St. Gabriel the Archangel Poker Q) ournament Rules

Welcome to our charity event. By purchasing an entry in one of our tournaments, you agree to abide by our rules and procedures and you
are accepting our management to be the final authority on all matters relating to that game. We assume you are familiar with the game of
No Limit "Texas" Hold'em. The general tournament rules given below should be sufficient for most players. An additional 5-page appendix
to these rules based on industry-standard rules is available from the director upon request. It includes a detailed description of game play
for novices as well as advanced topics such as: chip race, the "dead button rule", miss-deals, improper bets and other unusual
circumstances. The appendices govern this event with the same force of the rules presented here.

Specific information for International Festival Tournaments, June 17-19, 2010
Registration for all tournaments begins 5 p.m. Thursday June 17.
Games held in tent subject to weather. Note Thrs-Sat rather than usual Fri-Sun. Note early start Saturday.

$30 Bounty Tournament $50 Freeze Out $75 Deep Stack
7 PM Thursday June 17 7 PM Friday June 18 6 PM Saturday June 19
(%20 prize pool, $5 bounty, $5 donation) | ($31 prize pool, $1 high hand, $8 donation) | ($39 prize pool, $1 high hand, $15 donation)
Start with $100 in chips Start with $100 in chips Start with $150 in chips
Win a $5 cash bonus for every player $1/person of prize pool $1/person of prize pool
you eliminate from the tournament. awarded to high hand of the night awarded to high hand of the night

Registration is limited to 80 players for each tournament, first come first serve. Keep your entry ticket with you throughout the tournament
and turn it in when you are eliminated. Number of players per table will be based on available facilities. Players should arrive 10 minutes

prior to the scheduled start time to draw for seating. Players arriving late must forfeit blinds as if they had been present but sitting out. We
will make every attempt to complete the tournament with only one player remaining however there is a time limit. The tournament will end
no later than 12 midnight. Proceeds benefit St. Gabriel the Archangel Parish. Indiana Charitable Gaming License #120886.

Blind Schedule Payout Schedule

Prize pool distributed as follows rounded to nearest dollar.

20 minutes per level - 10 minute break every 3 levels

vl ama] S B | [ ool o | SMall| Big PIa;gars 10-25 | 26-35 | 36-45 | 46-70 | 71-up
Blind |Blind Blind | Blind 1 50% | 45% | 40% | 35% | 34%

1 1 2 7 [ 315 [ 30 2" 30% | 25% | 24% | 20% | 19%

2 2 4 8 | a4 | 20 | 40 3" 20% | 18% | 16% | 15% | 13%

3 3 6 9 | 51 25 | 50 4: 12% | 10% | 10% | 9%

4 4 | 8 || 10 [10[ 50 [100 S 10% | 10% | 9%

5 | 1 5 10 | [11& [ +5 | +25 | +50 6" 10% 8%

6 | 2 | 10 | 20 || Up [ Add per Level 7" 8%

Thursday Night Bounty Rules

Each player will be given a special $5 cash bounty chip. This chip is not used during tournament play and should be kept off of the
table (in your pocket etc.) When you are eliminated from the tournament, you must give your bounty chip to the player who
eliminated you. You retain any other bounty chips you have collected. You may use these chips to play at our cash tables or
redeem them for $5 cash each. If more than one player remains in the hand in which you are eliminated, the highest hand which
eliminated you earns the bounty. In case of a draw, the winning player to your left earns the bounty.

Friday and Saturday High Hand Rules

Report any unusually high winning hands such as large full houses, four-of-a-kinds, or straight flushes to the tournament director
who will keep track of and announce the current highest hand of the evening. At least 1 hole card must play to qualify. The highest
winning hand of the evening will be awarded an additional prize of $1 per player in the tournament. Tied players participating in the
same hand will split the prize. Ties to previously reported hands do not qualify. The hand need not be called or go to the river but
you must show it to the tournament director to qualify.

General St. Gabriel Tournament Rules

1. The tournament director is to consider the best interest of the game and fairness as the top priority in the decision-making
process. Unusual circumstances can, on occasion, dictate that the technical interpretation of the rules be ignored in the interest
of fairness. The director's decision is final. The director will take into consideration special needs of disabled players especially in

assigning seats or moving players.

