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Congratulations on the purchase of (L STRIP POKER. This progtam was
developea by 5CC for the Sinclair gL and we hope that you enjoy it. Denise,
your charming opponent, is already waiting for you...

Please read tne following instryctions carefully. They explain the rules of
Poker ana will help you avold any problems with the progranm,

Faring a backup copy

betore playlng the game, 1t 1s essential to Make a backup Copy oi the
cartrioge. You GO this in the usual way described in the 'GL User Guide'
ueirg the SuperBASIC commanc COPY. The progras must always be loadsd from
e backup cartrioge,

loaaing QL STRIP POKER

reset toe (L ana place the backuy. cartridge in arive one & the master
foriginal} cartridge in drive two. Press F1 or F2 and the program will load

ard start actomatically, first checking that the master certridge is present
i one of the arives. '

tfrer a short incroductidn, you will ‘e asked whether you have a celsur or a
sonochrome oisplay. QL STRIP POKER then converts the program graphics to
tuit the configuration. If you have a choice, use the mongchrome display -
nere the full graphic capabilities cf the QL are used.

Tre progran will fun on a standard 128K machine and on machines with memory
expansion firtee. Make sure that there are no other programs present when
Fou koot the game. Some ROM cattridges may need to be remOved if they cause
poblems when loaalng. -

Fiaying QL strip Poker

fenise woulc like to play poker with you - accoraing to the ysual 'Draw
koker' rules described below. You both get £200 stake monay. ‘lhe game
continues for several rounds until one of the players has lost all his or
ter stake momey. And then..? Well, in this case the player must exchange
& article of clothing for another £200 in order to stay in the game.

fenise will always obey this rule and you should go the same, to be fair. S0
1f someope tinos you in a state of undress playing cards with your computer,
tmis 15 just a sign of your fairmintedness....

Ixzw Poker is playea with a pack of 52 cards ratea in the fgllowing order:

Ace (A}, King (K), Queen ({), Jack (J), 10, 9, 8, 7, 6, &, 4, 3, 2.
In a few situations, the suit has to be taken into account and nere the
cgoer 15 Spages (highest), bearts, Diamonds and Clubs,

Both players are dealt five cards at the beginning of eath game. The aim 1s

e achieve a winninhg combination of cards, These are described below, with
e highest value combination first.
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1. Strawght Flush

Five cards of the same sult in a continuous sequence, €.g.

If you ang Denise each have a straight flush, the value of the highest card
decides the winning combinatien. 1f this too is the same, the suit with the
higher valle Geciges the winner.

The Ace may bDe usea as both tl:'re lowest and the highest card in tiwe sequence.,

Z, Four of a Kinc

This cambination consists of four cards of the sam: value and another, e.q.

it both players nave four of a2 king, the one with the higher value wins.
3. Full Bouse

Three caros of rre same value and two cards of the same value arz cailed a
Fu!l House. If both you and Denise have a Full House, the value of the
tripiet dGecides the winner. .

4. Flush

All five cards nust be from the same suit (Spades, Hearts, Diamonds or
Clubs}. In case you and Denise have a Flush, the higher suit decides, If
botn Flushes are from the same suit, the value of the highest card decides
the winner.

5. Straight

A Straight is a continuous sequence of cards which may be from different
Sults, €.9.:
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It there are two Straights, the value of the highest card decides the
winner,

6. Three of a Kind
Three caras of the same value¥¥nd two other cards.

1f you and Denise both hold Three of a Kind, the one with the higher cards
in the triplet wins.

7. Two Pairs

Two Falrs consists of two doublets and ancther card, e.g.:

‘t both players holc two pairs, the value of the cards in the higher pair,

tren the value in the lower pair and finaliy the value of the fifth cacd
decices the winner.

g. One vair

s
@
c

or the same value and three ctiwer cards, e€.g.:

If voth .iayers have a pair of cards of che same value, the fourth ana
subsequent caros cecide the winner,

.

in the event thai you and Denise hold none of the combinations listed above,
the highest cara hela decides the winner.

At the beginning of the game, you and Denise must pay £10 into the pot.
After Lhat you are both deait five random cards. You take turns with Denise
aeciding whether to ante up or pass - this depends of course on the contents
of your hand! Use the cursor keys or the Joystick toc select one of these
alteTnatives from the menu at the vop left hand sice of the screen. If you
aeclie to ante up, you must pay a further ES5 into the pot.

You should risk your money and ante up if you hold one of the card
combinat ons listed above or feel that you have a good chance of achieving
one. You are able to excharge up to three cards in your hand for three new

@nes - £C you may be able to fill a straight or add a third card to a
pair....

Shuila Denise aecloe Lo (as$, you collect all tle money in the pot. 1f you
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pass, Denise g¢ollects.

1f you and Denise both ante up in the first stage of the game, you can
exchange up tc three cards for new qnes. A small pointer appeacs at the
left-nand cara which you cart move akong with the joystick or cursor keys.
You select the card with the space har 4r fire button. The ¢ard you have
selected 1s then turned ewver. If you coange your mind, you can reverse the
card again with another Xey stroke. Whon you have made your final
selection, you move the pojnteér to either side of the screen ana a READY
Indicator is activated ay, the top left-i:and corner of the screen.  Pressing
the joystick button (or gpace)’ will end the selection. Actually, it is not
an exchange but-a buy of .caryis because you. have to pay £5 for every card you
change. If you think yous e\us:m; hara 1s good encugh - or you want Denise
to think you have a good‘th; “you dion‘t meed to change any cards.

Now the second etage of the gm begms When you have evaluat:ed Your new
combination of cards, you &ag RRISE (nsk additional money}, HOLD (match

Denise's stake) or PASS (q_;vq up’} Yuu can also WAIT and let Denise choose
first. ‘

In following rounds you Qaise agam, Bold or Pass. In every round
Denise lets you know whr.t.g;r She 'is yisking more money or passing. This
continues until one player ;w..ss*s. or both players declae not to stake any
more money. In this caue, [hpise's cards are aisplayed on the screen, She
then evaluates your carcs a-j,lets you know who has won. 7he winner gets
all the money in the pot anq a 'beb gam: stacts.

The game is limited to three ro.mds of ber,ung, at the end of which the
cams are compared and e\'al!..itﬁ:!. .

Hlnts and Tips
Often the chance of improving a bad cara combination by exchanging caras is
over-estimatea. If you have bad cards at the beginning, you should pass
rather than risk your money.
You may tealise that Denise is no novice at the game of poker. It is said
that she knows all the tricks and has already won many games Just
bluffirg...
She will 1mprove as she progresses and she has already managed to strip
quite a lot of opperents, So be warned!

Copyright (C) Stefan Schmiat (SCC} 1987
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