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1. First Things First  

Let’s get one thing straight right out the gate: You don’t need to customize our poker bots! We are not selling a 
blank platform that requires programming like Open Holdem or Win Holdem. Our Holdem Bot is a fully 
functional software program that plays good poker right out of the box, and contains many user-defined 
settings on the option menu that can be used to adapt it to just about any game environment.   

Many users have reported high final table finishes in large 300+ field MTT’s completely unassisted, including 
some first place wins. We have received multiple reports from users who have gotten a piece of large bad-beat 
jackpots at using our bot. Many of our forum members have reported cashing a $600+ signup bonus at one of 
our supported poker rooms while they slept using our Holdem Bot. There have been graphs posted in our 
forum showing nice up-trends over many thousands of hands in cash games. All without any custom profile 
coding.  

However there are always those who want to be able to tweak it even more, and that is why we developed PPL 
(Poker Programming Language). With it you can fully customize the play of our poker bots, whether it is 
making a few adjustments here and there or creating an entire set of playing instructions from scratch (or 
anything in between). If you are a researcher at a University it should be a simple matter to write a parser so 
that you can use PPL in your project.  

You don’t need any programming training to become proficient in PPL. It is very easy to pick up if you are good 
with a PC and understand common poker terminology well. Reading this guide plus a little practice should 
have you coding away to your heart’s content in no time.  

2. Introduction  

The Shanky Technologies poker bots are the most sophisticated software programs of their kind ever to 
become available to the public. In spite of their sophistication, they have always been extremely user-friendly.  

The option menu contains many settings that the user can set in order to adjust the software to play optimally 
for different game environments. Many large tournaments have been won completely unassisted by customers 
of our pokerbots, as well as many tens of thousands of dollars in deposit bonuses successfully cleared by 
playing cash games with them.  

As our products developed and continually improved over the past months, we eventually reached a plateau 
where we really couldn’t improve upon their play by adding more new features and user-options. However 
there is always room for fine-tuning when targeting certain special game types. Also, different players have 
different theories about correct strategy. Some people want the ability to completely control how the bot will 
play in every conceivable situation.  

The only logical path forward was to move in a direction of making the bot totally user-configurable, without 
removing the already proven successful programming and user-option list. This was not an easy task, but that 
has never stopped us before. There are literally thousands of possible poker situations, and hundreds of 
variable elements which create those situations.  
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What we came up with as a solution is a simple programming language that anyone can use, which includes 
the variables that our bot uses to categorize the information it gathers from the poker table. The code is easy 
and the list of variable elements and action commands is short. The purpose of this guide is to show you how 
to use it. Thus we believe we have kept the product user-friendly while greatly expanding upon it’s possible 
playing styles.  

This also opens up a whole new community of users who enjoy creating, trading, and sharing their own custom 
codes (even selling them if they want). If this sounds like fun, be sure to join our forum so you can get in on all 
the action.  

2.1 Beep Feature = Fold or Beep Bot!  

Before I get into the PPL instructions, I want to mention a feature that our bots now have which appeal to an 
entirely new market segment. One of the actions now included in PPL is Beep. Beep means just what it sounds 
like: Instead of calling, raising, checking, or folding your computer will beep at you to get your attention so you 
can play the hand yourself.  

What this means is that instead of playing poker for you, you can have the software folding all the hands you 
don’t want to play on multiple tables and then beep at you (and bring the active table to the front) whenever a 
playable hand shows up so you can play it yourself. This makes the tedious task of multi-table poker much less 
taxing on your mental faculties.  

To create this configuration you just need to follow the directions below for customizing the bot and create a 
simple piece of code that lists the hands you want to play and has the action set as beep. This is by far the 
easiest custom programming job. I will get you started with a template for our Holdem Bot below:  

custom 
Preflop  

When hand = AA beep force 
When hand = KK beep force 
When hand = QQ beep force 
When hand = JJ beep force 
When hand = TT beep force 
When hand = 99 beep force 
When hand = 88 beep force 
When hand = 77 beep force 
When hand = 66 beep force 
When hand = 55 beep force 
When hand = 44 beep force 
When hand = 33 beep force 
When hand = 22 beep force 
When hand = A suited beep force 
When hand = AK beep force 
When hand = AQ beep force 
When hand = 67 suited beep force 
When hand = xx beep force   



   
P a g e | 6 

  

Copyright 2008-2009 Shanky Technologies 

When others  
When others fold force   

Flop 
When (BotsLastAction = beep or BotsLastAction = check) beep force  

Turn 
When BotsLastAction = beep beep force  

River 
When BotsLastAction = beep beep force  

Simply open a text file and copy and paste the above code in it. You will need to complete it by copying the 
third to last preflop line (shown in red), and pasting it underneath that line over and over again then replacing 
the xx with all the other hands you want to play. You will need to read in the custom profile you have created 
every time you start the bot by choosing the Holdem: Read Profile menu item and specifying the name of the 
file which contains the above text.  

