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Training Objectives

The overall goal for the instructions is to introduce the
game of Big Two to the learners so that they can play one
game at the end of the lesson with minimal guidance. The
aims of the instructions are as follows:

1. Tointroduce the rules and regulations of Big

Two to the learners.

At the end of the lesson, every learner must be
able to recall the rules and regulations of the
games clearly.

To introduce the rankings of one-card hand, two-
card hand and five-card hand to the learners.

Every learner must be able to identify the types
of hands to play and to differentiate the ranking
orders of all types of hands and suits in the game.

To introduce the basic steps to start and complete
one round in the game.

Every learner must be able to start a game,
continue a round, pass a turn and play a correct
hand accordingly without any prompting from
other players.

To introduce the conditions to end a game.

Every learner must be able to identify the
situation to end a game and the situation to
“guard” an opposing player without prompting
from other players.

For the Instructor

Using The Instructor’'s Manual

The left side of this manual is identical to the
Beginner’s Guide which allows the instructor to
make references to the Beginner’s Guide with ease.

In the right margin there are four types of “teaching
helps” that are listed and color coded as follows:

1. Objective: The objective of the section is found
here. This can be useful in guiding the instructor
towards the goals.

2. Activities: The instructional activities
pertaining to the section are stated here.

3. Instructor Notes: Clarification notes for the
instructor.

4. Competency Suggestions: Suggestions
that the instructor may find useful in
evaluating the learners’ understanding of the
concepts is located he
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Setting

The lesson is to be conducted in a room that can
accommodate one table. The table is preferably square
with four chairs. The instructor is to ensure that a deck of
face cards are available throughout the lesson. The
maximum number of learners per lesson is four to allow
for closer supervision and attention provided by the
instructor.

The learners will be seated at a table. The instructor may
promote social interaction during the lesson and
subsequent games. Every learner will receive a Big Two
Beginner's Guide at the end of the instruction.



Introduction

Big Two is an immensely popular game in Chinese-
populated regions, especially in areas like Hong Kong,
Taiwan, Singapore and urban cities in China. Despite
international popularity, the game remains relatively
unknown in the United States.

Big Two received its name because two is the highest
ranking card.

The primary objective of Big Two is to be the first player
to discard all the cards.

Playing Big Two is an effective way to relieve stress and
experience cross-cultural interaction.

For the Instructor

Objective:

For learners to understand the background and tl@eaf
winning Big Two, experience stress reduction arjdyen
cross-cultural interaction.

Activities:

1.Explain why the game is called Big Two.

2.Introduce the objective of the game.

3.Explain the reason for its popularity.

4.Highlight the potential entertainment that one danve
from the game in a group setting.

Instructor Notes:

This section is intended to provide an introductgujde to
beginners who have no prior knowledge to the game.
Depending on your group of learners, you may wisskip
this section, add more to it for greater understamcr
simply follow the guidelines. This will providegm a
brief description on the rules and regulationshef game.



Ranking the Suits

To play the game, one standard deck of 52 cards is
necessary for every four players. Four players are needed
to play the game. A deck of cards comprises of the
following four suits. The ranking order is as follows:

Diamonds (lowest ranking)
Clubs §

Hearts ©

Spades a (highest ranking)

Each suit contains 13 cards that are ranked lowest to
highest as follows:

Three, Four, Five, Six, Seven, Eight, Nine, Ten, Jack,
Queen, King, Ace, Two.

Thus, the lowest ranking card in the gam@ &f
Diamonds and the highest ranking cardZz®f Spades

Example 1:

3 of Spades is greater than 3 of Diamonds.

Example 2:

Queen of Hearts is greater than 10 of Spades.

For the Instructor

Objective:

1. Learners understand the ranking orders of suits and
cards.

2. Learners can identify the ranking orders betweem tw
cards.

Activities:

1.Introduce the underlying principles of Big Two tlzaie
common in the game of Poker (if the learners have
prior knowledge of Poker.)

2.Instruct the learners on the ranking order of thitss

Instructor Notes:

This is essential to the learners’ understandint®f
game. Be sure to give them enough practices taensu
competency.