2. Players should behave in a civil manner and may not use foul or offensive language or make derogatory remarks about other
players. Violations of any rule can result in warnings, time out penalties of increasing length, or expulsion from the tournament
for serious or repeat offenses at the discretion of the director. Chips from a disqualified player are removed from play. Players
are expected to play to win and not to play in any way designed to deliberately benefit another player.

3. Players register for the tournament and buy-in for a fixed amount of money. Portions of the buy-in will go into a prize pool and
portions will go to benefit the announced charity. Buy-in amounts and prize pool percentages are shown above. The buy-in will
not be refunded unless the tournament is canceled. If fewer than 10 players register, the tournament will be canceled. Seats will
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St. Gabriel Poker Tournament Rules (continued)
be assigned randomly. The norm for this tournament is 8 players per table with 9 at the final table but may be adjusted to
accommodate facilities.

4. Players will each be given a quantity of tournament chips which are used to play no limit "Texas" hold’em. Although they are
referred to in dollar amounts, they have no cash value. Players may not purchase additional chips, may not give, sell, or loan
chips to other players. Players are entitled to a clear view of an opponent’s chips with higher denomination chips clearly visible.
Players should make reasonable efforts to keep their chips organized to facilitate easy counting. Chips cannot be in pockets or
deliberately off the table at any time. Violation results in forfeited chips removed from play. Cards must be kept in full view.

5. When a player looses all chips, they are eliminated from the tournament and should leave the table. Play continues until only one
player remains. The top finishing players win cash according to the above prize payment schedule. If more than one player is
eliminated in the same hand then the chip totals prior to the hand will be used to determine finishing position. If multiple
eliminated players have identical chip totals then the prize money of their finishing positions will be combined and split equally.

6. Players may agree to end the tournament early and split the prize pool along some mutually agreeable terms. Such early ending
must be unanimous among all remaining players. Additionally, in the event of a time constraint, the director may terminate the
event and prizes will be distributed according to current chip totals. Side wagering is discouraged and we will not enforce any
such propositions. Players may NOT split individual pots by agreement.

7. As players are eliminated, the director will reassign players to balance the tables and will eliminate tables as necessary in a
predetermined order. When a player is moved, the player due for the big blind will be automatically selected to move, and will
be given the empty seat earliest due for the big blind. Moved players assume the rights and responsibilities of the new position.
They can get the big blind, the small blind, or the button. The only place they cannot get a hand is between the small blind and
the button in which case they sit out one hand until the button passes. When players are eliminated or moved to another
table we will use the dead button rule. Note St. Gabriel tournaments prior to 2007 used a moving button rule.

9. A 10 minute break occurs every 3 levels. You may sit out at any time but blinds and antes due will be posted in your absence.
Cards will be dealt to absent players however the player must be at the table when they are due to act or their hand is killed.
You must be at the table to call time. Once a reasonable amount of time has passed, opponents may call for the clock and the
player will be given one minute to make a decision. There will be a 10-second countdown as the minutes expires. If a player has
not acted by then, the hand will be dead.

10. When the third-place player is eliminated and only two players remain in the tournament, the player due to place the big blind
will do so, and the small blind will be the dealer. The small blind player will act first prior to the flop and second after the flop.
The deal then alternates with the dealer always placing the small blind. When only two players remain, a 30 minute clock will
start. If no winner has been determined within 30 minutes of heads-up play then showdown play will begin. In showdown mode,
both remaining players are forced to bet all-in on every hand until a winner is achieved.

11. Blinds and antes will increase at timed intervals according to the schedule above. When time expires in a level, the new limits
apply to the next hand. A hand has begun with the first riffle of the cards. When chips are colored-up, they will be raced off with
a maximum of 1 chip going to any player. A player cannot be raced out of a tournament. Such players who lose the race will be
given 1 chip of the smallest denomination still in play. Tournament director may opt to round up chips without a race.

12. Check-raising is permitted. Verbal declarations in turn are binding. Action out of turn may be binding. A player who bets or calls
by releasing chips into the pot is bound by that action and must make the amount correct. String bets are prohibited. By stating
the word "raise”, a player protects his right to raise, but the raise must be made in one additional motion unless he states the
amount. If a player puts in a raise of 50 percent or more of the previous bet, he will be required to make a full raise. The raise
will be exactly the minimum raise allowed. Less than a full raise does not reopen the betting to a player who already has acted.
An oversized chip thrown before the flop is a call; after the flop, an oversized chip by the initial bettor put in the pot will constitute
the size of the bet. If a player states raise and throws in an oversized chip, the raise will be the size of that chip.

