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Introduction

Once upon a time, before the game of poker couldded online, it was extremely difficult for
a player to determine how well he was really playidg¢hen playing in a casino or card room, the
only way to keep track of your play is either tkeaopious notes on every hand (not a good
thing for one’s table image) or to memorize evemcdand every bet. But even if a player has
actual or memorized notes on every single hand, ikere way to aggregate this data for the
purpose of analysis.

The recent explosion of online poker brought altreggconcept of the “hand history,” a detailed
list of every single action that happened for amegihand. The online poker sites compile hand
histories for every single hand played on theg,sind make them publicly available for
download. At first, players began saving individoand histories for further review if they
thought the hand was interesting. But the hanmbtyidiles just sat in a big pile of text files,dn
required lots of careful reading by poker playerfigure out exactly what happened during the
hand.

Eventually, a smart programmer figured out thaia tor collecting and analyzing these hand
histories would be extremely valuable to the sexipoker playerPoker Tracker was born, and
online poker hasn’'t been the same since. Pokek&ranot only does the work of recording
every single thing we do at the poker table, ib a@sllects this data and organizes it in ways that
allow us to quickly analyze our play as well as pley of our opponents. With a few clicks of
the mouse, we can find out which hand we’ve lostrttost money with when we cold-called a
raise from the button, or discover the percentddgenes the opponent to our right raises. Such
powerful tools have never been available to pokeyeys before, and those who take advantage
of these tools will improve their game much mongidly than those who don't.

Poker Tracker is an extremely powerful program, agw nsers are often overwhelmed by its
complexity. The authors of this book have been uliegorogram for over two years, and we are
surprised every time we meet a serious online player who dagsnPoker Tracker. In
conversations with online players across the glalgefound that many players had downloaded
the software, but weren't taking advantage of Pdkacker's many features. One day we
discussed the benefits of writing a book to explaw to get the most out of the software tool,
and made a post on our websites wondering if aaygps would be interested in such a book.
Within a week we had dozens of requests for a Polaaker user guide, and we realized that this
was something that appealed strongly to seriousmolayers.

This book is a result of our cumulative efforts tdpreerious players extract the most from Poker
Tracker. We’ve broken it up into two sections,@ding to the two major functions of the
software. The first sectionReviewing Your Play,” describes how to use Poker Tracker to
improve your own play based on the personal handryishformation stored in the database.
The second sectionPtayer Tracking”, focuses on how to use Poker Tracker to gain an
informational advantage over your online opponeftar hope is that the book will help you to
improve your poker play through a better understamdinPoker Tracker.



Assumptions

In writing this book, we attempted to make as fesumptions about our readers’ knowledge as
possible. However, in order to limit the scope,chiese a starting point that assumes basic
knowledge of poker and the Poker Tracker applicatibhese basic assumptions include:

X An understanding of the fundamentals of Texas HFeid, such as hand rankings, betting
structure, and poker terminology. If you come asra term that you are unfamiliar with, we
refer you to the following complete poker glossary:
http://www.pokerpages.com/pokerinfo/glossary/glogsahtm

X An understanding of the installation and basicues of the Poker Tracker application.
Although the book walks you through some of the eretvanced functionality, we skip the
basics, and refer the reader to the Poker Traakprfhies that are provided with the
application. To view the help files, click on tr@léwing links:

0 Getting Started:
file:///c:/program%20files/poker%?20tracker%20v2iigRh_getstarted.html

0 Main Help Index:
file:///c:/program%20files/poker%20tracker%20v2{iigRh_main.html




Part 1. Reviewing Your Play

The amount of statistical data provided by PokarcKer is so great that the possibilities for
analyzing your play are nearly infinite. However, afte@rking with several players, their
feedback suggests that two specific types of aishg/e been extremely useful in improving
their play. The first focuses andividual session revievand allows players to review the most
important hands in a single session. The secorukés on a player's entire poker history, and
allows players taliscover general mistakes in their playhe following sections explain how to
perform both types of analysis.

1.1 Individual Session Review

In our experience, most poker players define hoW tlvey played during a given session based
on how many big bets they won or lost. This resuétseal thinking ignores the role of luck
(short-term variance) in poker, and clouds an dbje@nalysis of play. As poker veteran
Sergeant Rock puts it,

“Your Result will ALWAYS fluctuate, and there'sandamn thing you can do about it, so
any value or focus you put on that is wasted andlingisted energy, or worse.”

The most successful poker players focus on fiformanceand let the cards fall as they will.
After all, our performance is the only thing we bdetal control of at the table, and we should
focus on making the correct play rather than tiseltef that play (which is governed by chance).

Poker Tracker gives us a variety of powerful tdolanalyze our performance in any individual
session. It also gives us the ability to filtet the uninteresting hands, allowing us to focus on
hands where we were forced to make a critical @atisA one-hour session may contain 80
hands we folded before the flop, and 20 handswialecided to see a flop with. Our analysis
focuses only on those 20 “interesting” hands, ardle done in just a few minutes. Top-notch
athletes often review their play on film, fast-famding through plays they weren't involved in
and replaying critical moments in slow motion. BoKracker gives us a virtual “remote control”
that allows us to skip to the important hands amuday them.

In order to set up a session for review, we must §ielect the session we are interested in and
filter out the uninteresting hands. For lack ofedtér filtering criterion, we use the number of big
bets won or lost as our criterion for filtering.

1.1.1 Session review: set up

1. To review all sessions played on a given day: Pretesetab—"Specific date”. By default,
today’s date is automatically selected, but if yash to review sessions from another date,
type the date here. (Note: we recommend entering S&NMy Day Starts At” to make
session review more convenient)



10/21/2004

2. Click on the “Game Notes” tab



3. Inthe “Game Notes” tab, look at the top pandctvidisplays hands from the selected session

[E[E

fsrowa] 5] _Export. | GetMextioo|  Getal |
| Game # | Site|Date Played| Level | Table [Flop|Flop|Flop|Turn| Riv [Kill| Pot [ Rake| tet | BB | Winner |

[ (|

| | | APH-->] 932 | | | |TRH-->  1011129.35 96,94 9634
8

4. If you played over 100 hands over the course ®ftlected date, Click the “Get All” button
to retrieve all hands played on that day

[
| e a2 | | | |TRH-»> 19112035 9654 9694 ]
N

The hands where we lost the most money on are now at the taplist hind are ready for
analysis. One of the most useful features in Pdkacker is the built-in hand replayer, which
replays the hand in a graphical environment fraant $6 finish.



1.1.2 Playing back hands

1. Click on the “game number” link in the left hacolumn for the hand you wish to review
When the hand history window opens, click on“tlayback This Hand” button

3. Check the two checkboxes “known hole cards” amith ‘%" in the upper right corner
(note: if you get an error when performing this stepapé see this page for instructions

on how to enable the featutgtp://www.pokertracker.com/forum/viewtopic.php?24p
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4. On the bottom left console, set the speed sla#re middle (or whatever speed you
wish), and make sure the “auto-play hands” boxishecked

5. Click the play button to playback the hand
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6. If you wish, you can write observations in theafte notes” window in the bottom right
corner (make sure the checkbox marked “auto savetigésked)
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7. You can also add the hand to your “favorites” ligking on the “add hand” link to the
left of the “Game Notes” window.

8. After you've finished watching the hand, click the “play” icon in the upper left corner
to move onto the next hand

Note that if the “Win %" checkbox is checked, tHayiack screen shows each hand’s probability
of winning (against all other known hands) to tlght of the usernames (not displayed in the
above screen shots). The board cards affect t#shaehances of winning, so the winning
percentage changes on each betting round. Yousmatha winning percentage statistic to help
determine if you had the proper pot odds to continitle a draw. Although a discussion of pot
odds, implied odds, and probability theory goes beytiie scope of this text, we recommend a
learning player to studittp://teamfu.freeshell.org/poker odds.hfior a more in-depth look at
these concepts.

We recommend reviewing the ten hands where youhesgreatest number of bets and the ten
hands where you won the greatest number of bets@fery session. We also suggest that you
add remarkable hands to your favorites for lateiere. Periodic review of the mistakes in your
favorites can help prevent you from making the sarigtakes in future play. This whole process
should only take about 10 minutes, and helps usgolaely judge our performance. After all, if
we don’t know what mistakes we’re making, how cancegect them?

12



1.2 General Review: Finding mistakes in your play

Although individual session review is helpful in ggng our performance over a given session, it
doesn't help us figure out systematic errors, frequent mistakes we madehurtaware of.

Poker Tracker keeps detailed records of every manglayed, including our position for the

hand and every betting action by the players irhtned. Just as a stock trader uses data to
capture market trends, we can use this massive coheatiband history data to discover patterns
of unprofitable play. In this section, we discussvio discover trouble hands, and suggest a list
of common leaks and analysis methods that willrd@tee if you are one of the many players
making these mistakes.

1.2.1 Analyzing Trouble Hands

One of the reasons for the recent explosion irptplarity of Texas Hold ‘Em is the idea that
“any two cards can win.” This popular quote isdzhsn the idea that even the worst starting
hand in poker—the mighty 72 offsuit—will beat the bsfstrting hand (pocket Aces) 13% of the
time if both hands go to the showdown. Althoughtitige that no single starting hand is that big
of an underdog in hold ‘em, it doesn’t mean thatkvatarting hands can consistently be played
profitably, even by the best players in the world. In our experievege found that even
experienced players overestimate the strength of/rsi@nting hands. We call these hands
“trouble hands” since they usually end up costilayg@rs money over the long run.

