games played 
· If a player doesn’t have their Player Card, no after the fact signatures will be provided
4.0
SEATING
· All games require a minimum number of 8 starting players

· Starting game with less than 8 players is at the dealer discretion

· According to the tendencies of the venue for late arriving players

· Players must be present to be added to a game or waiting list

· Cut off time for the 1st game/waiting list, ½ hour after the scheduled game start
· Turbo game cut off time, for all games, is 20 minutes after game start time

· Players will be called for the game in the order as to where they are signed up
· It is the player's responsibility to be in the playing area and hear the list being called. A player who intends to leave the playing area should notify the person  handling the list
· Players must be present to take advantage of their position when called
· Players showing up after their name has been called will be positioned at the 
end the list
· After all tables are full, a waiting list will be established

4.0
SEATING (cont.)
· AA88 may decide to start a game with one extra player over the normal

number, to satisfy the needs of the game, such as a seating dispute. If so, a seat will be removed as soon as someone quits the game.
· Starting a game with less than 16 players…Start with 1 full table.  Once 6 players are on the wait list, sit the 2nd table pulling 2 players from the 1st table as necessary to balance the tables. 
· AA88 Staff will control the seating of new players to best preserve the viability of existing games. A new player will be sent to the game most in need of an additional player.
· AA88 reserves the right to require that any two players not play at the same table/game (husband and wife, relatives, suspected collusion and so forth).
· AA88 may reserve a certain seat for a player, as to assist in ease of reading the board for a person with a vision problem, physical limitations or some other good reason.

· Dealers may play in Qualifying Tournaments. Sign up is at the scheduled game start time to give all our players the first opportunity for a seat!
4.1
SUBSEQUENT GAME(S)
· Subsequent games will start no later than the last hour of the day/night session

· Dealers will not procrastinate or delay starting the games on time. 

· All games require a minimum number of 8 starting players
· Games Less than 8 players/starting later than last hour, are at the dealer discretion!
· It is the player’s responsibility to sign up on the subsequent game(s) list
· Players in a previous game may sign up for subsequent game(s) as they are eliminated in the current game in which they are playing.  
· Upon late arrival, players may sign up for a subsequent game
· Players must play subsequent games in sequential order or forfeit their opportunity for “passed by” games
· Subsequent games will be open to all players from earlier games and new arrivals if that specific game has not reached the number of players at the table  equal to the number of certs for the game (3, or 4 if spotlight) plus 1 player (Dealers in the game doesn’t count for closing the game as they can’t win certs)
5.0
TABLE PLAY - GENERAL
· The game is No Limit Texas Hold ‘Em
· Players start with a minimum of $1000 in chips
· Additional chips, may be provided according to their Player Card status, extra chip coupons (1st game only unless otherwise specified) or special game rules
· Players playing on their birthday will receive $500 table chips for each game played

· Dealers playing in a game will start with the minimum chips for the game plus, extra chips representing a full Player Card (max $500) each game.
· Small Blind and Big Blind format. No antes will be used
· A new player cannot be dealt in between the big blind and the button. You must wait until the button passes. 

5.1
BLIND STRUCTURE

45 Minutes of play 

=
$25/$50

20 Minutes of play

=
$50/$100

20 Minutes of play

=
$100/$200

20 Minutes of play
            =
$200/$400

15 Minutes of play

= 
$500/$1000

Every ¼ hour

=
Blind amounts double
5.1
BLIND STRUCTURE (cont)
· Subsequent game blinds will be the same as other games starting at 25/50. Adjust 1st and 2nd blind raises as appropriate for the time left at the venue  (Exception: When started at the last hour all blinds of Turbo/Speed Poker are in 15 minute increments and blinds start at 50/100) 

· Final Three Qualifiers, minimum blinds will be a minimum of $200/$400 (regardless of time when last blind raise)

· Heads Up, minimum blinds will be $500/$1000 (regardless of time when last blind raise) and will be raised every 15 minutes or at the dealer’s discretion, according to the action or lack there of.
· Heads Up Button: The player on the button is always due the small blind, and the other player must pay the big blind. The player on the button is the first to act before the flop, but last to act for all remaining betting rounds. 

· If three or more players are involved in a hand, and at the conclusion of the hand one or more players have busted out such that only two layers remain for the next hand, the position of the button may need to be adjusted to begin heads-up play. The Big Blind always continues moving to the left, and then the button is positioned accordingly
5.2
BUTTON PLACEMENT 
· Will be determined by one card, face up, to all players. The person receiving the highest card or the first Ace will be the initial “Dealer” and receive the dealer button.  This applies to both start of game and start of final table. 
5.3       BOUNTY CHIP
· At the start of a game the player drawing the button will also be given a bounty chip.