13. Players, whether in the hand or not, may not discuss the hands until the action is complete. Verbally disclosing the contents of
your hand or advising a player how to play a hand, discussion of discarded or hand possibilities is not allowed. Such violations
may result in a penalty. A player who exposes his cards during the play may incur a penalty, but will not have his hand killed.

14. Unless all other players have mucked their cards, you must show both of your cards to win any portion of a pot even if one of
the cards was not used in a hand. Cards speak for themselves. All cards will be turned face up once a player is all in and all
action is complete. Verbal declarations as to the content of a player's hand are not binding; however at management's
discretion, any player deliberately miscalling his hand may be penalized and may result in forfeiture of the pot. No rabbit hunting
is allowed. 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. You may request exposure of any hole cards that were live at showdown although the practice is discouraged.

15. The one-player-to-a-hand rule will be enforced. The English-only rule will be enforced during the play of hands.

16. If non-playing dealers are not available, players will have to deal for themselves. The pack must be shuffled before the cards
are dealt. The deck must be riffled a minimum of four times. After shuffling, the dealer should offer the player on his right an
opportunity to cut the cards however the player may refuse to cut. If cut, the cut must leave a minimum of four cards in each
portion. If cut is refused, the dealer himself should cut to protect the bottom of the deck. A cut card will be provided to protect
the bottom card. Any complaint about the shuffle, cut, or other preparation connected with dealing must be made before the
player has looked at his hand or betting action has started. Dealers must burn a card prior to the flop, turn, and river. Deal the
board only when needed. Do not pre-deal and then reveal the flop, turn, or river.

Rules Revised June 2, 2010



Appendices to St. Gabriel the Archangel Poker Q) ournament Rules

Given that most of the people who participate in our tournaments are well aware of the standard procedures for playing no limit
hold'em we felt it unnecessary to give basic details about the game in our distributed rule sheets. However some players may be
unfamiliar with the details and would want a written explanation. In addition there are a number of highly technical rules which are only
rarely applied, but have been put in writing here so as to avoid disputes. Rather than distribute a five page document to everyone who
registers, we have put the most important tournament rules and St. Gabriel specific procedures into our tournament rules handout page.
We have then provided this lengthier document which includes a detailed description of game play for novices, explanation of the
procedures for conducting a chip race, explanation of the "dead button rule" and dealing with other unusual circumstances such as
missdeals, exposed cards, and other rarely encountered mistakes and circumstances.

These appendices govern our events with the same force as our other rule sheet.

All of our rules have been developed based on standardized rules from the Poker Tournament Directors Association version 4 and
Roberts Rules of Poker version 7. Although our rules are only a subset of those standard rules and have been reworded in many
instances, we believe they provide an equitable, clear, and concise set of rules which embody the spirit of those standardized rules.

Appendix A). Rules for No Limit Hold'em
Note: If you're already familiar with the game you may not need to read this section.

1. No-limit hold'em is a variation of 7 card stud. Players receive two down cards as their personal hand (hole cards), after which
there is a round of betting. Three community board cards are turned simultaneously (called the “flop”) and another round of
betting occurs. The next two community board cards are turned one at a time, with a round of betting after each card. The 4th
community card is called "the turn" and the fifth card is called "the river". Before dealing the flop, the turn, and the river cards,
the dealer should burn a card... that is lay the top card of the deck aside face down. The board cards are community cards which
are shared by all players. A player may use any five-card combination from among the board and personal cards. A player may
even use all of the board cards and no personal cards to form a hand (play the board). When playing the board you must
declare so before you throw your cards away. Otherwise, you relinquish all claim to the pot. The standard order of poker hands
will be used. A disk called a "dealer button" marks the position of the dealer. The deal rotates clockwise.

2. Since only 5 cards will be used to determine the winning hand, it is common for two or more players to have identical hands. In
such case the pot is split equally. An odd chip will be broken down to the smallest unit used in the game. Each side pot will be
split as a separate pot, not mixed together before they are split. No player may receive more than one odd chip. The first hand
clockwise from the button gets the odd chip.