In order to determine which starting hands conststeost people money, we examined the
potential profit of each starting hand over 122iomil hands of “real” data. PokerRoom.com
provides the expected value (the average profiuimber of big bets) for every hand played on
the site (seéttp://www.pokerroom.com/games/evstats/totalStags?2prder=valuéor a complete
listing). Expected ValuéeV) is the most important concept in any analggigames of chance,
and represents the average amount one "expeatsh tor a given bet if that bet is repeated
many times. For example, an American roulette whegl38equally possible outcomes. A bet
placed on a single number pays 35-to-1. So theategevalue of the profit resulting from a $1
bet on a single number is, considering all 38 fdssutcomes: (-1 x 37/38 ) + ( 35 x 1/38),
which is about -0.0526. Therefore one expects vanage, to lose over five cents for every dollar
bet. We used PokerRoom'’s expected value datatéordime the hands that players are losing the
most money with. The following section describes oam trouble hands that should be avoided
under normal circumstances.

1. Small and Middle Offsuit Aces (A20-ATo)
X It's somewhat of a surprise that as a group, tmelfavith the lowest
Expected Value (the hands that lost the most big & average) were
offsuit aces.

Cards EV
A2 -0.15
A3 -0.13
A4 -0.12
AS -0.12
A6 -0.12
A7 -0.1
A8 -0.07
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A9 -0.03
AT 0.08
72 -0.12

These statistics show that players are losing more money with their middle aces
than they are with the worst possible hand in pokeroffsuit. One reason for

this is because many players overestimate the strefign naked ace, and

often overplay the hand, throwing away many big betke process.

Are you one of these players? If you see a lot of Asuitfhands in your list
of biggest losers, then you've found a leak, aretrte be more careful with
these hands. For the beginning player, we recomrttending all of these
hands in the muck, with the exception of ATo anaA®hich can
SOMETIMES be played profitably in loose-passive gam

2. Small and Middle Suited Aces (A2s-ATs)

X Just as many players overplay small and medium offsust #Ge common
to see people overvaluing and overplaying smallraedium suited aces.
Unlike their offsuit counterparts, suited Aces axeellent hands in loose
games, since they can win monster pots by makiagti flush. What most
players don'’t realize is that the combined proligbdf flopping two of your
suit for a 4-flush or three of your suit for a fiuis only 11.79%. There is
also a small probability (2%) of flopping two paivhich can win many big
bets from a player holding an ace with a bigger kicker (if the bdeed not
pair higher than your second pair). The chancéopping a flush draw, two
pair, or better is almost 14%, so you can see why sadesl are powerful
hands in a loose game, where you're likely to winigapot if you hit your
hand. We are getting 6.4:1 odds to flop two paia draw to the nut flush
(or better), so if we are likely to get three orrmoallers, the implied odds
justify our call. If the pot is going to be lesgmt three handed, we are
unlikely to have the proper odds to call with oovadl suited Ace.

If you see a suited ace near the top of your lisbsihg hands, click on it to
bring up the individual hands in the bottom pandickdhe “Net” column
twice to reverse sort the hands by net profit. The rightmost column,
“Winning Hand,” describes the hand that beat yoxs.Alf you find yourself
getting outkicked often, then you may want to adjusir play on the flop
with suited Aces. We recommend playing them likex pocket pairs—if
you don't flop a four flush or two pair, throw thémthe muck.

Cards EV

A2s 0
A3s 0.02
Ads 0.06
AS5s 0.08
ABs 0.03
A7s 0.08
A8s 0.1
A9s 0.18
ATs 0.33
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3. Offsuit face cards (KJo, QJo, KTo, QTo, JTo)

x Cold calling raises with offsuit face cards is a commustake by the typical
low limit player. The threat alomination(the situation where the raiser
shares one of our cards but has a better secoddecgr the raiser’'s KQ
dominates our KJ) is too great to make cold caNiitlp offsuit face cards
profitable. A dominated hand only has three csshands that risk
domination should be played with caution.

Cards EV
KJ 0.07
QJ 0.03
KT 0.01
QT -0.02
JT -0.03

The statistics show that these hands are marginalens at best. To make

things worse, they are difficult to play post flagwen if we flop top pair,

playing the hand aggressively will be expensivauif hand is dominated. We
recommend playing these hands only in loose games where the pot has not yet
been raised.

4. Medium and Small Suited Connectors (32s, 43s, @8k 76s, 87s, 98s, T9s)

X Another common mistake made by beginning low-liméygrs is
overvaluing the medium and small suited connectdie odds of flopping a
flush or straight draw with these hands makes tbrtremely valuable in
loose-passive games where many players are séarflpp. However, these
hands are extremely sensitive to table conditiand,are unprofitable in all
but the most loose-passive games.

Cards EV
32s -0.16
43 s -0.13
54s -0.08
65s -0.07
76 s -0.03
87s -0.02
98s 0
T9s 0.05

The above statistics show that all of the suitechectors except for 98s and
T9s are losing hands on average. If your lisbeirlg hands contains some
of these medium suited connectors, we recommengbithgnthese hands
preflop except on the most loose-passive tables.waht to see flops with
these hands only from late position when therevaary limpers ahead of us,
and it will only cost us a single bet to see tlogfl

15



1.2.2 Leak Finding

After several players asked us to help them discover systematiciartioed play, we began
seeing the same mistakes over and over. The folpaéction describes these common mistakes
and explains how to use Poker Tracker to discdwaru’re making them in your own play.

1.2.2.1 Cold Calling Raises with Marginal Hands

One of the biggest mistakes in limit poker is ccddling raises before the flop with marginal
hands. “Cold calling” refers to the action of oadl two or more bets after one or more players
have raised the pot before it is your turn to Saice a raise indicates a strong hand for theraise
there are very few hands for which calling is pedfle. For example, cold calling with KQo
against a reasonable raiser is a terrible play, since it's very tikatyour hand is dominated: the
probability that the raiser has AK, AQ, AA, KK, QQ is high. Even if we get lucky and the
raiser has JJ, TT, 99, or 88, we are at best a Wérdog. Even if we have reason to believe that
the raiser will raise with hands like QJ or worse, we daa’'sure that he’s not holding AK when
we flop a King.

In loose games, the implied odds often justify amtling raises with non-powerhouse hands. In
games where many players are taking a flop, pocket,suited connectors, and suited aces can
profitably cold call a raise. We’'ll leave the math to you, but these types of handsnwifiore

than their fair share in pots with many players in a “no fold-em” type game

Thus, the only hands that we should be cold-caliages with are small pocket pairs and suited
one or two-gappers in games where we are relataugly we will get high implied odds on our
cold call. The only offsuit hand that we can pralfity cold-call one or more raises with is AK,
and we are often better off raising with big shicktead.

16



Poker Tracker allows us to easily determine if wee@old calling raises too often before the flop:
a. Above the “Known starting hands” pane, click tfigers” button

17



b. IntheVol. Put $ in Posection, click “cold called” to view only the hasgou called two
bets cold before the flop

18



C.

Click the column header “BB/Hand” twice to revesort by net win
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1.2.2.2 Falling in love with a hand

Another common mistake in limit hold ‘em is holding to pre-flop “monsters” such as AA and
KK to the showdown, even when the board stronghgsests you are beaten.

The following steps allow you to determine if yaifialling in love with your aces and kings:
a. Above the “Known starting hands” pane, click tfigers” button

20



b. IntheShowdowrsection, click “went to showdown and lost” to viewly the hands you
showed down and lost
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c. Click the column header “BB/Hand” twice to revesrt by net win

d. Click the column “Times” to sort by frequency

22



Remember that we are much more likely to take Aces andsdo the showdown, because there
are relatively few boards where it is likely that tvand is beaten (e.g. a four flush or a four
straight). So it shouldn’t come as too much ofigsse to see AA and KK near the top of this
“went to showdown and lost” list.

However, with big pairs like QQ and JJ, there areyrtanes when an overcard flops, and we
continue with the hand to the showdown despitengtevidence we are beaten. When we're
holding pocket jacks and facing a bet after a Kinmes on the flop, we're forced to make a
tough decision. If we find a lot of hands wherérerdosing with JJ at the showdown, this is a
sign that we’re hanging on to our pocket pairs far ltng.

To perform this analysis, click on the specific tiafi interest in th&nown Starting Hand

window (after we’ve sorted the hands using thesstigscribed above). Are JJ and QQ near the
top of the list? If so, it is likely you are “fallg in love” with these big pocket pairs. On thiber
hand, it might just be bad luck—if your opponent ras&is set of twos every time you hold
pocket Jacks, there isn't much you can do to imprmwur play. Once you've selected JJ in the
Known Starting Handwiindow, every hand that you were dealt JJ will shupain the bottom
pane. Click on the “Net” column twice to sort higdpest net loss. In the rightmost column, a
textual description of the winning hand appears.

The best way to gauge whether or not you are faltiigve with your JJ is to check if most of

the winning hands contain either a pair of aces pair of kings. Unfortunately, there is no way
to see the board cards without replaying the india@icdhand (click on the green “r” button above
the pane or the “game #” link to playback the haridjte that we are not recommending the
weak-tight approach of folding pocket jacks or qugeevery time an ace or king hits the board.
The goal of this type of review is to discover &g@a of going too far with big pocket pairs when
it is extremely unlikely our hand is best. For e, on a flop of Ac Kd 7s, if we hold JJ and

we are facing a bet and a raise on the flop, ond taoks just as good as pocket deuces. Playing
back these hands helps us to correct mistakes like gredetop us from falling in love with our
big pairs.

1.2.2.3 Position statistics

There is a great deal written about “the importasigeosition” in the Texas Hold ‘Em literature,
yet many players continue to underestimate theevaflknowing the actions of their opponents
before they are forced to make a decision. Sirmd HEm is a game of incomplete information,
the more information we can gather before it'stown to act, the better our chances of winning.
Obviously, the player who is first to act (“undbetgun”) has far less information than the player
last to act (“on the button”), but it's difficulbtquantify how much this extra information is worth
in terms of big bets. Fortunately, Poker Trackeralks down our play by position, allowing us to
see exactly how much we are winning or losing ahg#osition relative to the button.