· Any player taking out the player with the bounty chip will receive 500 table chips and the bounty button will be removed from play

· Multi–Table games

· Initial player with the bounty chip making the final table will receive 500 table chips and the bounty chip will be removed from play 

· Single Table games

· Initial Players with the bounty chip still in the game down to Certs +1 (Dealers in the game do not count toward that number) may turn it in for 500 table chips
5.4 “POT BONUS” of  $1000 will be added when a dealer throws TRIPS on the flop 
5.5
RE-BUY COUPON
· Players may receive coupons for

· Winning a Spotlight game

· Facebook promotion

· Bringing a New Player (New player receives $500 table chips)
· Dealers are not eligible to win re-buy coupons

· Each coupon is worth $1000 in chips

· Coupons will be valid for 30 days

· Re-Buy coupons are non-transferable

· Coupons must be given to the dealer to redeem

· Only 1 coupon may be used per day per venue

· Coupon may be used at any venue any game
· Except…Quarterly Finals or other “Special” tournaments
5.5
RE-BUY COUPON (cont)
· May be redeemed at start of play or at any point up to and including upon loosing an all in hand prior to leaving the table
· Players will not have to leave table and re-sign up to us the coupon

· Any player that leaves the table and then wishes to use their re-buy coupon will have to sign back up (providing the game is not closed) and take their turn in order to get back on a table

· Cut Off for using the Re-Buy Coupon is the same rules as redeeming the Bounty Chip

· These coupons may be used in conjunction with any other additional chips a player may be entitled to for the specific game

· Coupons will not be replaced under any circumstances

5.6
GAME CLOSURES (note: all games have a hard stop time)
· The 1st game sign up is considered closed ½ hour after the scheduled game start time. Players showing up after the first ½  hour of the scheduled game start time will have to be on the 2nd game list

· Subsequent games are considered closed if that specific game has reached the number of players at the table  equal to the number of certs for the game (3, or 4 if spotlight) plus 1 player (Dealers in the game doesn’t count for closing the game as they can’t win certs) or 4 hours of nightly play has been realized. Prior to that any player eliminated from the first game may join

· At the last hour of all games are closed to new players, become “Turbo/Speed Poker” and will end by the hard stop time
If a winner has not been decided by the hard stop time, the top 3 players with the most chips will be awarded the certificates
· Manage your time to take your breaks before speed poker begins. 
5.7
ACTION TIME LIMIT

· In all games, AA88 has the right to place a maximum time limit for taking action on your hand. The clock may be put on someone by the dealer, if a player requests it. If the clock is put on you when you are facing a bet, you will have one additional minute to act on your hand. You will have a ten-second warning, after which your hand is dead if you have not acted.
5.8
BETTING
· Minimum bet is the Big Blind amount 

· A bet of a single chip without comment is considered to be the full amount of the chip
· If you put a single chip in the pot that is larger than the previous bet, but do not announce a raise, you are assumed to have only called.
· To avoid confusion or complications, the intended amount of bet should be 

stated. 
· A verbal declaration, in turn, is binding. If in turn you verbally declare a fold, check, bet, call, or raise, you are forced to take that action 
· If there is a discrepancy between a player's verbal statement and the amount put into the pot, the bet will be corrected to the verbal statement.
· No string bets Definition:  To call with one motion and raise with another, or to reach for more chips in the middle of laying a bet/raise without stating the intended amount 
· Forward motion not enforced. A wager is not binding until the chips are actually released into the pot, unless the player has made a verbal statement of action

5.8
BETTING (cont)
· Acting Out of Turn
· Deliberately acting out of turn will not be tolerated.  (Use 3 strike policy)
· Mistakenly acting “Out of Turn”, give a warning according to our policy. A bet/call, if any, is returned to the player and play continues. If this behavior continues, action may be taken according to our 3 strike policy.

·  Deliberately acting out of turn, or after 1st warning. A player who checks out of turn may not bet or raise on the next turn to act. A player who has called out of turn may not change his wager to a raise on the next turn to act. An action or verbal declaration out of turn is binding unless the action to that player is subsequently changed by a bet or raise. If there is an intervening call, an action may be ruled binding

· Any player who bets or calls by announcing an amount or releasing chips into the pot is bound by that action. However, if unaware that the pot has been raised, the player may withdraw that money and reconsider their action, provided that no one else has acted after the player.
· Live Straddle: To straddle, a player must be on the immediate left of the big blind, and must post an amount twice the size of the big blind. A straddle is a live bet; the player placing the straddle effectively becomes the “bigger blind”. Action begins with the player to the left of the straddle. If the action returns to the straddle without a raise, the straddle has the option to raise. The player to the left of a live straddle may re-straddle by placing a blind bet doubling the original straddle