See how easy that is? You now have a piece of poker software that folds all the unplayable hands for you 
automatically, and alerts you when you have a playable hand. Of course you can also program it to raise for 
you whenever you have AA or KK as well, call whenever you have AK and there has been exactly one raise 
less than 10 big blinds in size, and anything else you want automatically done. So you can configure a bot that 
plays most hands for you and only beeps for the more difficult discretionary type decisions. It’s up to you – the 
possibilities are endless!  

2.2 Simple Fold Or Go All In Bot  

Here’s a profile for our Holdem bot that will shove or fold pre-flop. The hands for which the bot shoves can be 
modified easily. Some people might want to use a profile similar to the one below for playing Sit and Go 
tournaments. To create this configuration simply create a text file which contains the code below and load it 
into the bot using the Holdem>Read Profile menu item.   

custom 
Preflop  

When hand = AA RaiseMax force 
When hand = KK RaiseMax force 
When hand = QQ RaiseMax force 
When hand = JJ RaiseMax force 
When hand = TT RaiseMax force 
When hand = 99 RaiseMax force 
When hand = AK RaiseMax force 
When hand = AQ suited RaiseMax force  

When others 
When others fold force  
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See how easy that is? You now have a piece of poker software that goes all in with the hands you want to play 
and folds all the rest.   

Now let’s teach you how to create custom codes from scratch that will do anything you desire.  

3. PPL for the Shanky Technologies Poker Bots  

By following these instructions you can override all of our bot’s default programming and even your own 
settings from the option menu to have it play as you instruct it for any situation. As you have seen by the above 
example, PPL is very intuitive. We developed this simple, logical language consisting of only a few parts and 
any experienced online poker player should take to it like a fish to water.  

Most of the rest of this manual will teach you how to use PPL for our Texas Holdem bot, which is our most 
popular product by far. A few examples here and there are thrown in that pertain specifically for our Omaha/8 
bot, and it should be obvious which variables in the code are meant for use with that product. It is assumed 
that if you want to learn to code one of our Omaha bots, then you also understand how to play Holdem as well. 
Therefore this guide should enable you to custom-code any of our poker bots.  

3.1 What about a Custom Programming Interface?  

Nice idea. Right now our bots do not have a graphical interface for using PPL. The code only needs to be 
added to a text file (otherwise known as a notepad file). You then read in the code into the bot using the 
Holdem>Read Profile menu item. The bot will parse the code while reading it and print any errors in the log 
window and in the Holdem.log file. If there are any errors the entire code is rejected.  

You can have all your options settings in the same file as your PPL code. In order to do that, first save a 
profile. Go through the option menu and select the options you want for a certain playing profile. Then save the 
profile by going to Holdem>Write Profile on the bot menu. Change the name to something shorter and easy to 
type, and click save. As long as you didn’t specify a different path it will be saved to the same folder you have 
all the bot download files in. This is explained in detail in our Holdem Bot User Manual. After you have saved a 
profile you can open it. Scroll to the bottom. Your customized PPL code simply needs to be pasted underneath 
what you see saved on that text file. In fact you can even just type your code there to begin with.   

3.2 PPL Structure and Elements  

We will first discuss the structure and elements of PPL. In later sections we will give various examples that will 
make the usage clearer. Don’t run away after reading this section. The examples will show you how simple this 
really is.   

PPL is structured as follows. The code consists of a series of Statements. Each new statement starts with the 
word When and is of the form:  

When <Condition> <Action> 
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The <Condition> specifies a situation in which to take the specified <Action>. For example:  

When Hand = AA Raise  

The above tells the bot to raise when it is dealt pocket aces. In the above “Hand = AA” is the <Condition> and 
“Raise” is the <Action>. See how simple it is.  