To analyze your positional play, click on the ta@rrked “Position Stats” at the top of the screen.
In the top pane, your performance at each posigtative to the button is displayed, with a row
for each seat at the table. The left most coluiaplalys the # of players between you and the
button (e.g. if you are the second to last playexcty you are “one off the button,” denoted “1” in
the leftmost column). We suggest that you sefilteg to the upper right of the pane to fit the
game you wish to analyze. For full ring games, welsfilter to “hands between 7 and 10
players”, and for shorthanded games, we choosevdest 4 and 6 players”. We use these
numbers because they represent breakpoints irigeaiplay—one off the button in a three
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handed game is extremely different than one ofbiléon in a 10 handed game—and we don’t
want to compare data from games that are fundanhedifferent.

After we've set our filter, we can begin to analyre performance by position. If our database
contains a reasonable number of hands (e.g. 10,8@0data should show a definite correlation
between th@ercentage of times we voluntarily put money inptbi{\VVP$IP) and our position.

One of the most important statistics gathered tkePdracker is VP$IP, which stands for
Voluntary Put Money in the PolVP$IP represents the percentage of times that a player chooses
to either call a bet or raise before the flop.

As we go down the list (and get further away frém button), our VP$IP should decrease
slightly at each position, confirming the fact tha are playing slightly more hands as our
position improves. Likewise, both Win % and BB Vitdand should increase slightly as we get
closer to the button. If your BB Won/Hand is naghter from late position (on the button, one off
the button, or two off the button), then it's ligghat you need to re-evaluate your starting hand
selection from each position. We recommend plaginly premium hands from early position
(six or seven off the button), which means your N@#P®r these positions should be less than
20%. For more information on starting hand requiats based on position, see Abdul Jalib’s
preflop strategy recommendations at the following:!
http://www.posev.com/poker/holdem/strateqy/prefidymul. html

1.2.2.4 Playing from the Blinds

Since we are forced to put money into the pot ftbenblinds, our analysis of hands played from
the blinds is completely different from all otheysitions. It’'s often said that blind play
“separates the men from the boys,” and that the difference betnediocre players and good
players is in how well they play the blinds. In the long run, everj@ses money in the blinds.
But good players lose less money than average igldyeunderstanding that play from the blinds
requires different strategy due to the forced bet.

The last two rows in the Position Stats table shesults for all Big Blind hands (BB) and Small
Blind hands (SB). Note that in the BB, the VP$ifufe represents all instances when we called
a raise or raised the pot ourselves. Note that é\he pot is raised and no other player calls, we
are still getting approximately 3.5 to 1 odds (thare two small bets contributed by the raiser,
either %2 or 1/3 of a small bet contributed by timal blind, and one small bet contributed by our
forced bet) on a call from the big blind. Even thighty Ace-King offsuit is lessthana 2 to 1
favorite when heads-up against a hand like 98 iffassuming both hands go to the showdown),
so if we throw these marginal hands away in thedslj we are giving up a lot of positive
expectation. However, it's important to remember thatare first to act for the remainder of the
hand, and our poor position decreases the valoardfand. We don’t recommend defending the
blinds with any two cards, but we do suggest defagthie big blind with any “reasonable” hand
(we refer you to the section titled “Defending The Blind” in
http://www.posev.com/poker/holdem/strategy/prefedmiul.htmlifor a further discussion of

which hands are reasonable).

Play in the small blind is different, since the polaying us weaker odds to call a raise than when
we are in the big blind. Obviously, in games where thalkblind represents 2/3 of a small bet,
we have much better odds to call a raise or limglémg with the rest of the field. When the SB
is 1/3 of a small bet, our odds are drastically reduaad we recommend playing these hands as
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if you were in late position (but keeping in mindttrau will be first to act for the rest of the
hand).

As we said earlier, your Poker Tracker statistidsshow that you are losing money from the
blinds. We believe a reasonable loss rate inigpélind is somewhere below two times your win
rate at your most profitable position. For examflgou are winning .13 BB per hand on the
button, and losing .18 BB per hand on the big blyadi are playing your big blind extremely
well. How did we come up with this number? Suppgsu fold your big blind 100% of the time
the pot is raised. Also suppose you face a raise 6abre dime (10 relatively passive players
who raise 6% of the time). Thus, you will lose 6§ ets out of every 100 hands (one big bet for
each time you fold to a raise). Assuming you winryfair share of the other 40 hands
(approximately one out of 10 hands for a full tape)d estimating an average pot size of seven
big bets (we obtained this estimate frbttp://www.pokerpulse.com/action/ap50150.hyou

will win four hands for a total of 28 big bets. i$hesults in a total loss of 32 big bets per 100
hands, for a loss of .32 big bets per hand. This ‘tolany raise” strategy is obviously not a
good one, but we provide this example to show goue & worst-case scenario for loss rate from
the big blind.

If your loss rate is around .26 BB/100 (double yain rate of .13 BB on the button), you need to
analyze and improve your big blind play. Since ttmak blind ranges from 1/3 to 2/3 the size of
the big blind, your loss rate will depend on the gamu are playing. Even if the SB is 2/3 of the
BB, your loss rate would be .33 BB (2/3 * %2 * BBL3 BB = .33 BB) if you folded every hand
you were dealt in the SB. A detailed discussionlayipg the small blind is beyond the scope of
this book, but we again refer the reader to Abdlib% discussion of pre-flop play here:
http://www.posev.com/poker/holdem/strateqy/prefadmul.html(see the section titled
“Defending The Small Blind”).
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Part 2. Player Tracking

The hand history database in Poker Tracker not oahgsidata for every hand we've ever
played, but also records the details for all thedssour opponents play. In the brick and mortar
world, we're forced to construct a table image foropponent from a combination of physical
appearance and our imprecise memory of the handsptienent played. With Poker Tracker,
we're able to “remember” every single hand that qupanent showed down, and have a much
more precise idea of what type of player he is. dofmately, when we’re surprisingly check-
raised on the turn, we don’t have time to searobuigh our database to determine the raiser’s
history. But thanks to Poker Tracker’s player tracking features niafiion about that player’'s
tendencies is delivered to us with a single molisk.c

Why is information about an opponent’s tendenciegauable? An analogy from economics is
useful in answering this question: in the businvesdd, there is a lot of talk about “competitive
advantage,” which is defined as follows:
Competitive advantage: Condition which enablesmgany to operate in a more
efficient or otherwise higher-quality manner th&e tompanies it competes with, and
which results in benefits accruing to that company.
In poker, competitive advantage refers to our “agebility to outplay our opponents. One
way to increase our edge is to obtain a greater ahaflinformation about our opponents than
they have about us. As the size of the “infornrratap” between us and our opponents increases,
so does our competitive advantage. In this sectienexplain how to use Poker Tracker to
maximize our competitive advantage at the onlinespéébles.

2.1 How to Avoid Being Tracked: Changing Your Screen
Name

“Big brother is watching you.”
--George Orwell

In order to maximize our competitive advantage seek to maximize the amount of information
about our opponents, and minimize the amount afmétion they have on us. Since we can't
control the information that is being collected abws, we focus on obtaining the maximum
amount of information about our opponents. Theglsiaction we can take to help minimize
information our opponents have on us is to changesaeen name. PartyPoker and skins allow
us to change screen names every six months, amecemmend doing this as often as possible.
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To change your screen name, simply log in to yaaoant and select the “My account” option
from the file menu:

This will open up a new browser window giving yoweral account options. To change your
screen name, click on the link in the “Change scremne” section of the page.

After we've changed our name, we must create aaséafor our new screen name so that Poker
Tracker knows that the statistics for our new stmegme should be grouped together with our
old screen name. Note that if you play on more thamsite, you can group all of your statistics
together by adding aliases for each site. Alse iimt in order to create an alias, you must have

imported at least one hand from the player you wostreate the alias for. To create an alias,
perform the following steps:
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X In the “General Info” tab, click the button mark&diases”

X In the “Player Aliases” pop-up window, click the dd Alias” button
x From the drop down box, select the site you wistdtbthe alias for (e.g. for Empire Poker,
select “Party & Affiliates”)

X Hit the tab key when you've selected your site tivento the “Screen Name on Selected
Site” box
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x From the drop down menu, select the player namenysiu to use as an alias

2.2 Collecting Data: Gaining an Informational Advartage

Changing our screen name provides a minimum amoutit¢feihse against people who may be
recording information about our play. Just aswise opponents are tracking our play, we seek
to maximize our informational advantage by diliggrtlilding up our database of hand histories
on our opponents. This can be done by consistesgreation of their play, even when we're not
playing ourselves. Recently, PartyPoker and afiigsee list below) have enabled the recording
of hand histories by observers (until September 28@ayer could only receive hand histories
for hands that they participated in, e.g. handsviich they were seated at the table). This
means that for every hand we “watch,” a hand hisfiteyis generated and written to our hard
drive.

We can build our database of hand histories by ebsgas many hands as possible, and feeding
these observed hands into Poker Tracker. Pokek@éra “auto-import hand histories” feature
makes this process easy. Once we’ve configured the auto-import tool, we simplypagéable
that we’d like to collect hands from, set Pokerckex to import the hands at a time interval (e.g.
every 20 minutes), and we're done.

The PartyPoker “skins” permit a maximum of fourléabto be observed at a time, which allows
us to capture around 240 hands per hour for fulj games, and 330 hands per hour for
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shorthanded games. However, since the five PartyPskims” run on the same servers, and
have the same player base, we can multiply the number ofvebdeginds by opening up four
tables on each affiliate site. Thus, we can mazéntihe number of hands we collect by having
four tables open on each of the five skin sitesaftotal of 20 tables open for observation. The
authors kick off this process before going to be@mightly basis, and by morning we've
increased the number of hands in our databasevgyadd¢housand.

Some might argue that this is a bit extreme, bufegéthat the small amount of effort required
for hand history collection pays off in spades.algame where small edges often translate into
the difference between winning and losing, havirmgainformational advantage over our
opponents gives us a significant edge.