5.9
RAISING/CALLING
· When you declare a "call," that's all you can do. 
· Players should declare whether they’re simply calling or raising a bet at the beginning of their play. A player acting on a previous bet with a larger denomination chip is calling the previous bet unless this player makes a verbal declaration to raise the pot
· Minimum raise is the 2 times the big blind or previous bet/raise
· String raises are not allowed. When raising, say raise and the amount of the raise right away. 
· If a raise is not announced the action will be considered a call
· A player who says "raise" is allowed to continue putting chips into the pot with more than one move; the wager is assumed complete when the player's hands come to rest outside the pot area.
· Players should be encouraged to announce it if they are “All In”
5.9.1 
INCOMPLETE BET OR RAISE

· If a player goes all in with an incomplete bet or raise rather than a call, another special rule comes into play. There are two options in common use: pot-limit and no-limit games usually use what is called the full bet rule. The full bet rule states that if the amount of an all-in bet is less than the minimum bet, or if the amount of an all-in raise is less than the full amount of the previous raise, it does not constitute a "real" raise, and therefore does not reopen the betting action. Any player that has not acted in response to the original “real” bet/raise may raise if desired.
· For example, player A opens the betting round for $20, and player B has a total stake of $30. He may raise to $30, declaring himself all in, but this does not constitute a "real" raise, in the following sense: if player C now calls the $30, and the first player's turn to act comes up, he may now call the additional $10, but he does not have the right to re-raise further. The all-in player's pseudo-raise was really just a call with some extra money, and the third player's call was just a call, so player A opening bet was simply called by both remaining players, closing the betting round (even though he must still equalize the money by putting in the additional $10). Again, if there are more players that have yet to act against the original bet/raise, they may raise if desired.
5.10
TIES/SPLIT POTS

· An odd amount pot will be broken down to the smallest chip unit currently used in the game and the first hand clockwise from the button gets the odd chip
5.11
THE SHOWDOWN
· You must declare if you are playing the board before you throw your cards away; otherwise you relinquish all claims to the pot. 

· Players are responsible for holding onto their cards until the winner is declared. Verbal declarations as to the contents of a hand are not binding, deliberately miscalling a hand with the intent of causing another player to discard a winning hand is unethical and may result in forfeiture of the pot.
· A player must show both cards in the hand face-up on the table to win any part of the pot….unless their bet was not called.

· All losing hands will be killed by the dealer before a pot is awarded.

· Any player who has been dealt in may request to see any hand that has been called, even if the opponent's hand or the winning hand has been mucked. If a player other than the pot winner asks to see a hand that has been folded, that hand is dead. If the winning player asks to see a losing player's hand, both hands are live, and the best hand wins.

· If you show cards to another player during or after a deal, any player at the table has the right to see those exposed cards. Cards shown during a deal to a player not in the pot should only be shown to all players when the deal is finished.
· If everyone checks (or is all-in) on the final betting round, the player who acted first is the first to show the hand. If there is wagering on the final betting round, the last player to take aggressive action by a bet or raise is the first to show the hand. If there is a side pot, players involved in the side pot should show their hands before anyone all-in for only the main pot.
5.12
GAME END TIMES

· All games have a hard stop according to the venue, day/night or start times
· Weekend day or Weekday afternoon games starting by 4:00pm have a 4 hour hard stop
· Weekend or Weekday night games starting at 5:00pm or later have a 5 hour hard stop

· Stop times may be verified with the Venue Info sheet located in the Venue folder
6.0 MUCK
6.1 CARDS
· Any hand thrown in to the dealer, into the pot, or into the discard pile face 

down while there is still live action or awaiting a “Showdown” will be 

considered a “mucked” hand

· Any hand thrown in face up while there is still live action or awaiting a “Showdown” will NOT be considered a “mucked” hand. 

However that player may only check or call any bet/raise
6.2
CHIPS
· Dealers that are playing in a game and decide to muck their chips, if in a hand, at the river or heads up, the dealer will sign the player’s card as a dealer taken out. If between hands no signature will be awarded.

· Bounty Players deciding to muck their chips, if in a hand, at the river or heads up, the winning player will win the pot and be awarded the bounty chip amount. If between hands no bounty chip amount will be awarded.

