
Pai Gow Tiles Strategy 
against the Foxwoods house way 

 

Follow the first rule that applies: 
 

1. Never split two pairs. 

 

2. Play individual pairs as follows: 

  

Pair Rule 

Gee Joon Only split when the other tiles are a 6 with any 4, 5, 6. 

2’s and 12’s 
Only split to make 6/8 or better if it improves the low hand. 

Also split with 9 and 11.  Never split with 9 and High 8. 

4’s  Never split 4’s. 

5’s Only split when the other tiles are 2 and 12. 

6’s Only split with any combination of 2, 11, 12. 

7’s Only split to make 7/7 or better. 

8’s Only split to make 8/8 or better.  Also split with 9 and 11. 

9’s Only split to make 9/9 or better. 

10’s and 11’s Never split 10’s or 11’s. 

 

3. Counting Wongs as 11 points and Gongs as 10 points, add the number of points in each high hand to the 

number of points in its counterpart low hand.  Determine the highest point total of the three ways to play.  If there 

is only one way to play the highest total, play it.  This rule overrides all other rules and exceptions. 

 

4. Play 0/Wong, 1/Gong, and 1/Wong whenever possible. 

 

5. Play High Nine whenever possible.  If given a choice between 2 and 12, play the 12 in the high hand.  If given a 
choice between Low 7 and High 7, play the High 7 in the low hand if it will improve it. 

 

6. Play a Low 8 Gong whenever possible, except when you also have a High 8 and cannot use it to make a low 

hand of 7 or better.  If given a choice between 2 and 12, play the 12 in the high hand. 

  

7. Determine the best low hand and best high hand by comparing only those ways to play which have the highest 

point total.  Play the best low hand with point totals of 5 or less, and when the best low hand is a 5, 6, 7, or 9.  

Play the best high hand in all other circumstances. 

 
The following table shows the house edge of the above strategy: 

 

Commission Dealer Banker Player Banker 

5.00% 1.9322% 0.0395% 

4.76% 1.8627% –0.0322%   

 



Exceptions 
 

Note:  The figures in the Added Value columns are applicable to a 5% commission. 

 

Added Value 
Exception 

Dealer Banker Player Banker 

Whenever possible, play 5/7, 6/7, or 7/7 instead of High Nine when the tiles include 

a 2 with any 4, 5, or 8. 
+0.0393% +0.0181% 

With 6-point hands, play 3/3 if possible, otherwise play the best high hand. +0.0298% +0.0155% 

With 9-point hands, play the best low hand if the best high hand is a 6, otherwise 

play the best high hand. 
+0.0260% +0.0274% 

Play a Low 8 Gong instead of High Nine when the fourth tile is a Gee, 4, 5, High 10, 

or 11. 
+0.0139% +0.0140% 

With 11-point hands where the best low hand is a 4, play 4/7 if any tile is a Gee. +0.0129% +0.0138% 

With 10-point hands, always play 1/9 whenever possible, except when the tiles 

include a 5 and 10. 
+0.0110% +0.0101% 

With 8-point hands, always play 4/4 if the tiles include two 7’s without a 10. +0.0107% +0.0104% 

With 7-point hands where 0/7 is not an option, always play 3/4 whenever possible. +0.0083% +0.0091% 

Play Wong instead of High Nine when the fourth tile is a 5, or when the tiles include 

a 2 and High 10. 
+0.0062% +0.0020% 

Split a pair of Low 6’s when the other two tiles are High 10 with a 2 or 12. +0.0008% +0.0013% 

When banking, do not split a pair of Low 7’s when the other tiles are 10 and 10. N/A +0.0001% 

 

 

The following table shows the house edge when the above 

exceptions are used in conjunction with the basic strategy: 

 

Commission Dealer Banker Player Banker 

5.00% 1.7733% –0.0824% 

4.76% 1.7034% –0.1504% 

 

 

 



Addendum 
 

There are certain combinations of tiles which may appear to have multiple ways to play, when in fact there is only one.  

Consider the following examples: 
 

A. Low 7, High 7, Low 10, High 10 

 

Your choices are 0/4, 7/7, and 7/7.  Clearly 0/4 is inferior and should never be played.  But since both 10’s are 

higher in rank than both 7’s, it does not matter which 7/7 you choose, since the 7 with the High 10 will always be 

the high hand, and the 7 with the Low 10 will always be the low hand.  Therefore, there is technically only one 

way to play this combination of tiles. 

 

B. Gee, Low 6, High 6, 12 

 
Your choices are 2/8, 8/9, and 8/9.  The 2/8 is inferior and should never be played, but there is a significant 

difference between the two ways to play 8/9.  The two acceptable low hands are formed by playing the 12 with 

either the Low 6 or the High 6.  Regardless of which 6 you use in the low hand, the points and rank are identical.  

However, the high hand is lower in rank with the Gee and Low 6 than with the Gee and High 6.  Therefore, the 

correct way to play this hand is to put the 12 and Low 6 in the low hand, and Gee and High 6 in the high hand, 

making that the only way to play this combination of tiles. 

 

C. Low 10, High 6, High 10, High 8 

 
Your choices are 0/4 (inferior), 6/8, and 6/8.  The low hand should consist of the High 6 and High 10, and the 

high hand should consist of the Low 10 and High 8.  It would be a waste of the High 10 to play it with the High 8 

because the High 8 is the highest tile no matter which 10 you play with it.  The low hand, however, is improved 

by playing the High 10 instead of the Low 10.  This is the only way to play this combination of tiles. 

 

The same applies with combinations that appear to have three ways to play, but in fact only have two.  Consider the 

following examples: 

 

D. Low 6, High 7, High 6, 2 

 
Your choices are 2/9, 3/8, and 3/8 — but only one of the 3/8 ways is valid.  If you play the 2 and High 6 in the 

high hand, the low hand’s rank is significantly reduced.  The Low 6 can be played in the high hand without 

affecting it, while improving the low hand at the same time.  Thus, there are only two ways to play this hand: 2/9 

(both 6’s in the low hand) and 3/8 (High 6 and High 7 in the low hand). 

 

E. Low 10, High 6, High 10, 12 

 

Your choices are 0/8, 2/6, and 2/6, however only one of the 2/6 ways is acceptable.  It would be wasteful to play 

the High 10 with the 12, since the low hand would not be weakened by playing the Low 10 with the 12.  Thus, the 
two acceptable ways to play this hand are 0/8 (both 10’s in the low hand) and 2/6 (the 12 and Low 10 in the low 

hand). 

 

 

 

 

 

 



Chart 
 

This following chart shows how often each type of hand is made for the Foxwoods house way, as well as perfect 

strategy and basic strategy (including the exceptions) when the dealer is banking and when the player is banking: 

 

 