Knowing the playing style of a large number of oalplayers not only gives us an edge when we
face these opponents, but also helps us to infartein selecting a good game to play in. Many
pros, such as Mike Caro, claim tlggme selectiors the skill most important to winning at

poker:

“If you're no longer a novice, but not a professibpkayer, game selection may be the key to
winning money. Without using any selection, youdbably lose dramatically. By using selection
moderately, you'll probably lose a little or breaken. But by using game selection prudently and
consistently, you probably will be a winner fronwnon.”

It only takes us a few clicks to observe thousafdsands played by our unsuspecting future
opponents. More information results in better tafgkection, more informed decision-making,
and a higher win rate. The following sections dibgchow to use the information we capture in
our observation to maximize our informational adege and make better decisions at the table.

To set up Poker Tracker’'s auto-import feature,teedollowing link:
http://www.pokertracker.com/partyhd.html

The PartyPoker Affiliate Family:
x Empire Poker

Intertops Poker

Coral Poker

Multi Poker

PokerNow

X X X X

For more information about how to sign up for thasd other Poker Tracker supported online
poker rooms, please golutip://www.pokertrackerguide.com/online poker_siteshtml.
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2.3 Automatically Generating Player Profiles

Arguably Poker Tracker's most useful feature isdbdity to generate player profiles for rapid
access during play. By combining the Auto-Ratéuieaand Notes Exporter tool, Poker Tracker
allows us to auto-generate profiles for every plagyeyur database, and export these profiles
directly to our online poker site of choice. Thajarity of online poker sites offer the ability to
store notes on individual players. We utilize these note®te profiles of the players in our
database based on Poker Tracker’'s observatiorewfihst tendencies. This profile generation is
accomplished in a two-phase process:

x Phase 1: Create player profiles by defining custom rules for theratgt feature

X Phase 2: Export the profiles to the online sitegistoker Tracker's Notes Exporter
After this process is complete, we have the ability to quickly viewyepkprofile by simply
reading our Poker Tracker-generated note during plfawe’re suspiciously check-raised, we
can simply read the note for the suspicious playermake an informed decision, rather than
manically searching for that player in our database

2.3.1 Using the Auto-Rate Feature

In order to automatically generate player profilge,must first define a set of rules for
categorizing players. More specifically, we need to choose 4 gatiables and a range of
values for each variable that capture a player’s tenden@iegiously, there are many variables
to choose from, and each measures a different plagdency. Our goal is to come up with a set
of rules that is both simple and comprehensive. vidrables that best accomplished this goal
measured three things:

1. Pre-flop play—range of starting hands (tightlesseness)

2. Post-flop play—betting patterns (aggression/pég3i

3. Showdown statistics—likelihood of showing dowwianing hand

Traditionally, a poker player’s “style” is definedbng two axes:
1. Loose or Tightdescribes the range of hands that the playersedla flop with
2. Passive or Aggressiveescribes the player’s betting decisions at ebetting round

Theloose-tightaxis gives us a feel for what types of startingdsaa player will enter a pot with,
while thepassive-aggressivaxis describes a player’s betting tendenciesdt efithe four
betting rounds (preflop, flop, turn, and river).eBe four categories are the basis for our player
profiles, and allow us to categorize players basetheir tendencies.

In addition to these traditional measures of “stwee add a variable to further differentiate
player types. While tightness/looseness captures preflop staaimttendencies, and
aggression/passivity measures betting tendencebawe no measure for a player’s tendency to
bluff or continue with the worst hand after thepfloWe use the variable “percentage of times a
player went to the showdown” (WSD%) as a measure of these tendgiinmgs: the astute

reader will wonder why we don’t use “win % at thie®/down”. The answer is that we must
obtain a huge sample of hands to gather any mefahichata for this statistic. For example,
suppose a player sees 30% of the flops over 10@shemd shows down 50% of those hands.
That gives us 15 data points for our “win % atshewdown” statistic. We prefer to use WSD%,
as it provides a larger sample size and more reliadtke)d
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The following sections describe how we developedstieific range of values for each variable.
We recommend using our rules as a starting poiulttaeaking them to fit your individual
needs, as you grow more comfortable with the auto-rate feature.

2.3.1.1 Tracking Preflop Tendencies

The Poker Tracker statistic that best measures tightad&$IP (“Voluntary Put Money in the
Pot”). VP$IP represents the percentage of timasalplayer chooses to either call a bet or raise
before the flop. In order to categorize players Basetheir tightness, it is first necessary to
determine how often certain hands are dealt. @bk tbelow illustrates the probability of being
dealt a certain hand from five different “hand gaiees” (ranking the starting hands is beyond
the scope of this book. We refer youhttp://www-2.cs.cmu.edu/People/mummert/pokes/a
starting point).

Threshold Probability |
Top 24 hands 11.3
Top 42 hands 20
Top 51 hands 24
Top 68 hands 32.9
Top 84 hands 43.9

Thus, if you only play hands that belong in the topyasu will have a VPS$IP of somewhere
around 11.3%. Obviously, game conditions greatlgcifthe number of hands that can be played
profitably. Hands like suited ace-rag and king-rag go way walire in loose-passive games, but
cannot usually be played profitably in tight gamésany case, the above categories give us a
general idea of the type of hands people play. Yié the following “labels” for VPS$IP ranges

in small stakes hold ‘em (games below $10-20):

Threshold VPS$IP Category

Top 24 hands [<11.3% Super Tight
Top 42 between 11.3% and 20%  |Very Tight
Top 51 between 20% and 24% Tight

Top 60 between 24% and 28% Neutral

Top 68 between 28% and 33% Slightly Loose
Top 84 between 33% and 44% Loose

84+ greater than 44% \Very Loose

These categories help to get a quick assessment afvn preflop play, as well as the play of
others. Since optimal preflop play is highly deghemt on the specific conditions at the table,

there is no specific value of VPS$IP that optimiegpectation. However, we note that over the
long run, tight players often have a higher wirerdtan loose players. On a loose-passive table, a
wider variety of hands (e.g. suited king-rag) camphaitably played, but any player with a

VPS$IP greater than 33% will most likely lose monegiothe long run. For players with a VPS$IP
greater than 33%, we suggest “tightening up” by kmg marginal hands before the flop.

Unfortunately, having seven preflop categoriesoisfeasible, since we would like to have at

least three categories for postflop play. With sepesilop categories and three postflop
categories, we end up with 21 different player gaties, far more than Poker Tracker’s 14 icons
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can handle. For the sake of simplicity, we redueestitven preflop categories to four more
general categories by combining the “super tightglty tight,” and “tight” categories, as well as
the “loose” and “very loose” categories. We feel that this sinplifbn does not significantly
reduce the usefulness of our preflop categoriesedhere is very little difference in the optimal
strategy against players in the subcategories we have combined.olihfmr preflop categories
are as follows:

VP$IP Category \
VPSIP < 24% Tight

24% < VPS$IP < 28% | Neutral

28 %< VPS$IP < 33% | Slightly Loose
VPSIP > 33% Loose

Note that since higher stakes games tend to bietighd have fewer players seeing the flop,
these labels must be modified to match the tighéene conditions. For example, a player seeing
30% of flops in a $15-30 game would be consideredentivein slightly loose. For higher limit
games, we recommend sliding the labels down a r(stth 20-24% VP$IP would be Neutral and
24-28% could be considered slightly loose).

2.3.1.2 Tracking betting tendencies: Measuring Aggression

While VP$IP gives us an idea of the range of handsopponent plays, it doesn’t give us any
information about how a player will bet his hanidaowing our opponent’s level of aggression
can help us to win pots we might otherwise loséatit knowing his betting tendencies. For
example, suppose we are last to act after floppithgsa draw. The preflop raiser bets out, and
two players call. We'd like to raise here to gdtese card on the turn, but we don’'t want the
bettor to reraise and knock out the other two pley&nowing the likelihood that that our
opponent will raise helps us to make an informeasien about whether to raise or call.

Poker Tracker gives us two variables for measuaiggression. In Poker Tracker, aggression is
measured by the “Aggression Factor” (AF) statis#d: is calculated using the following
formula:

AF = (Raise % + Bet %) / Call %
In other words, your aggression factor comparesitireber of times you took the betting
initiative to the number of times you let someolse €ontrol the betting and called. The AF is

computed for each of the four betting rounds: pgefflop, turn, and river, and the average of all
four AFs is considered the Total AF.
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AF Value Interpretation |

5 Player calls twice as much as betting or raising

1 Player calls and bets/raises with the same frequency
1.5 Player bets/raises 50% more often than he calls

2 Player bets/raises twice as much as he calls

Note that including preflop AF skews our measuragigression, since there is a large range of
hands that can be played passively preflop, but Weey aggressively postflop. For example, in
loose-passive games with five or more players getia flop, small pocket pairs and suited
connectors usually generate higher expectatiorabiyng preflop, rather than raising (depending
on position). Since these calls decrease the Total AFglievb that a more accurate measure of
aggression ignores preflop AF, and focuses on agigne on the flop, turn, and river only. All
references to Total AF from this point on will refe the combined AF totals on flop, turn, and
river.

Now that we understand how the Aggression Factoomsputed, we need to determine threshold
AF values to categorize players.

AF Value | Category

AF <1 Passive
1<AF<1.5 | Neutral
1.5<AF Aggressive

We try to keep our postflop aggression categomsegemeral as possible, due to our belief that a
player’s betting decisions should be highly depebhdargame conditions. For example, in a
loose-passive game where raises rarely knock dahpal callers, often we are often better off
checking and calling, since our hand is unlikelyrtdd up against a field of six or seven callers
on the flop. Thus, a typically aggressive player mayréxtly) reduce his frequency of raises
under certain game conditions, skewing the valugoaggression factor downwards. Since
aggression depends so heavily on game conditiona)laxe a wide range of values for each
category.

2.3.1.3 Separating the good from the bad: Went to Showdown %

Now that we've developed measurements for prefiepalior and postflop betting tendencies,
we can add one more variable to help us furthegoaize player behavior. While tight-
aggressive players are generally the most feared player categoail tigiht-aggressives are
identical. For example, suppose a player plays ootket pairs aggressively to the river, and
does not play any other hands. This player raiseserly opportunity, and always goes to the
showdown, no matter what the board looks like. hovuld the autorate rules that we set up
categorize this player?