Competency Suggestion:

Select a few cards from each suit and have thedesr
identify and rank them. Another suggestion wouldde
ask the learners to each put down a Spade, Hdak, C
etc. Competency of this principle is the abilityctarrectly
place the order of suits with little or no thought.



Ranking the Suits (continued)
Example 3:

2 of Diamonds is greater than Ace of Spades.

Example 4:

2 of Spades is greater than 2 of Diamonds.



Types of Hands

A play consists of placing one or multiple cards from
your hand, face up, in the center of the table. There are
three types of hands, one-card hand, two-card hand, and
five-card hand.

One-Card Hand
A one-cardhand is a single card from any suit, much like
the name indicates.

Two-Card Hand
A two-card hand consists of any two cards with the same
number or value.

In cases where two-card hands are identical, then the
hand consisting of the largest suit, i.e. Spade, will be
greater.

Example 1:

3 of Spades & 3 of Diamonds is greater than
3 of Hearts & 3 of Clubs.

For the Instructor

Objective:

1. Learners understand the different types of hands.

2. Learners able to identify the ranking orders fartea
type of hand.

Activities:

1.Introduce the concept of one-card, two-card anel fiv
card hands.

2.Introduce the ranking orders of each type of hands.

3.Using examples from the booklet and draw cards from
a deck, explaining the method to compare the rankin
orders of two similar hands.

Instructor Notes:

Types of Hands Again this section is very important as
to the success of the game. The learner needsablé¢o
recognize these hands with little or no thought.

One & Two-Card HandsFhese sections of the
instruction are as important as the previous sestio
however, the learners won't need as much praatice i
order to understand them well. In many cases, these
sections will likely be a review, or can be skipmeetr if
you feel the students are competent with the cdscep

Competency Suggestion:

Types of Hands Select an example from a one-card, two-
card, and five-card hand and quiz your learners’
understanding of these concepts. This can be
accomplished by asking them to demonstrate a twi-ca
hand, one-card hand, etc.

One & Two-Card HandsSelect a few examples from the
One-Card Hand and Two-Card Hand sections and quiz
the learners as to their understanding of theseegis.
Move on when they are able to quick recognitiobath
one-card and two-card hands.




Types of Hands (continued)

Two-Card Hand (continued)
Example 2:

Queen of Hearts & Queen of Clubs is greater than
10 of Spades & 10 of Clubs.

Example 3:

2 of Hearts & 2 of Diamonds is greater than
Ace of Spades & Ace of Diamonds.



Types of Hands (continued)

Five-Card Hands

There are five different types fife-card hands These
hands are listed here in order from lowest to highest with
examples shown on pages 10 through 17:

Straight (lowest rank)
Flush

Full House

Four-Of-A-Kind

Straight Flush (highest rank)

Straight

A Straight is a series of five cards in sequential order.
The cards can have different suits. When comparing two
Straight hands, thending cardin each Straight is used

to determine the greater hand.

To classify a five-card hand as a Straight, the cards in
sequence must be within the range as shown below. The
sequenc€ANNOT cross from one end to the other (see
Example 1):

Ace (used here as numeric “Ong"Two, Three,
.......... , Ten, Jack, Queen, King, Acased here as an

For the Instructor

Objective:

1. Learners understand the different types of fivedcar
hands.

2. Learners can identify the ranking orders betweem tw
five-card hands of the same type.

3. Learners can identify the ranking orders betweem tw
five-card hands of different types.

Activities:

1. Explain each type of five-card hand.

2. Using examples from the booklet and draw cards
from a deck, comparing the ranking orders of two
similar hands.

Instructor Notes: This may be your longest, most time-
consuming section depending on the learners’ prior
understanding of poker. You should take your time a
include as many examples as needed for this sedtion
your learners do not understand this section, your
game will fail.

Competency SuggestionSelect an example from each
of the different hands and quiz the learners’
understanding. This can be accomplished by having
them demonstrate or recognize a Straight Flushulla F
House, etc. Competency in this section can be shywn
the learners’ quick recognition of these hands.



Types of Hands (continued)

Five-Card Hand (continued)
Example 1:

Straight A

Straight B

Straight C

Straight D

In Example 1, Straights A, B and C are Straights while
Straight D is aninvalid hand. This is because Ace of
Hearts and 2 of Diamonds in Straight D indicate that the
sequence actually crosses over to the other end of the
range.