7.0
DEAD HANDS
· Cards thrown into the muck may be ruled “dead”. However, a hand that is clearly identifiable may be retrieved at management's discretion if doing so is in the best interest of the game. We will make an effort to rule a hand retrievable if it was folded as a result of false information given to the player
· Cards are considered “dead” when thrown into another player’s hand, whether they are face up or facedown, as well as the other player’s cards if unprotected.
· You fold or announce that you are folding when facing a bet or a raise.
8.0
DEALER’S ACTIONS
· Hole Cards accidentally dealt face up: If the first position or second position first hole card dealt is exposed, a misdeal results. The dealer will retrieve the card, reshuffle, and re-cut the cards. For other positions, the exposed card may not be kept. After completing the hand, the dealer replaces the card with the top card on the deck, and the exposed card is then used for the burn card. If more than one hole card is exposed, this is a misdeal and there must be a re-deal.
· If the flop contains too many cards, it must be re-dealt. (This applies even if it were possible to know which card was the extra one.)
· If the flop needs to be re-dealt because the cards were prematurely flopped before the betting was complete, or the flop contained too many cards, the board cards are mixed with the remainder of the deck. The burn card remains on the table. After shuffling, the dealer cuts the deck and deals a new flop without burning a card.

· If the dealer turns the fourth card on the board before the betting round is complete, the card is taken out of play for that round, even if subsequent players elect to fold. The betting is then completed. The dealer burns and turns what would have been the fifth card in the fourth card's place. After this round of betting, the dealer reshuffles the deck, including the card that was taken out of play, but not including the burn cards or discards. The dealer then cuts the deck and turns the final card without burning a card. If the fifth card is turned up prematurely, the deck is reshuffled and dealt in the same manner.

· If the dealer mistakenly deals the first player an extra card (after all players have received their starting hands), the card will be returned to the deck and used for the burn card. If the dealer mistakenly deals more than one extra card, it is a misdeal.

· Boxed Card: A card encountered face-up in the assembled deck during the deal, as opposed to one overturned in the act of dealing. House rules treat a boxed card as if it didn’t exist, that is, it is placed aside and not used, except when the next card has already been dealt facedown to another player and mixed in with other down cards. In that case, the card that was face up in the deck will be replaced after all other cards are dealt for that round.

·  “Running the Rabbit” or “Rabbit Hunt” is allowed at the dealer’s discretion and will be limited to requests made only by player(s) that folded in the last round of betting 
9.0
MISDEALS
· Once action begins, a misdeal can not be called  

The following circumstances cause a misdeal.
· The first card of the first or second position of the hand has been dealt face up or exposed through dealer error.
· A dealt card exposed to the button a misdeal results. There are two mindsets on how to address this type of misdeal. AA88 has decided to follow the following procedure. The dealer will retrieve the card, reshuffle, re-cut the cards and must re-deal.

Logic: The same player can’t be dealt two cards in a row.

· Two or more cards have been exposed by the dealer.

· Two or more boxed cards (improperly faced cards) are found.

· Two or more extra cards have been dealt in the starting hands of a game.

· An incorrect number of cards have been dealt to a player, except the top card may be dealt if it goes to the player in proper sequence.

· Any card has been dealt out of the proper sequence (except an exposed card may be replaced by the burn card).
· The button was out of position.

· The first card was dealt to the wrong position.

· Cards have been dealt to an empty seat or a player not entitled to a hand.

· A player has been dealt out who is entitled to a hand
10.0
IRREGULARITIES
· A ruling may be made regarding a pot if it has been requested before the next deal starts (or before the game either ends or changes to another table). Otherwise, the decision must stand. The first riffle of the shuffle marks the start for a deal.

· If a pot has been incorrectly awarded and mingled with chips that were not in the pot, but the time limit for a ruling request given in the previous rule has been complied with, management may determine how much was in the pot by reconstructing the betting, and then transfer that amount to the proper player.

· In button games, if it is discovered that the button was placed incorrectly on the previous hand, the button and blinds will be corrected for the new hand

· Players must protect their own hand at all times. Cards may be protected with your hands, a chip, or other object placed on top of them. If players fail to protect their hand, players will have no redress if it becomes fouled or the dealer accidentally kills it.

· If a card with a different color back appears during a hand, all action is void and all chips in the pot are returned to the respective bettors. If a card with a different color back is discovered in the stub, all action stands.
· If two cards of the same rank and suit are found, all action is void, and all chips in the pot are returned to the players who wagered them

· A joker that appears in a game where it is not used is treated as if it didn’t exist, that is, it is placed aside and not used. Discovery of a joker does not cause a misdeal. If the joker is discovered before a player acts on his or her hand, it is replaced as in the previous rule. If the player does not call attention to the joker before acting, then the player has a dead hand.