Since pocket pairs account for only 5.88% of adiffup hands, this player's VP$IP would be
very low, and definitely qualify him as tight. Sinhe raises at every opportunity, his aggression
factor is easily over 1.5, and he is thereforerggfias aggressive. However, clearly this is a
player we'd like to play against—he’s willing tortlw away a lot of money on hands where he is
not likely the favorite, despite his tight-aggressiendencies. We'd like to have a third variable
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to help us distinguish between aggressive players wheodity(able to lay down a good hand
when they are beaten) and aggressive playersowdiglaytheir hand (go to the showdown with
the losing hand).

To further categorize aggressive players, we add/dhniable “went to showdown %" (WSD%) to
our autorate rules. If we know that an aggresgiager goes to the showdown more often than
the typical solid player, we should be more likidycall him down. However, it's not clear what
this threshold value of WSD% that differentiase¢id from overplayshould be. Our initial
analysis of the hand histories of several winnirayets showed that their WSD% ranged from
27% to 36%.

 WenttoSD %  Category |

WSD% < 39% Solid
39% < WSD% Overplays

Keep in mind that this statistic is meant to agsésin our play against aggressive players, but
requires a large number of hands played in ordprdeide us with significant information. To
illustrate this, suppose that we have recorded Hi@ for a tight-aggressive player. If this
player sees 20% of flops, then the number of hamdkave for postflop analysis is 20. It's
possible (though extremely unlikely) he held pockegs on all of these 20 hands, and went to
the showdown every time. In the extremely unlikedge that his Aces were cracked on all 20 of
these hands, we will incorrectly label him as aneiplayer,” even though he is more likely a
solid player with bad luck. This unrealistic examphows that this statistic is relatively
unreliable until we've recorded a fair number ofhtia for an opponent. However, as the number
of “tracked hands” for an individual player growge believe that this statistic is extremely useful
for deciding how to play against an aggressivegiay

2.3.1.4 How many hands do we need? A note about sample size

Now that we’ve defined the player categories for oto-aate rules, the final step is to decide the
number of hands required for Poker Tracker to categ a player. Obviously, the more hands we
have recorded for a given opponent, the more feliabr conclusions about his style of play will
be. However, if we have only a small sample ofdsafior our opponent, our risk of an incorrect
categorization is high. For example, suppose we nhacorded 30 hands for a certain player in
our database. Of these 30 hands, the player allynput money in the pot six times, for a 20%
VPS$IP. If these six hands happened to be all daitmnectors or other type of drawing hand, it
is likely that the player would be less aggresssiece he would like to maximize the pot size if
he ends up making his draw. In this case, hisesgipn factor would appear to be extremely
low. If these six hands happened to be big phissaggression factor would appear to be
extremely high. With only six hands to draw inferesdrom, it is very unlikely that our

inference will be correct.

On the other hand, if we are forced to make a @@tsgainst this opponent, it is better to have a
little bit of information rather than none at afo the question becomes, is it more harmful to
have a “false-positive” player categorization (wg @ player in the wrong category because the
sample size is too small) or is more harm donediyhaving any information at all?

There is no definite number of hands that providesréect” player categories in the auto-rate
feature. The best way to choose the minimum nurabkands to qualify a player for auto-rate is
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based on personal preference. If you prefer to wsgepkategories as a loose starting point for
information about opponents, then we can set tfeskiold at a small number of hands (we
recommend using at least 30 hands as an absolobeuam). On the other hand, if you'd like

more reliable player categorization so that the chathat your category-based decisions against
an opponent are likely to be correct, then a langenber of hands is preferable. We tend to use a
larger value (100) for our auto-rate categorizat&nce we often are forced to make quick
decisions about an opponent while playing multipldes simultaneously. For players who play
more than one table, we feel that a larger valu¢hi® minimum number of hands is preferable,
since a player’s ability to focus on individual y#a tendencies during play is decreased when
facing 18 (9 on each table) or more opponents.
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2.3.1.5 Putting it all together: auto-rating the players

Now that we’ve gone through the theoretical basighe auto-rate rules, we’re ready to rate
players. Poker Tracker’s auto-rate feature takabough this three-step process.
Click on “Utilities” /E"Auto Rate Players” in the top menu bar to begim dlato-rate process

(alternatively, click the eagle icon in the row of top menu icons).
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x Step 1- Overall Criteria
o Enter the minimum number of hands you require fplager to be rated.
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o If you wish to limit the hands to a certain timeipd, fill in the appropriate boxes in
the “Dates to use” section of the screen. Otherwisesldze “all time” and “use all
hands when rating players” radio buttons seleatedrécommend using all hands).
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If you wish to eliminate hands from shorthanded garfnom the auto-rate process,
choose a minimum number of players in the “playetatde” section of the screen.
For full ring game players, we recommend selectingdignethan or equal to” in the
first box, and “7” in the second box. Since shorttethplay has far different
standards for looseness and aggression, we daclotled shorthanded games in our
player rating process. For shorthanded playerseaemmend choosing “greater
than or equal to” for the first box, and “4” foretlsecond box, since the shorthanded
game changes significantly when only three plageesnvolved.
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In the “only use hands from selected limits” sel@tfichoose the limits that you wish
to include in the auto-rate process. Rememberstih@mthanded games have different
categories than full ring games, and should nohtleided in the same auto-rating
(see the section below entitleDifferent Databases for Different Games).

Likewise, we do not recommend mixing limits that aot “adjacent” (e.g. it's ok to
mix $2-4 and $3-6, but not $3-6 and $15-30) becausgdhees are considerably
different.
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0 After you've chosen your desired limits, click dret*Step 2” tab to move on to rule
definition.
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x Step 2 —Rules
o For those of you looking to get started quickly,weeprovided a quick and easy way

(6]

to set up your rules. First, download the follogvewto rate rules file from our
server:http://www.pokertrackerguide.com/ebook/ptquide gati® rules.txtNext,
click on the “import rules” button and specify tfile “ptguide_autorate_rules.txt”
that you have downloaded. However, we recommendggbirough the rules
creation process yourself, since it will help yolidity your understanding of the
player categories, and will allow you to custontize rules to fit your personal
preferences.

If you're not importing the rules, then you can gptthe rules for each individual
category by double clicking each icon and entetiegdata from the table for the
corresponding icon from the table below. When you edothe rule description
screen, make sure the checkbox for “Include prefiopimers in TOTAL Aggression
Factor Calculation” is unchecked.
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0 After you've finished defining the rules, click ¢ime “Step 3” tab to move on to the
rate players.

X Step 3 — Rate
0 Once you've finished steps one and 2, all thaftstéedo is let Poker Tracker rate the
players. Click on the “Rate Players Now (Batch)ttbn to begin categorizing
players.
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Calling Station (Neutral/SL Passive)
Vol. Put Money In Pot % is between 28 and 33
Aggression Factor - Total is less than 1.00

Fishy (Slightly_Loose/Loose Passive)
Vol. Put Money In Pot % is greater than 33
Aggression Factor - Total is less than 1.50

Gambler (Slightly_Loose Aggressive Over)
Vol. Put Money In Pot % between 28 and 33
Aggression Factor - Total is greater than 1.50
Went To Showdown % is greater than 39

Good Player (Tight Aggressive Solid)
Vol. Put Money In Pot % is less than 24
Aggression Factor - Total is greater than 1.50
Went To Showdown % is less than 39

Loose Aggressive
Vol. Put Money In Pot % is greater than 33
Aggression Factor - Total is greater than 1.50
Neutral Aggressive Overplayer

Vol. Put Money In Pot % is between 24 and
28.00

Aggression Factor - Total is greater than 1.50
Went To Showdown % is greater than 39
Neutral Aggressive Solid

Vol. Put Money In Pot % is between 24 and
28.00

Aggression Factor - Total is greater than 1.50
Went To Showdown % is less than 40

Neutral Passive
Vol. Put Money In Pot % is between 24 and 28
Aggression Factor - Total is less than 1.50

Not Sure Yet (Slighty Loose Neutral)
Vol. Put Money In Pot % is between 28 and 33
Aggression Factor - Total is between 1.00 and 1.50

Rock (Tight Passive Solid)
Vol. Put Money In Pot % is less than 24
Aggression Factor - Total is less than 1.00
Went To Showdown % is less than 39

Slightly Loose Aggressive Solid
Vol. Put Money In Pot % is between 28 and 33
Aggression Factor - Total is greater than 1.50
Went To Showdown % is less than 39

Tight Aggressive Overplayer
Vol. Put Money In Pot % is less than 24
Aggression Factor - Total is greater than 1.50
Went To Showdown % is greater than 39

Tight Neutral
Vol. Put Money In Pot % is less than 24
Aggression Factor - Total is between 1.00 and 1.50

Tight Passive Overplayer
Vol. Put Money In Pot % is less than 24
Aggression Factor - Total is less than 1.00
Went To Showdown % is greater than 39
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When the auto-rate process has finished, every piayeaur database who qualifies based on the
minimum number of hands specified in step one shbale an icon. Your own screen name
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will also have an auto-generated icon, hopefullydgplayer”. Note that variables like sample
size and game conditions greatly affect the dediiabf specific icons. For example, we know
several players who specialize in loose-passive games, and their win rate ghty/“Sbhose
Aggressive Solid” player is much higher than margypls with a “Good Player” icon. Against
loose passive players, a wider variety of hands can be played preflegrsrimplied odds are

so high. Again we remind the reader that icons idev® starting point for reading opponents, but
solid play incorporates flexibility in reading pkng based on game conditions.

2.3.2 Using the Notes Exporter

Now that we’ve created profiles for our opponents,need a way to quickly access this
information while we're at the virtual table. Mastline poker sites allow us to store notes on
individual players, which we can access by clickimgthe opponent’s avatar during play. When
deciding which table to sit down at or whether ot to call a suspicious check-raise, these notes
are invaluable and can be used to maximize ouringsn One of Poker Tracker's most powerful
features is the ability to automatically generatgg@tanotes based on information in the database,
and then export these notes to the site.