-10 -



Types of Hands (continued)

Five-Card Hand (continued)
Example 2:

StraightA

StraightB

Straight A is greater than Straight B as the ending card, 7
of Clubs is greater than Straight B's ending card, which is
6 of Spades.

Note Although Straight B contains 2 of Diamonds, whilof
higher ranking than 7 of Clubs, its context in geguence is
effectively a numeric “Two.” Thus, 2 of Diamonds is
considered the starting card in Hand B and will betused to
determine the ranking of the hands.

Example 3:

Straight A

Straight B
-11 -



Types of Hands (continued)

Five-Card Hand (continued)

Straight A is greater than Straight B because the highest
ranking card, Ace of Hearts, is greater than Straight B's
highest ranking card, which is Ace of Clubs.

Note In this example, Ace is treated as an ending card as
its context in the sequenceN®T a numeric “One”, but
an Ace.

Flush

A Flushis a set of five cards with the same suit. When
comparing two Flush hands, theghest ranking cardin
each Flush is used to determine the greater hand.

Example 1:

Flush A

Flush B

Flush A is greater than Flush B because the highest
ranking card, 2 of Hearts, is greater than Flush B’s
highest ranking card, which is King of Spades.

-12 -



Types of Hands (continued)

Flush (continued)
Example 2:

#II

Flush A

$ %

Although both hands are identical, Flush A is greater than
Flush B because the ending card, Ace of Spades, is
greater than Flush B’s ending card, which is Ace of
Clubs.

Flush B

Full House

A Full House is comprised of three cards with similar
ranking and a pair of another ranking. When comparing
two Full House hands, tret of three identical carddn
each Full House is used to determine the greater hand.

-13-



Types of Hands (continued)

Full House (continued)
Example 1:

Full House A

| (
Full House B

Full House A is greater than Full House B because the set
of three 10s is greater than the set of three 6s in Full
House B.

Example 2:

) Full House A

+

Full House B
Full House A is greater than Full House B because the set
of three 2s is greater than the set of three Kings in Full
House B.

-14 -



Types of Hands (continued)

Four-Of-A-Kind

Four-Of-A-Kind is comprised of four cards with the
same value and one card of another value. When
comparing two Four-Of-A-Kind hands, tlet of four
identical cardsin each Four-Of-A-Kind is to determine
the greater hand.

Example 1:

Four-Of-A-Kind A

Four-Of-A-Kind B

Four-Of-A-Kind A is greater than Four-Of-A-Kind B as
the set of four Aces is greater than the set of four 10s in
Four-Of-A-Kind B.

Straight Flush

A Straight Flush is the highest-ranking five-card hand in
the game. All cards must be in sequential order and of the
same suit. When comparing two Straight Flush hands,
theending cardin each Straight Flush is used to
determine the greater hand (see explanatioBt@ight

Pg 9).

-15 -



Types of Hands (continued)

Straight Flush (continued)
Example 1:

Straight Flush A

Straight Flush B

Straight Flush A is greater than Straight Flush B because
the ending card, 6 of Diamonds, is greater than the ending
card, 5 of Spades, of Straight Flush B.

Example 2:

& +

Straight Flush A

%

Straight Flush B

-16 -



Types of Hands (continued)

Straight Flush (continued)

In the above example, both hands are callRdyal

Flush which is the highest ranking hand in a Straight
Flush. Both hands have similar ending cards, which are
Aces. Straight Flush A is greater than Straight Flush B
because the suit is Heart, which is greater than the suit of
Straight Flush B, which is Club.

Thus, the highest ranking five-card hand in the game is a
Royal Flush with Spades.

-17 -



General Rules

The following section describes the objective of the
game, how to start a game and how to play the game.

Theobjective of this game is to be the first player to
discard all the cards in possession.

Ho

w To Start A Game

Shuffle the deck.

Deal the cards evenly to each of the four players.
Each player will have 13 cards.

Players may arrange their cards from lowest to
highest.

The player who is holding tH& of Diamonds(the
lowest ranking card) will discard first.