There is another Statement of the form:    

When <Condition>  

This is referred to as a ‘When Condition without an action’. Such statements and their use are discussed in 
section 3.3.  

3.2.1 Conditions: 
Conditions are used to specify a particular situation including your hand, your position, the number of raises 
made, the bet or raise size etc. The complete list of variables that can be used inside conditions and their 
meanings is given in Appendix 1. This section describes the kinds of Conditions that can be specified. 
Currently there are six kinds of <Conditions>. More types may be added later. The 6 types of <Conditions> 
are:  

1. Hand Specification Condition: This kind of condition specifies the cards you have. For the Holdem 
bot this is of the form:  

Hand = <Card Specification> 
            Or  

Hand = <Card Specification> <Card Specification>  

Where <Card Specification> specifies a single card. For Holdem up to 2 cards can be specified as a 
hand can have only 2 cards. For the Omaha bot up to 4 cards can be specified. Each  
<Card Specification> needs to specify the rank (2, 3, 4, 5, 6, 7, 8, 9, T, J, Q, K or A) and optionally the 
suite (C, D, S or H) and optionally whether or not the card is suited by using the keyword “suited”.  
Note: Please note that 10 is not valid, you must use T for the rank 10   

Examples   

Hand = A  

Means a hand that contains an Ace (whether suited or not). Since we have not specified any other 
cards, the above <Condition> will be true whenever we have a hand that contains an Ace irrespective 
of the 2nd card.   

Hand = A suited  

Means a hand that contains an Ace any other card of the same suit. 
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Hand = A K  

Means a hand that contains an A and a king (whether suited or not).    

Hand = A K suited  

Means a hand that contains an A and a king and the king is suited to some other card in the hand. For 
Holdem with only two cards in the hand, if the king is suited then both cards are the same suit. 
Therefore the above is the same as saying:   

Hand = A suited K  

Which means a hand that contains an A and a King and the Ace is suited. It makes no difference for 
Holdem but for Omaha with 4 cards in the hand, it is important to specify the ‘Suited’ keyword with the 
right card.    

Hand = Ac Kc  

            Means a hand that contains an Ace of Clubs and a King of Clubs. 
           

Hand = A34  

Means a hand that contains an Ace and a 3 and a 4. This specification will cause the Holdem bot to 
print an error message since you can only specify up to 2 cards for Holdem. However the above is a 
valid <Card Specification> for the Omaha bot.  

Please note that you can also specify when your hand has any pocket pair or any two pair (for Omaha) 
or trips (for Omaha) by using the Boolean variables:   

PairInHand  
TwoPairInHand  
TripsInHand  

2. Board Specification Condition: This is similar to the Hand Specification Condition above and is used 
to specify the cards on the board. This only makes sense for post-flop rules. This is of the form:  

Board = <Card Specification> <Card Specification> …  

Where <Card Specification> specifies a single card. Up to 5 cards can be specified. The card 
specifications are done exactly the same way as in the Hand Specification above.  

Example:   

Board = A K Q  

Means a hand that contains an Ace, a King and a Queen (whether suited or not).    
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3. Variable Comparison Condition: This kind of condition is used to compare a variable to a value 
(numeric valued variables only). It is of the form:  

<Variable> <Comparator> <Value> 
    

For example:     

Raises < 2   

In the above “Raises” is the <Variable>, the “<” symbol is the <Comparator> and “2” is the “Value”. This 
condition is true if the number of raises is less than 2.   

<Variable>: The full list of numeric valued variables which can be used in a comparison conditions are 
specified in Appendix 1. Some examples are:  

Folds – number of folds on the current betting round  

Checks – number of checks by opponents in this betting round. The bots’ own checks are not counted. This 
variable is reset to 0 when flop, turn or river cards are dealt so that it represents the number of checks for the 
particular betting round only.  

Calls – number of calls by opponents in this betting round. The bots’ own calls are not counted. This variable is 
reset to 0 when flop, turn or river cards are dealt so that it represents the number of calls for the particular betting 
round only.  

Bets – number of bets by opponents in this betting round. The bots own bets are not counted. This variable is 
reset to 0 when flop, turn or river cards are dealt so that it represents the number of bets for the particular betting 
round only. The value can be either 0 or 1 since not more than 1 bet can be made in a particular betting round.  