Before completing the following steps, make sure gbutdown any running instances of your
online poker applications.

If we wish to retain the notes we’ve taken on tbkegr site during play, we must first import the
notes into Poker Tracker.

x Click on “Utilities” A“Import/Export Player Notes” in the file menu.

X Select the radio button marked “Import notes INTaxét Tracker”

X Check the checkboxes for the sites you wish to iffpom

x Click the “OK” button
After this process has completed, the notes yotaiken on the site are in your Poker Tracker
database.

Poker Tracker’s notes exporter makes it easy to sendutorgenerated notes to the online poker
site of our choice. Click on “Utilities/E“Import/Export Notes” in the top menu bar to bethie

auto-rate process (alternatively, click the notejpad  in the row of top menu icons).
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X X X X

Select the radio button “Export notes FROM Pokexcker”
Select the online sites you wish to send the notes to

Click on the “Advanced Export” button in the lowgéght corner
Step 1 — Criteria

(0]

(0]

o

Check the box next to “Don’t export my stats, mgegn name is” so that your
individual stats don’t get sent to the notes file

In the “Hands Played” window, choose the minimum berof hands required
for exporting notes. We recommend a minimum of &dds, although this
number is flexible (see Section X.X above). Noi&ttyou can still export notes
for players that have not been labeled with iconthé auto-rate process. If |
export notes for a player that hasn’'t been autedrahat player is simply labeled
as “default,” but we are able to see other staigtiat may help us in our
decision-making process.

Choose the dates you wish to use for auto-note geneat@recommend “use
all dates when exporting stats”).

In the “Players At Table” section, we recommendesthg “Greater than or
equal to 7” for full ring games, and “between 4 &idor shorthanded games.
In the “Only Use Stats From Selected Limits” section, choose the desmiesl li
you wish to use for auto-note generation. Agaia,d@ not recommend mixing
short-handed and full ring games.

When finished, click on the “Step 2 — Stats” talmmove on to the next step.

X Step 2 — Stats

(0]

In this step, we will identify which statistics Wile exported to the auto-
generated note.
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There are a variety of statistics to choose from, as seen in the lefpdnraead To
include a statistic for export, select the checkladreled “use” to the right of the
description. All checked boxes will be exported azle individual player note,
and will be preceded by the label as defined in‘&#reviation” column. For
example, checking the “use” box for the descriptidatal Hands” will export
the number of total hands played to the note fengplayer who qualifies for
export (every player with more than the minimum emof hands in our
database). If the abbreviation “#” is used, tHenriumber of total hands will be
preceded by the character “#”.

The most important statistic available for expentie “lcon Description,” which
represents the player categories we've assigneddo player in the “Auto-Rate”
process described above. The textual description for each icorppééain the
place marked for the Icon Description (e.g. playmsigned the “Rock” icon will
have an Icon Description of “Rock (Tight Passivéid§4 or whatever
customized description we have created for this)ico

The “line number” and “order” fields allow us to spgoifhere in the note the
individual statistic will appear. Line 1, Ordesfpiecifies that the selected
statistic will appear on the first line in the figsition of the note. Line 1, Order
2 specifies the second position on the first line.

In the right hand pane, check the radio button edtknclude General
Description At Front.” This puts our manually entkretes at the front of the
note for easy access.

The bottom left pane offers a preview of how theeeawill appear when viewed
on the online poker site. Clicking the “refreshitfon will update this preview if
you've made any changes.

We recommend using the values shown in the sciearbglow as a starting
point. We feel that these statistics offer a ret}i complete “at a glimpse”
shapshot of an individual player.

After completing all of the above steps, click be tStep 3 — Export” tab to
complete the process.

Note: Currently, PartyPoker and EmpirePoker allowaximum of 87 characters in the
note field. Any additional characters will not &ap in the auto-generated note. Itis
likely that this 87 character restriction will benmoved in the future.

49



X Step 3 — Export
0 Click on the “Begin Export Now” to start the Exprocess.

After the export is complete, you'll be able to see auto-generated notes the next time you log
into the site.

2.4 Table Selection using Exported Player Notes

Arguably the most useful aspect of exported natdke assistance they provide in table selection.
In a brick and mortar casino, we have a plethondasafal cues to guide us in picking the most
profitable table—the size of the chip stacks in frointhe players, a familiar fishy face, the
expressions on the faces of the players—all ofethieings help us find the “money” table.

Online, we're robbed of these visual cues. Thtugirtables show us only the chosen monikers
of our virtual opponents, as well as the amount ohay they have in front of them. On many
online sites, the only information we have abobtdas the average size of the pot. But with
exported notes, we can get a read on our opponefassbwve even sit down.

Ideally, we'd like to find a table where we havee®bn all of our opponents. If we have a note
on a player, a small square appears in the botéftradrner of the player's nametag. Hovering
over the square with our mouse pointer will revtbalfirst few lines of our note—if the player
has been categorized during the auto-rate protessist line of the note will display a verbal
description of that players category (e.g. Loosgragsive), as well as the number of hands
stored for that player. Obviously, we can’t opermuable and examine every single note we
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see. Time spent selecting a table is time thatawddoe winning money, so we’d like to have a
quick way to determine what type of players couostita profitable table.

The rapidly growing number of players in the onlpuaker world makes it unlikely that we will
have notes on many players at any individual tablew players sign up, and old players go
bust—for the majority of our opponents, it's unlikae have seen them play enough hands to
have a note. However, once you've logged a fairbemof hands in Poker Tracker, it's likely
that we have notes on at least one player on eablg. Obviously, we want to avoid the good
players and find the fish, but a few good players &@ble of fish can still make for a highly
profitable table.

2.5 Playing the Players: Strategies for Each Player Category

Now that we’ve used our Poker Tracker data to acdat® notes on individual players, it's time
to use our informational advantage to generatetpréifithough table conditions are dynamic,
and there is no set formula for playing against difietgpes of players, there are some general
rules of thumb that we follow when facing certaipds of opponents. We present several rules
of thumb for playing against nine of the 14 platygres (corresponding to the 14 different auto-
rate icons). However, it's important to rememlbbexttthe answer to most poker questions is, “it
depends,” and that these rules of thumb are onlyrgerecommendations. In addition, these
recommendations apply primarily to heads-up situati@ach additional opponent adds
significant complexity to the situation, and we e more careful with our rules of thumb.

2.5.1 Loose Players

x Passive:

Since loose-passive players rarely reveal the gtineof their hand, it’s difficult to know if

our hand is best. Since loose players will playidewange of hands preflop, we can usually
assume our hand is better before the flop, andhaelg punish their loose limps with preflop
raises (isolating the loose player if possible). If the flop doesn’tdwimand, we face a
difficult situation, since we can’t narrow the rangf hands our loose opponent may hold.

0 Fishy (Slightly Loose Passive & Loose Passive): Fishy opponents will call with nothing, so
the general rule of thumb is to pound away with raises and hope our hand holds up. Often
we'll get drawn out on, but with tight preflop play, the odds that our hand is superior are
high. We recommend gritting your teeth and betting the entire way when heads-up with a
fish, even with unimproved Ace high. In the unlikely event we are raised, we know we are
beaten and can fold with a clear conscience.

0 Calling Station (Neutral Passive & Slightly Loose Passive): The calling station is slightly
tighter than the fish, so we don’t recommend pounding away with reckless abandon with
only Ace high. However, we recommend betting with any pair until there are at least two
overcards on the board, at which point we’ll slow down. In the rare event that the calling
station raises, we should fold immediately—a raise from a calling station indicates a
monster hand in most situations. Since a calling station has a VPIP% of around 30%, we
can narrow their range of hands somewhat—if a card in the play zone (between 9 and
Ace) hits the board, we have to be careful, since the Calling Station likes to Limp with any
two cards that total 19 or higher.

O Not Sure Yet (Slighty Loose Neutral): Although the Slightly-Loose-Neutral player has
similar tendencies as the Calling Station, he also is very similar to the Tight-Passive-Solid
“Rock”. This type of player is usually relatively harmless, but plays a lot of hands so it's
difficult to know what he’s holding. The “Neutral” part of this player's description tells us
that he is more aggressive than both the Calling Station and the Rock, so we can usually
fold with good conscience when we're raised by a Slightly-Loose-Neutral.
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X Aggressive:

Loose-aggressive players are by far the most diffigpponents to play against. Since they
will bet and raise with a large range of handsesidon’t give us much information about the
strength of their hand. In addition, loose-aggxesplayers will often call with monster
hands, and like to make “tricky” plays. Thus, it'$fidiult to using the betting actions of a
loose-aggressive opponent to put them on a handreééenmend calling this type of player
down with marginal hands (such as top pair, weakeki or second pair, top kicker), and only
re-raising when we are quite sure that our hamety far ahead.

(0]

Gambler (Slightly Loose Aggressive Overplayer): The Gambler is a dangerous player, but
throws away many bets by frequently overplaying his hand. Our auto-rate rules tell us that
he goes to the showdown too much (see the auto-rate section above), so we tend to call
this type of player down more often with only a marginal holding. He will frequently draw
out on us when he hits an overcard on fourth or fifth street, but it's a mistake to always
muck our second pair if an overcard hits on the turn or river, since the gambler will often
bet with nothing.

Loose Aggressive: The Loose Aggressive player is even more dangerous than the
Gambler, since he plays almost every hand he’s dealt. We can never be sure what the
Loose Aggressive player is holding, but we are usually right to assume that our hand is
ahead before the flop. Try to isolate this player by raising his loose limps before the flop,
and beware of tricky plays postflop. Like the gambler, the Loose Aggressive loves to
make moves, and we recommend calling him down with marginal hands.