3. Prior to dealing a hand, each player may be required to place an ante into the pot. Additionally the two players to the left of the
dealer must post a forced bet called a "blind". The player to the immediate left of the dealer posts the "small blind" (SB) bet of a
predetermined amount and the next player posts the "big blind" (BB) that is typically twice that amount. Throughout the
tournament, blinds and antes will be increased at regular intervals. The initial amount of antes and blinds and the schedule of
increases will be announced prior to the tournament. When the third-place player is eliminated and only two players remain in
the tournament, the player due to place the BB will do so, and the SB will be the dealer. The SB player will act first prior to the
flop and second after the flop. The deals then alternates with the dealer always placing the SB.

4. For the first round of betting of each hand (before the flop), betting begins with the player to the left of the BB. The player may
fold, call the BB bet or raise the BB. Betting continues to the left. When you post the BB, it serves as your opening bet. When it
is your next turn to act, you have the option to raise even if no other players have raised. This option to raise is retained if
someone goes all-in with a wager of less than the minimum raise. If there are no raises, the player who posted the BB also has
the option to check.

5. Before the flop, the BB player acts last however betting for the 2nd, 3rd, & 4th rounds (after the flop) begins with the first player
left of the dealer and concludes with the dealer. Players may check or bet. Rapping the table with your hand indicates that you
check. Once a bet has been placed you may fold, call, or raise.

6. There is no maximum bet or raise except the amount of chips you have available. There is no limit to the number of raises or re-
raises as long as you have chips left. The minimum bet or raise for each round is the BB amount or the amount of the previous
raise. For example the BB is $2. The next player can fold, call $2, or raise $2 or more. Assume they raise to $10. All
subsequent raises on that round of betting must be at least $8 (the amount of the raise). The next player can fold, or call $10, or
raise an additional $8 or more. Betting continues until all bets and raises are called or until all but one player folds. On the next
round of betting, the minimum bet returns once again to the BB amount.

7. A player cannot be forced to fold a hand because they have insufficient chips to call a bet. A player may bet or call "all-in". This
means they have bet all of their remaining chips. Once declared all-in, a player may only win as much as is in the pot currently
plus the bets and calls less than or equal to their all-in amount. They may not win bets or raises of other players in excess of the
all-in bet. Procedures for handling all-in bets are described in the next section.

. A player may check-raise, that is, initially check and then after the pot is opened by another player’s bet he may raise the bet.

. To facilitate the handling of complicated bets, raises, multiple re-raises and all-in bets, during betting each player should place
blinds, bets and raises directly in front of them and not in the center pot. Only after each round of betting is complete, should
chips be gathered into the center. Antes if any are always placed in the center. Players should announce the amount of their bet

or raise by declaring the amount they are raising to or the amount they are raising by. For example say "l am raising to $10" or
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Appendices to St. Gabriel the Archangel Poker Rules (continued)

"l am raising $8". Do not say " | am calling $2 and raising $8". Such a bet is called a "string bet" and is illegal because it
potentially allows you to judge the reaction to your call before saying how much you will raise. Once you say "call" or "raise" you
are committed to do so. See additional information on betting in later sections.

10. After all bets of the last round are called, players show their hole cards (showdown) to determine the winner. 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. In order to speed up
the game, a player holding a probable winner is encouraged to show the hand without delay. If there are one or more side pots
(because someone is all-in), players are asked to aid in determining the pot winner by not showing their cards until a pot they
are in is being settled. If there is a side pot, the winner of that pot should be decided before the main pot is awarded. If there are
multiple side pots, they are decided and awarded by having the pot with the players starting the deal with the greatest number of
chips settled first, and so forth.

11. If a player throws away (mucks) his hole cards then his hand is dead. If a non-all-in player reveals their hole cards before the
end of a hand they may not bet or call any additional bets however their hand is only dead if there are no further bets. See
additional information about dead hands in later sections.

Procedures and Examples for Handling All-In Bets

1. All-In Bets When All but Two Players Have Folded: If a player bets or raises all-in, the opponent may fold or call but may not
raise. If a player calls a bet by betting all-in, the opponent's bet is reduced to match the amount of the all-in call.

2. All-In Bets When Three or More Players Have Not Yet Folded: If more then one player who is not all-in remains in a hand,
betting and raising may continue among non-all-in players but the all-in player may not win these excess amounts. For
example: Assume $50 is already in a pot. Adam bets $5, Bob raises to $30, Chuck has only $10 left and calls all-in, Dave calls
$30, Adam folds and betting concludes. Players should put Adam's $5 and Chuck's $10 into the main pot. Also $10 from Bob's
bet and $10 from Dave's bet go in the main pot. The main pot total is now $85. The remaining $20 each from Bob & Dave are
collected in a $40 side pot. Bob and Dave may continue to bet in other rounds and those bets go in the side pot. When the final
round is over, the cards are revealed. If either Bob or Dave has high hand, he wins both pots. If Chuck has high hand, he wins
only the $85 main pot. Then Bob’s and Dave's hands are compared for 2nd best hand and one of them wins only the side pot
(or they split it if they tie).