Depending on the type of cards, the starting player
can choose to either discard a one-card, two-card or
five-card hand. However, the hamdist include the
3 of Diamonds

-18-

For the Instructor

Objective:

1. Learners understand how to start a game.

2. Learners understand how to complete a round.
3. Learners understand the flow of the game.

4. Learners understand when to guard a player.
5. Learners understand how to win a game.

Activities:

1.Introduce the general rules and playing methods as
described in the Beginner’s Guide.

2.Practice two games.

Instructor Notes:

For each one of these game sections, you shouldiextpe
concept and then practice. Competency in thisseetill be
gained as the learners play an entire game.



For the Instructor

How To Complete A Round FRHLICIOr NDi6e : .
The player on the right of the first player discards You will want to use the practices contained irs thi
section to assess the competency of the learners.
next. _ However, do not expect perfection at this pointhéfy
The second player must discard the same number of are understanding the main idea, it is safe to noovas
cards that the first player discarded. For example, if they will solidify these principles in their fullagne
Player A discarded a five-card hand, Player B must practices.

likewise discard a five-card hand.

A player can only discard a hand that is of higher
ranking than the previous player. For example, if
Player A had discarded a Full House, Player B can
only discard a five-card hand if it is a Full House of a
higher ranking, a Four-Of-A-Kind or a Straight

Flush.

If a player does not have a hand that is of a higher
ranking than the previously discarded hand, or if the
player chooses not to discard a higher-ranking hand,
he/she must declar®ASS' in order to pass the turn
to the next player on the right.

The round will end when three consecutive players
have passed their turns.

A new round will begin with the player who
discarded the last hand. The player can now choose
to discard any one-card, two-card or five-card hand in
possession.

-19 -



How To Win A Game

The first player to discard all cards in possession is
the winner of the game. He/she can do so by
discarding one-card, two-card or even five-card
hands as long as the hand is valid.

When a player has only one card left in possession,
he/she must declaré AST CARD.”

The player to his/her left will now have to guard that
player whenever a one-card round is in progress. This
means that the player must now discard the highest
ranking card in possession.

If this player chooses not to discard his/her highest
ranking card and the next player wins the game by
discarding his/her last card, a foul is committed by
the player. The player will then have to shuffle the
cards for the next round.

-20 -

For the Instructor

Instructor Notes:

After you have finished teaching this section, hgoer
learners play an entire game. Wander around Hraedes
as a facilitator to answer any questions they nzaseh
regarding the play or any previous sections.

If a particular subject arises from several leagngmay
be helpful to review that particular section oftiastion.

Competency Suggestion:

Your students will demonstrate competency by plgyn
full game correctly. This may take a couple of rdsim
order for them to become comfortable with the conte
that has been learned.

Good Job! You have finished teaching the learnees t
game Big Two!



APPENDIX: Quick Reference

Ranking of Cards:

Ranking Card
Highest Two
2" Ace
3 King
4 Queen
5" Jack
6" Ten
7™ Nine
gn Eight
on Seven
10" Six
11" Five
12" Four
Lowest Three

Ranking of Suits:

Ranking Suit Symbol
Highest Spades a
2 Hearts ©
3 Clubs §
Lowest Diamonds

-21-



APPENDIX: Quick Reference (continued)

Ranking of Five-Card Hands:

Ranking Type Example
. Straight
Highest Flush 1
’
Four-
2 Of-A-
Kind
House +
4" Flush # n
Lowest | Straight

-22-




APPENDIX: Quick Reference (continued)

Ranking Five-Card Hands Of The Same Type:

Type

Example

Straight Flush

When comparing two Straight Flush
hands, thending cardin each Straight
Flush is used to determine the greater
hand.

Four-Of-A-
Kind

When comparing two Four-Of-A-Kind
hands, theset of four identical cardsin
each Four-Of-A-Kind is to determine th
greater hand.

Full House

When comparing two Full House hands

the set of three identical cardsn each
Full House is used to determine the
greater hand.

P

Flush

When comparing two Flush hands, the
highest ranking cardin each Flush is
used to determine the greater hand.

Straight

When comparing two Straight hands, t
ending cardin each Straight is used to

ne

determine the greater hand.
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