Raises – number of raises by opponents in this betting round. The bots own raises are not counted. This variable 
is reset to 0 when flop, turn or river cards are dealt so that it represents the number of raises for the particular 
betting round only.  

<Comparator>: A comparator can be one of the following with the usual meaning   

= 
< 
> 
<=  (no spaces and =< is not valid) 
>=  (no spaces and => is not valid)   

<Value>: A value is just any number such as 0, 4, 10, 73, 150, 1004, etc  

4. Relative Potsize/Stacksize Comparison Condition: This is a special condition designed to allow you 
to compare the percentage of certain numeric valued variables to either the potsize variable or the 
stacksize variable (also both numeric valued variables) . This is of the form:  

BetSize, TotalInvested, or AmountToCall <Comparator> <Value>% PotSize 
            Or  

BetSize, TotalInvested, AmountToCall, or StartingStackSize <Comparator> <Value>% StackSize 
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            Or  
MinOpponentStacksize or MaxOpponentStacksize <Comparator> <Value>% Potsize or StackSize 

            Or  
Potsize <Comparator> <Value>% StackSize   

For example:   

BetSize < 30 % PotSize  

This condition would be true when the last Bet or Raise Size is less than 30% of the current Pot Size. 
Please note that the opponent’s last bet is included in the pot size calculation with our poker bots, 
which makes these bet size vs. pot size calculations a bit tricky (more about this in the post-flop coding 
section).  

Similarly this can also be used to compare the Total money the bot has invested into the pot for this 
hand as a percentage of the PotSize or StackSize.  

For example:   

TotalInvested > 100 % StackSize  

The above condition would be true when the total money invested into the pot in this hand is more than 
100% of the bot’s remaining stack. That is, the remaining stack size is less than the amount already 
invested in this pot. You may want to program the bot to call all further bets in this situation.  

5. Position Conditions: This is a special set of conditions designed to specify the bot’s position. This can 
be of the form:  

In <Position>  

            Where <Position> can be BigBlind, SmallBlind or Button.  

For example:   

In BigBlind  

This condition would be true when the bot is in BigBlind. Note that the above conditions can be used 
post-flop also. When used post-flop they refer to the position of the bot before the flop. Note that the 
StillToAct Variable can also be used to specify position. Preflop, the following Condition is the same as 
In Button.    

StillToAct = 2  

However after the flop or after the betting has come back to the bot after a raise in Button will still be 
true if the bot is on the button but StillToAct = 2 will be true only if there are 2 players left to act after the 
bot. Another way to specify position is to use conditions of the form:  

Position = <Relative Position> 
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           Where <Relative Position> can be First, Middle or Last.  

For example:   

Position = First  

This condition would be true when the bot is first to act. Note that position = last is the same as 
StillToAct = 0 if this is the first time the bot is betting in a particular round. However if betting comes 
back to the bot after a raise then StillToAct will always be 0 since everybody in the game has acted at 
least once but position = last will be true only if the bot was the last to act in the initial round.   

6. Boolean Variables: This condition is specified simply by giving the name of the variable and is of the 
form     

<Boolean Variable>  

It is a simple true or false variable. The full list of Boolean Variables is specified in Appendix 1. A few 
examples are given below.  

Others is a special catch-all Boolean variable which is always true irrespective of the state of the game.  

For example the statement:   

When Others fold  

…will cause the bot to always fold.  

Other examples of Boolean Variables include FlushPossible (which is true when there are at least 3 
cards of the same suit on board so that a Flush is Possible). Similarly HaveFlush is a Boolean Variable 
which is true if we have a made flush. User defined variables are Boolean variables that start with the 
letters ‘user’. These are explained in section 3.2.5. 

3.2.2 Operators: 
A condition can be composed of other Conditions. Conditions can be combined using the boolean operators 
“And”, “Or” and “Not”. They can also be grouped together using parenthesis.  

For example:  

When hand = QQ and raises = 0 RaisePot  

When (hand = AA or hand = KK) and raises >= 1 RaiseMax   

‘Not’ and ‘And’ and ‘Or’ have their standard meanings. ‘Not’ has a higher precedence than ‘And’ which has a higher 
precedence than ‘Or’.   

Not <Condition> 
Is true only when <Condition> is false and vice versa.   

<Condition> And <Condition> 



 