3. If multiple players go all-in at different amounts, it is possible to have multiple side pots. The above procedure is used, beginning
with the smallest all-in bet and progressing to larger bets.

4. If only one non-all-in player remains in a hand, betting stops. All players reveal their cards immediately and then any remaining
community cards are dealt. The winner or winners are then determined.

Appendix B). Rules for Coloring Up Chips and Chip Races
This section and remaining sections cover advanced topics and rare circumstances which may not be of interest to the
average player.

1. As players are eliminated from the tournament the average chip stack will increase greatly. As blinds, antes, and minimum bets
increase, there is no need for lower denomination chips. Tournament staff will periodically assist players in keeping their chip
stacks of a manageable size by cashing in some of their lower denomination chips for larger denomination chips. This is known
as "coloring up".

2. When the lowest denomination chips are no longer used, they will all be colored up and completely removed from the table. All
lower-denomination chips that are of sufficient quantity for a new chip will be changed up directly. The procedure for dealing with
odd numbers of chips which cannot be cashed in for a larger denomination is known as a "chip race". At the director's discretion
odd chips may simply be rounded up rather than taking time to conduct a chip race.

3. A chip race is conducted on a table by table basis by the tournament director or an assistant as follows...

a). The number of odd chips at the table is totaled and rounded up to the next size denomination. That total is divided by the
denomination of the next larger chip and that determines the number of larger chips which are available in the race.

b). One card is dealt to a player for each odd chip possessed. Cards are dealt clockwise starting with the 1-seat, with each
player receiving all cards before any cards are dealt to the next player. The player with the highest card by suit gets one larger
chip, the second-highest card gets to exchange for the next chip, and so forth, until available larger chips have all been
awarded. At most one chip is awarded to each player with some players possibly receiving no chips in exchange for their odd
chips. The odd chips are removed from play. Ties are broken by suit in the following order from lowest to highest: clubs,
diamonds, hearts & spades (alphabetical)

c). A player may not be eliminated from the event by the chip-change process. If a player has no chips after the race has been
held, he will be given a chip of the higher denomination before anyone else is awarded a chip.

Appendix C). Explanation of "Dead Button" versus "Moving Button" Rules

1. When a player is eliminated from the tournament and is sitting in a blind posting position, there is a choice of methods for
equitably dealing with who will post the blinds on subsequent hands. Ideally on each round every player must get an opportunity
for the button, and meet the total amount of the blind obligations. The two standard methods of dealing with this situation are
known as "moving button" and "dead button”. Each has its pros and cons.
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Appendices to St. Gabriel the Archangel Poker Rules (continued)

a). Moving button — The button always moves forward to the next player and the blinds adjust accordingly. This ensures that no
player has the advantage of the button on consecutive hands. The advantage is the button always acts last after the flop, turn,
and river. Some implementations of this rule result in players being forgiven a blind on occasion. This method was used by St.
Gabiriel prior to 2007 and is still used by many online card rooms. In other implementations there may be more than one BB in a
given hand.

b). Dead button — The BB is posted by the player due for it, and the SB and button are positioned accordingly, even if this means
the SB or the button is placed in front of an empty seat, giving the same player the privilege of last action on consecutive hands.
This method is in widespread use and is now in effect for all of our tournaments.

2. The dead button rule is implemented as follows: If a player is eliminated and not replaced by a player from another table...

a). ... and they had posted the SB then the button moves to their now empty seat. The player who was the BB now posts the SB
and the player to his left posts the BB. Since the button is now located at an empty seat, the player who was the button will act
last again as if they had the button twice.

b). ... and they had posted the BB then the button moves to the player who was the SB and the player to the left of the
eliminated BB posts the BB. There is no SB for that hand. On the following deal, the button moves to the now empty seat (the
seat vacated by the eliminated BB player) and the two players to the left post the normal blinds. Since the button is now located
at an empty seat, the player who was the original SB will act last again as if they had the button twice.

c). ... and if both blinds bust out then the same player will be the button three hands in a row. The button moves to the now
empty seat (the seat vacated by the SB player) and the player to the left of the eliminated BB posts the BB. There is no SB for
that hand. On the following deal, the button moves to the next empty seat (the seat vacated by the BB player) and the two
players to the left post the normal blinds.