2.5.2 Tight Players
Since tight players usually only play solid starting handsnitieh easier to narrow down the
range of hands they may be holding than it is fostoplayers. General advice when facing a
tight player’s raise is to muck any hand (exceptgtemium hands) and wait for a better
opportunity. Also, we should be extremely careful whaw face card hits the board when we're
heads-up against a tight player, since it's unjiked’s holding anything but two face cards or a
decent-size pair. The tight player’s only weakness is that hedemtilde to bluffs when there
are no cards in the playzone (9 through Ace) orbtsed.

X Passive:

(o]

Rock (Tight Passive Solid): The rock only plays good cards, and rarely raises after the flop
unless he's got a monster. This type of player is easy to play against—if he does raise
preflop, get out unless you've got a premium hand. If you do end up calling his raise, you
have to be careful of an overpair or an Ace if a bullet hits the board. Otherwise you can
bet your hand (cautiously). If a rock limps preflop, we should tighten up considerably,
since the hands he will limp with are usually very strong. If a card in the play zone hits and
we have second pair, we'll usually throw out an exploratory bet to see where we are. If the
rock calls, | usually go into check-call mode, fearing that he's hit his hand.

Tight Passive Overplayer: The Tight-Passive-Overplayer is similar to the rock, but has a
much harder time laying down a hand when the board suggests he is beaten. When this
type of player gets involved in a pot, it's almost always with a quality starting hand, and he
is usually going to see the showdown with it. We recommend using the “rock” strategy
(described above) against this type of player, with a tendency to call this player down
more since he goes to the showdown too often with inferior hands.

X Aggressive:

(o]

Tight Aggressive Overplayer: Although it's usually dangerous to get involved with this type
of player, defending the blinds against a tight-aggressive overplayer usually shows a
profit. Since our opponent is tight, the range of hands he is raising with is relatively small,
and it's relatively easy to figure out if we're ahead. As an overplayer, he will often
continue to bet into us until the showdown when we are ahead. For these reasons, blind
defense against this player type is simple: if no face cards flop and we hold a pair, check-
call the overplayer to the showdown, and be careful of a river card that may improve the
narrow range of preflop hands that he would raise with.
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0 Good Player (Tight Aggressive Solid): The most feared player type, the good players
should be avoided at all costs. The only time we want to tangle with this type of opponent
is with a premium hand, and even then it's scary. Facing a good player's raise with pocket
jacks is a difficult situation to be in, and since he's going to bet the entire way, we're not
sure where we stand. By default I'll put a tight aggressive raiser on Ace-King or Ace-
Queen, and usually grit my teeth and call him down if | have a pair and an Ace, King, or
Queen hasn't hit the board. Calling the tight Aggressive player with hands that may be
dominated like AJ or KQ is a huge leak, and we'll often be putting a lot of bets in when
we're dominated. This is the player type we want to be like, and we should avoid heads up
situations with him.

2.6 Different Databases for Different Games

Unfortunately, if you play more than one “type” ajltl ‘em, there is no easy way to set up Poker
Tracker to auto-generate different notes filesefach game. For example, if we play No-Limit,
shorthanded, and full ring games, we'd really likdhéwe three separate notes files for each type
of game. We've developed a method to achieveftimistionality, although it requires a bit of
manual intervention to make it work.

X Step 1 — copy the main poker tracker database

First we need to create a copy of our current database file. We do this by t

following process:

1. Right click on the start button and select “exglo

2. Navigate to the “Program Files” folder, and tlogren the “Poker Tracker V2~
folder

3. Select the file titled “ptrack.mdb” and copy it

4. Paste the file into the same directory. You stheae a file titled “copy of
ptrack.mdb”

5. Rename the file to “ptrack2.mdb”

6. Inthe Poker Tracker window, go to the menu optigile” A£“Maintain Poker
Tracker Database Names”

7. Click the button labeled “Add”

8. Type in a description for the new database (d.ghorthanded_db)

9. Click on the empty box in the “Database File"wh, and select “Browse To
Find an Existing Database” from the drop-down menu

10. Select the “ptrack2.mdb” file that you just desh

11. Click the "OK” button

We've now made a copy of your Poker Tracker database, and canhigpeopy by
going to the menu option, “FileZE“Open Database” and selecting the new database.
We will use this new database to generate a seconélrsetes for one of our other
game types.
X Step 2 — back up the notes file
Online poker sites store notes as a simple texbofil your machine, and read from this
file every time you start the online poker appliocat For example, PartyPoker’s notes
file is called “Notes.txt,” and stored in the /Prag Files/PartyPoker/ directory. When
Poker Tracker generates notes, it overwrites tleisvith information from the database.
In order to create a separate set of notes for eanh,g@e will maintain a separate
“Notes.txt” file for each game. We do this by simpbpging the notes file after we
auto-generate our notes, and storing it underfardift name. For example, after we run
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export our notes for full ring games, we copy thées file (select the file “Notes.txt” in
the /Program Files/PartyPoker/ directory) and renare“full_ring_notes.txt”.

X Step 3 — auto-rate and export notes for your otfeane
Now that we've stored our exported notes for orat fjame type, we can use our second
database to auto-rate players (based on categonzates specific to that game) and
export notes to a second notes file. For examyaehave a separate database and set of
auto-rate rules for shorthanded games. We've ¢ggdhese rules to “Notes.txt” and
made a copy of the notes file titled “shorthandedesudxt”.

X Step 4 — before logging on to the poker site, remtima desired notes file
Now that we have two different notes files, we dymename the one we wish to use to
“Notes.txt” before running the poker applicatidfor example, if we are going to play a
shorthanded game, we would delete the current “Natésnd rename the
“shorthanded_notes.txt” to “Notes.txt”. This eressithat our notes will be read by
PartyPoker when we run the application.

This process is a bit time-consuming, but we find be the only possible way of maintaining
notes of high informational value across games.

2.7 The Summary Tab: Finding the Big Fish

The auto-rate feature allows us to rapidly categorize plalyetshere are some players that
deserve special attention. We’'re talking about tigg&st of the fish, those whale-like players
that fling their chips in the pot without caring atthappens. These big fish are worth some extra
attention, since finding them usually means addimice pile of big bets to our bankroll. Poker
Tracker’'s Summary tab makes it easy to quickly identify thdish.

Before tagging the big fish, we must first decide aaasonable number of hands that are
required to qualify a player for fishy behavior. \8leggest choosing a relatively large number,
since it's common to see players go on tilt foessson and depart from their usual game. The
fish we are targeting play terribly ALL the timegtrjust when they’re on tilt. For this reason, we
filter out all players with less than 150 hands wiish-finding. This is done by going to the
“Preferences” tab and checking the “Use playeeffiltheckbox, then typing “150” into the “At
Least: _ Hands Played” box. After setting the mimin number of hands, we click the
“Summary” Tab to start fishing.

The summary tab allows us to sort our opponents dyntarily Put Money in the Pot, and you
will be pleasantly surprised to see how many players findarly impossible to fold. Click the
VPS$IP column to sort opponents by VP$IP, and thggis who have an aversion to folding will
rise to the top of the list. Once the players hawnlsorted, we can quickly go through them and
“tag” them by entering a brief note. For examffleye double click on the top player in the list,
we’ll be taken to that player’s General Info. In thex labeled “General Description”, we might
write a note like, “FISH — sees 99% of flops”. Wiheur notes are exported, this note will be on
the top line of the player’s note box, and we caicldy take a seat next to him.

We suggest writing brief notes for every playerhwatVP$IP of over 60%. Typically these
players will fall into one of two categories—extrely passive (total fish) or extremely
aggressive (maniac). Players with a preflop rp&seentage (the column to the right of VPSIP in
the summary tab marked PFR%) of over 15% and areagign factor greater than 2.0 are
maniacs, and should be noted as such. While maaiactough to play against, they usually
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loosen up a table, putting normally solid playergiltrand creating a gambling atmosphere at the
table. More passive players are more predictaideextremely profitable, and should be tagged
using the general description field.

Once we've tagged the fish and the maniacs, weisaran online poker site’s “buddy list”
feature to seek out these players. To do this, opaheaionline poker application and login.
Usually the buddy list feature is accessible through the site’s |dbbgxample, on PartyPoker
and skins, you can access the Buddy List undeiMiyeAccount” file menu in the lobby). To

add a player to the buddy list, simply type in thgtayer name. The player’'s name will appear in
your buddy list with a small icon to the left oeihname. This icon indicates whether or not the
player is currently logged into the site: a rechicoeans that a player is online, and a gray icon
means that they are not.

Once we've determined that a player is online (the icon néketoname is red), we can use the
“search tables” feature to find the player. Ontyoker, we do this by closing the buddy list and
clicking on the “Search Tables” button at the botwf the lobby screen. When the search screen
pops up, click on the right tab titled “Player Sgdr Clicking on the “Buddies” button will bring
up a list of the players in our buddy list that are currently onlifigou’d like to search for that
player, click the checkbox next to their name (&g select as many checkboxes as we like to
search for more than one player) and click thedoutharked “Buddies” again. The selected
players names will appear in the search box, acHiey the “Search” button on the right will
initiate the search function. If a player is cathg seated at a table, the name of the table will
appear underneath the player's name (if the playglaying at more than one table, all of the
tables where the player is currently seated witlesgp under the player’'s name). Double clicking
on the table name will bring you to that table.

The player search feature makes it extremely easy to find the “big fish,” and werendm

doing a quick search upon logging in at the begigwif every session. Usually we won’t be so
lucky as to find any of our favorite players, bubitly takes a second to check. We also urge
caution with these types of players—we’ve found that ntangs, solid players at the higher

limits will drop down to lower limit tables in ordéo “blow off steam.” It's a lot less harmful to
the bankroll to play 60% of hands at a lower lithén in a higher stakes game, and these players
usually play pretty well after the flop. So if you dbat a player that you've tagged as a big fish
is sitting in a higher stakes game, it may not gead idea to sit next to him.
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2.8 The Game Time Window: Real-time statistics

Poker Tracker’s exported notes offer an “at-a-gtdhaok at players in our database. However,
there are times during play when we'd like to haveerdetailed information about the
opponents sitting across the virtual table. Pdkacker'sExternal Game Time Windogives us
access to extensive information about every playateseat the virtual table. Once we’ve played
a hand at any given table, the external Game Timed@¥ir automatically creates a replica of the
table, containing detailed statistics about eaelygl at the table.

