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GAME: Card deck is 4 suits, cards 1 to 5 in each suit. 

Deal two sets of three cards:  first set is one card up and two cards down, while 
second set is two cards up and one card down. 

Team calculates probability of outcomes (see next page) and chooses which hand 
they think will be best. 

Turn the down cards up and see which set of cards is better according to the odds 
chart in Table I, below.  (Table I lists hands from best at top to worst at bottom.) 

If team chooses correctly, they get 1 point, otherwise 0 points. 

Winning team has highest percentage of correct guesses.  At least five rounds must 
be played.  Tied hands are possible:  guessing either hand scores 1 point. 
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Number of possible hands:  
  
N = 20C3 =

20!
(20− 3)!3!

= 20 ⋅19 ⋅ 18
3

3 ⋅ 2 ⋅ 1
= 1140  

 
TABLE I 

ODDS OF GETTING HANDS (BEFORE DEALT) 
(FROM BEST HAND TO WORST HAND) 

Hand # of such hands Explanation 

3 of same # (3-of-a-kind)    5 i 4C3 = 20  5 #'s, use 3 of the 4 of that 
# 

3 of same suit (flush)    4 i 5C3 = 40  4 suits, 3 of 5 cards in suit 
used 

3 in a row (straight)   3i 43 − 3i 4 = 180  3 ways to get 3-in-row: 
123, 234, 345; 4 suit 
choices each card, minus 
3-in-a-row (same suit) * 4 
suits 

2 of same # (pair)    5 i 4C2 i16 = 480  

 

5 #'s for pair, use 2 of 4 of 
that #, 16 cards for 3rd 
card (and not get 3 of kind) 

2 of same suit (small flush) 
   4 i 5C2 i15= 600*   4 suits, use 2 of 5 cards of 

that suit, 15 cards for 3rd 
(and not get 3 flush) 

*includes some 2 of kind 
and some 3 in a row 

2 in a row (small straight)   5 i 43 = 320   ways to get 2-in-row: 124, 
125, 134, 145, 235; 4 suits 
for each card 

**includes some flush and 
small flush 

 