Appendix D). Missdeals and other mistakes
Handling Mistakes

1. The proper time to draw attention to an error or irregularity is when it occurs or is first noticed. Any delay may affect the ruling.
Any player, dealer, or floorperson who sees an incorrect amount of chips put into the pot, an incorrectly awarded a pot or other
errors, has an ethical obligation to point out the error. Please help keep mistakes of this nature to a minimum.

2. 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 result of a deal must stand. The first riffle of the shuffle marks the start for a deal.

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

Additional Betting Rules and Betting Errors

1. In general it is the player's responsibility to be aware of what other players have done ahead of them and must take care to only
act in turn and to act in accord with previous bets. Deliberately acting out of turn will not be tolerated. A player who checks out
of turn may not bet or raise when it becomes their turn to act. An action or verbal declaration out of turn may be ruled binding if
there is no bet, call, or raise by an intervening player acting after the infraction has been committed. A player who has called out
of turn may not change his wager to a raise under any circumstances.

2. A player who bets or calls by releasing chips into the pot is bound by that action and must make the amount of the wager correct.
All wagers and calls of an improperly low amount must be brought up to proper size if the error is discovered before the betting
round has been completed. Putting a full bet plus a half-bet or more into the pot is considered to be the same as announcing a
raise, and the raise must be completed. (This does not apply in the use of a single chip of greater value.)

3. If the BB does not have sufficient chips to post the required amount, anyone who enters the pot is required to enter for the
minimum bet (unless going all-in for a lesser sum). Unlike limit poker, the minimum bet remains the same amount on all betting
rounds. If a player goes all-in for an amount that is less than the minimum, a player who wishes to raise must raise at least the
amount of the minimum. For example, if the BB and minimum are $100, and a player goes all-in on the flop for $20, a raise must
be to at least a total of $120.

4. All raises must be equal to or greater than the size of the previous bet or raise on that betting round, except for an all-in wager. A
player who has already acted and is not facing a fullsize wager may not subsequently raise an all-in bet that is less than the
minimum bet, or less than the full size of the last bet or raise.

5. Multiple all-in wagers, each of an amount too small to qualify as a raise, still act as a raise and reopen the betting if the resulting
wager size to a player qualifies as a raise. Example: Player A bets $100 and Player B raises $100 more, making the total bet
$200. If Player C goes all in for less than $300 total (not a full $100 raise), and Player A calls, then Player B has no option to
raise again, because he wasn'’t fully raised. (Player A could have raised, because Player B raised.)

6. 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. If a call is short due to a counting error, the amount must be corrected.

7. A player who declares all in and loses the pot, then discovers that one or more chips were hidden, is not entitled to benefit from
this. That player is eliminated from the tournament if the opponent had sufficient chips to cover the hidden ones. If another deal
has not yet started, the director may rule the chips belong to the opponent who won that pot, if that obviously would have
happened with the chips out in plain view. If the next deal has started, the discovered chips are removed from the tournament.

8. If a player lacks sufficient chips for a blind or ante they are automatically all-in for that amount. If such a player wins he does not

need to make up the blind or ante.
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Appendices to St. Gabriel the Archangel Poker Rules (continued)

ssdeals, Exposed Cards and Other Dealer Errors

Once action begins, a misdeal cannot be called. The deal will be played, and no money will be returned to any player whose
hand is fouled. Action is considered to occur when two players after the blinds have acted on their hands.

The following circumstances cause a misdeal, provided attention is called to the error before two players have acted on their
hands.

a). The first or second card of the hand has been dealt faceup or exposed through dealer error.

b). Two or more cards have been exposed by the dealer.

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

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

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

f). Any card has been dealt out of the proper sequence (except an exposed card may be replaced by the burn card).

g). The button was out of position.

h). The first card was dealt to the wrong position.

i). 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. This player must be present at the table or have posted a blind or ante.

. 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.
. 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 the first or second hole card dealt is exposed, a misdeal results. The dealer will retrieve the card, reshuffle, and recut the cards.

If any other hole card is exposed due to a dealer error, the deal continues. 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 redeal.