In order to “load” the external game time window, mvast complete a series of simple steps.

2.8.1 Loading the External Game Time Window
1. After we've played at least 1 hand at the tabie need to import the hand histories so
Poker Tracker can populate the Game Time Windove dé/this by clicking the “Auto

Import Hand Histories” Icon  in the Icon Toolbar (see
http://www.pokertracker.com/partyhd.htifiolr a detailed explanation on how to set up
the auto-import function).

2. Click the “Force Import” button in the “Auto-ImpaHand Histories” screen to force
Poker Tracker to import the most recent hand hiesor

3. After the import has completed, bring up the endéfGame Time Window by clicking

the icon in the Icon Toolbar.

4. Inthe Game Time Window, click the “Preferencesttbn.

5. At the top of the screen, you'll see a pull-dowenu with the heading, “Populate the
table with information from one of my previoushalited sessions”. Select the table you
wish to view in the Game Time Window in the pull-dolist.
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6. Make sure the checkbox marked “do not includestays” at the bottom of the screen is
checked.
7. Click the “OK” button.

After completing these steps, the Game Time windailcontain information on all players
seated at the table. The sections below descabetdget the most out of the features available
in the Game Time Window.

2.8.2 Understanding the Data

When the table is populated, the Voluntarily Pint £ot (VP$IP) %, Pre-flop Raise %, BB/100
(Big Bets per 100 hands) and number of hands usttkitable average calculations are
displayed along with the seat number directly altbeeplayer name. If the player has won
money, the text will appear BREEN If the player has lost money, the text will b= . If the
player does not meet the criteria to be includetthéntable averages then the text "Not incl. in
table avgs." will appear.

In the center of the screen, the table averages (deuhpver all players at the table) are
displayed. It's important to note that these nuralaee computed using every recorded hand
history for the current players at the table. &mmple, if you have recorded 1,000 hands for one
player at the table, and only one hand for theratbeen players, the statistics will be calculated
over the 1,007 recorded hands. Obviously the taxeage numbers will be heavily weighted
towards the single player, and will not offer a doepresentation of the character of the table. In
judging the profitability of the table, each plagéiould receive an equal weight, since our chance
to collect bets from each player is the same (indegreraf how much information we have on

the individual players). However, if the numbehaihds has a more even distribution across
players, the table average statistics can be useduskamethod to judge the “goodness” of the
table.

2.8.3 Obtaining Position and Hand Statistics faypls in the Game Time

Window

A player that we don’t have much information ort'fleall him MysteryRaiser) raises from first
position, and everyone folds to us in the big hlivde hold KJo and aren’t sure if we should call.
Double-clicking the player’'s name in the bottom @afiows us to see more detailed information
about the raiser. After double-clicking Mystery&ais name, a new window pops up. The top
pane shows position statistics for MysteryRaised,\&a note that of the 45 hands we have
recorded for him, he has only played one hand freves off the button. Looking down at the
bottom pane, we see that the hand was AA. WedoidJo with a clear conscience, knowing
that MysteryRaiser is likely a big favorite. Thisample shows how the detailed information in
the Game Time Window can help us make better adetsiluring play.

2.9 Enhancing the Game Time environment: Poker Tracker
Plug-Ins

As the number of poker players using Poker Tracker &asa® several “plug-ins” have been
created by third-party developers to enhance ttegdntion between the online poker sites and
our Poker Tracker database. These plug-ins actbasige between the poker client software
(provided by the online poker site) and our hand hysttatabase (provided by Poker Tracker).
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More specifically, the plug-ins pull data from thelkder Tracker database directly onto our online
poker table so that our Poker Tracker informatiowisible at all times.

2.9.1 PlayerViewNet

The best plug-in we've come across is PlayerViewNet, a freely downloadable pragyreloped
by two very generous poker players. The programbeadownloaded here:
http://www.playerview.net/and we suggest giving a small donation to rewtaeddevelopers for
their efforts (seéttp://www.playerview.net/donate.htridr donation information).
PlayerViewNet works with the Poker Tracker dataldiaggrovide real time data right on your
PartyPoker window. Unfortunately, at the time ofting PlayerViewNet only works with Party
Poker and its affiliate sites (Empire Poker, M&tiker, Intertops Poker, Coral Poker, and
Pokernow). Here’s what the Party Poker window ldikes when PlayerViewNet is running:

Notice that each player at the table has differeltrcammbers adjacent to their name. These
numbers represent various statistics from our Pokacker hand history database. We can
customize which Poker Tracker variables PlayerVietwiill display on the screen, and where to
place those variables. Here are the variablesave found to be most useful:

58



PlayerViewNet has a wide range of customizatiomooygt including:
x A choice of 23 Poker Tracker variables
x Color ranges for each variable (e.g. display vpasted if vpip% < 15)
X The number of recorded hands required to displaylinger’s statistics

For your convenience, we've made our PlayerViewNet gomdition file (which produces the
figures you see above) available for download here:
http://www.pokertrackerguide.com/ebook/pokertragkiale playerviewnet config.pvBave this
file to the following directory on your local hardige: C:/Program Files/Poker Tracker V2/To
load it, simply perform the following steps:

X Open PlayerViewNet

X In the top menu, select ConfiguratidgiLayout Manager
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X When the Layout Manager opens select Fi#mport Settings

x Select the downloaded file (pokertrackerguide_ptagavnet_config.pvl) and click “Ok”
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While we find this configuration to be best for maeds, we recommend that you set up your
own customized PlayerViewNet environment. A comptaterial describing everything from
installing PlayerViewNet and customizing your enwineent can be found here:
http://www.playerview.net/tutorial.htmIThe software is so useful that we’'ve abandoreaP
Tracker's External Game Time window in favor of yaviewNet for Party Poker and affiliates.
PlayerViewNet's main value is its ability to redusmreen clutter for players who play more than
one table simultaneously. With three or four tablperg most monitors don’t have enough
screen real estate to hold all of the tables akagsghree or four External Game Time windows.

You may have noticed that the virtual poker playersmgbas the dealer) are absent from the
table in the screenshots above. Since our scsereiady full of statistics, we prefer a virtual
table uncluttered by player avatars. We can getfritie avatars by downloading a “poker mod,
available herehttp://www.chiplitre.com/ Chip Litre’s poker mods replace the original pok
table image installed by the poker client softwaith a modified image that eliminates the
avatars. We highly recommend the “no players” nmdders who play more than one table.

Take care of your online poker environment. We doltast we can to customize our poker
desktop so that we have an uncluttered screen wier@oker Tracker data is easily visible.

2.9.2 GameTime+

For those of you looking for a plug-in that works moker sites outside of the Party Poker
“family,” we introduce GameTime+. GameTime+ is damito PlayerViewNet, but works on all
sites supported by Poker Tracker. The program eastolwnloaded here:
http://download.statuspro.tv/GameTimePlus.exere is a list of features provided by
GameTime+:

x Basic individual player stats displayed for each playgh more complete stats
available by hovering the mouse over the stat box.

x Statistics for the entire table

x Customization: you can choose the stats to dispiayfont, color, and the criteria for
changing the color.

x  Support for multiple databases and/or screen nafsh table you add can be from a
different database, or have a different screen nélseful for those that don't use the
alias feature of Poker Tracker, or that use multif@tabases concurrently.

x Icon-only view. Each player's stats can be toggled laacl forth between icon-only and
full stats by right-clicking.

x Table summaries in the main window
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Instructions:

gL

Download the file and save anywhere you want. &kevo installer needed.

Run the program.

Make sure Poker Tracker is running and importiagd histories.

Play poker.

As you open tables in your favorite poker sitekahe + button in GameTime+ to
enable stat overlays for the table you're playinglbit isn't listed, wait a minute or two,
because Poker Tracker hasn't imported yet.

The program works with all poker sites, but thigahlayout is optimized for Party
Poker. To customize the display, drag the stat baxegerever you want them. The
program will remember their new locations.
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Conclusion

Poker Tracker is an extremely powerful and completgnk tool that takes a lot of practice in
order to master. We hope this guide has helpedipderstand how Poker Tracker works, and
how to use it to improve your poker play. Lookirachk at our book, it saddens us a bit that it's
not the funniest or most dramatic work of literattinat we've come across. But we believe
we've achieved our goal: to help you, the readebecome a better online poker player by
understanding how to use Poker Tracker to obtainfanmational advantagever your
opponents. Poker is a game of small edges, andftirenation that Poker Tracker gives us
provides us with a significant edge against opptsemo aren’t taking advantage of its many
features.

One of the reasons that we can obtain this edigedause not everyone is using Poker Tracker.
Why not? Well, if you've made it this far, you kndhat it's a lot more fun to spend your time
check-raising someone than it is to review the sitfat you've lost with pocket Aces. Data
analysis is hard work, and most people play pokex diversion or a hobby. Poker is fun.
However, we believe that winning at poker is anhatre fun than losing at poker, so investing a
little bit of time in reviewing our play and traclg other players has not only a positive financial
return, but also ends up being more fun. If yowilling to spend a bit of time with Poker
Tracker, your hard work will give you an edge oyeur opponents.

We've tried to stress throughout the book thatatieice given here represents general guidelines
for play. Poker is such a dynamic game that geaehdce can be very dangerous, since very
few poker situations are identical. Keep in minattfhe answer to most poker questions is “it
depends,” and our advice may not be correct in nstogtions. Our hope is that our guidelines
can provide you with a starting point, an in-deptdenstanding of the features of Poker Tracker,
and from there you can develop your own rules oirihu

Thanks for reading, and we’ll see you at the tables!
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