· If you play a hand without looking at all of your cards, you assume the liability of having an irregular card or an improper joker.

· One or more cards missing from the deck does not invalidate the results of a hand.

· Before the first round of betting, if a dealer deals one additional card, it is returned to the deck and used as the burn card.
10.0
IRREGULARITIES (cont)
· A card that is flashed by a dealer is treated as an exposed card. A card that is flashed by a player will play. To obtain a ruling on whether a card was exposed and should be replaced, a player should announce that the card was flashed or exposed before looking at it. A down card dealt off the table is an exposed card.

· If a card is exposed due to dealer error, a player does not have an option to take or reject the card. 
· If a player drops a card on the floor out of their hand, the player must still play that card.

· If the dealer prematurely deals any cards before the betting is complete, those cards will not play, even if a player who has not acted decides to fold
11.0
AA88 WINNERS CERTIFICATES
Players cannot give, or transfer, their certs to another player. To be consistent, all players will be awarded certificate for the position which they place.
· Dealers are not eligible to win certs
· If play is down to certs and two players with the same amount of chips go out at the same time both will be awarded the same amount of cert chips
Winners of any/all games receive


1st Place
· Certificate to the final tournament worth 1000 in chips


2nd Place 

· Certificate to the final tournament worth 500 in chips


3rd Place

· Certificate to the final tournament worth 250 in chips
12.0
SPOTLIGHT GAMES
· Procedures will be the same as for a Qualifying Tournament, unless otherwise advised
· Players will start with 1000 in chips 

(Not including qualifying player card chips)

· Blinds will start at $25/$50
· Blinds will raise at the normal time lines

Winners of any/all games receive

1st Place
· Certificate to the final tournament worth 2000 in chips

· Venue award
· Re-Buy Coupon

2nd Place 

· Certificate to the final tournament worth 1000 in chips


3rd Place

· Certificate to the final tournament worth 500 in chips
4th Place
· Certificate to the final tournament worth 250 in chips
13.0
VENUE AWARDS
· May vary by venue, day of week or game start
13.1
BAR TABS
· Venues may elect to provide (3) $10 Bar Tabs or equivalent award per nightly games (2 for day games starting before 4pm)
13.2
TRIPS ON THE FLOP…..
· Our agreement with ALL venues is Shots are to be provided only to the player(s) at the table that are drinking alcohol and the dealer of that table only and only if the dealer is drinking alcohol. Other AA88 dealers at the venue have not been included in this agreement. This is a venue to player  appreciation negotiated in our agreement with the venues. If a drinking player doesn’t want their shot, it should not be given away to a non-drinking player. The intent is that the venue wants to reward players that are supporting the bar through alcohol sales, not to people who are not supporting the venue. 
· AA88 dealer will contribute $1000 in chips to the pot as a bonus.
14.0
VENUE CASH BONUS/PROMOTION GAMES
Bonus/Promotion games may vary by venue or by day/night 

· Promotion guidelines may change at any time always verify current Venue promotions and guidelines with venue/AA88 staff or the website
· All Venue Player Appreciation Bonus/Promotion games will be show up & sign up

· Any cert won at any game may be used, venue specific, for any Cash Bonus Game, 1st game only (Must be used within 7 days from winning). Each cert presented will add $250 in chips regardless of the actual cert value
· Player cards may add extra chips 
· Award guidelines vary by Venue (see specific venue info on the website /Venue folder for details)
· Regular Cash Bonus
· No minimum number of players
· Venue will add $1 per player for the 1st game only for the game award
· Premium Cash Bonus Games

· The Venue will specify the minimum number of players for the 1st game needed to pay a cash bonus
· 1st game defined as those players in the game or on the waiting list by ½ hour of scheduled start time
· The 1st game play list will be cut off when a maximum of 50 players have signed up

· Exception is for dealers that have showed up to play may be added to the end of the play list exceeding the 50 maximum

· 1st game Venue minimum is not met.

· Games revert to $10 Bar Tab/Equivalent

· Players may use other certs, Venue specific, presented (normal 7 day window)

14.1 Special AA88/Venue Tournament Guidelines

Any special venue or AA88 tournament, whether one time promotional, weekly or monthly promotional game will follow the same guidelines for consistency.

For a fair starting chip count for all players, the 1st (Special Promotional) game: 

· Player Cards/Venue Cards will not be signed for participation
· Player Card can not be used for extra chips
· Extra chip coupons can not be used

· Certs can not be used for extra starting chips

Subsequent games will allow AA88 Player Cards/Venue Cards validations and extra chip credits as appropriate. Also extra chip coupons will be allowed (if validated prior to the 1st promotional game). Extra certs will not be used.