. 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.

. If the flop contains too many cards, it must be redealt. (This applies even if it were possible to know which card was the extra

one.) If the flop needs to be redealt for any reason, 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 before dealing the flop, the dealer failed to burn a card, or burned two cards, the error should be rectified by using the proper
burn card and flop, if no board cards were exposed. The deck must be reshuffled if any board cards were exposed.

. If the dealer fails to burn a card or burns more than one card, the error should be corrected if discovered before betting action
has started for that round. Once action has been taken on a board card, the card must stand. Whether the error is able to be
corrected or not, subsequent cards dealt should be those that would have come if no error had occurred. For example, if two
cards were burned, one of the cards should be put back on the deck and used for the burn card on the next round. If there was
no betting on a round because a player was all-in, the error should be corrected if discovered before the pot has been awarded.

If the dealer burns and turns before a betting round is complete, the card(s) may not be used, even if all subsequent players
elect to fold. Nobody has an option of accepting or rejecting the card. The betting is then completed, and the error rectified in the
prescribed manner for that situation.

A dealing error for the fourth board card is rectified in a manner to least influence the identity of the board cards that would have
been used without the error. The dealer burns and deals 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 deals 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 fails to burn a card or burns more than one card, the error should be corrected if discovered before betting action
has started for that round. Once action has been taken on a board card, the card must stand. Whether the error is able to be
corrected or not, subsequent cards dealt should be those that would have come if no error had occurred. For example, if two
cards were burned, one of the cards should be put back on the deck and used for the burn card on the next round. On the last
round, if there was no betting because a player was all-in, the error should be corrected if discovered before the pot has been
awarded, provided the deck stub, board cards, and burn cards are all sufficiently intact to determine the proper replacement
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.

. If the deck stub gets fouled for some reason, such as the dealer believing the deal is over and dropping the deck, the deal must
still be played out, and the deck reconstituted in as fair a way as possible.

. Show one, show all. Players are entitled to receive equal access to information about the contents of another player’s hand.
After a deal, if cards are shown to another player, every player at the table has a right to see those cards. Any player who has
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been dealt in may request to see any hand that was eligible to participate in the showdown, even if the opponent's hand or the
winning hand has been mucked. However, this discouraged and it is a privilege that may be revoked if abused. 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. During a deal, cards that were shown to an active player who might
have a further wagering decision on that betting round must immediately be shown to all the other players. If the player who saw
the cards is not involved in the deal, or cannot use the information in wagering, the information should be withheld until the
betting is over, so it does not affect the normal outcome of the deal. Cards shown to a person who has no more wagering
decisions on that betting round, but might use the information on a later 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. The shown cards are treated as given in the preceding part of this rule.

Problems with the Deck or Button

1. A card discovered faceup in the deck (boxed card) will be treated as a meaningless scrap of paper. A card being treated as a
scrap of paper will be replaced by the next card below it in the deck, 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 faceup in the deck will be
replaced after all other cards are dealt for that round.

2. 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 it is treated as a scrap of paper and all action stands.

3. 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 except as follows: A player who knows the deck is defective has an obligation to point this out. If such a player
instead tries to win a pot by taking aggressive action (trying for a freeroll), the player may lose the right to a refund, and the chips
may be required to stay in the pot for the next deal. If there is extra money in the pot on a deal as a result of forfeited money
from the previous deal (as per this rule), or some similar reason, only a player dealt in on the previous deal is entitled to a hand.

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

5. A joker that appears in a game is treated as a scrap of paper. 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 earlier 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.

6. 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 in a manner that gives every player one chance for each position on the round (if possible).

Dead Hands

1. If you drop any cards out of your hand onto the floor, you must still play them.

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

3. Your hand is declared dead if:

a). You fold or announce that you are folding when facing a bet or a raise.

b). You throw your hand away in a forward motion causing another player to act behind you (even if not facing a bet).
¢). Your hand does not contain the proper number of cards.

d). You act on a hand with a joker as a hole card.

e). You have the clock on you when facing a bet or raise and exceed the specified time limit.

2. Cards thrown into the muck may be ruled dead. However, a hand that is clearly identifiable may be retrieved and ruled live at
management’s discretion if doing so is in the best interest of the game. We will make an extra effort to rule a hand retrievable if it
was folded as a result of incorrect information given to the player.

3. Cards thrown into another player’s hand are dead, whether they are faceup or facedown.
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