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OVERVIEW & SCOPE 

The Teen Patti game is a Symbian mobile game, following the game rules and conventions of the 
commonly played card game of Flush, or Teen-Patti. Teen Patti is very similar to Three Card Poker and 
the British game of Three Card Brag with some minor differences. The Basic Rules and Game Strategy 
of TeenPatti are already known to the target audience in India, but is restated in this document for the 
purpose of a better understanding of the mobile game.  

The mobile game synchronizes the users winnings via SMS, with an online system that allows the 
points accumulated to be redeemed against actual prizes. This User Guide covers the functionality and 
use of the Teen Patti game (Symbian application) residing on the mobile device only, and does not go 
into many details about the remaining aspects such as the game server and online redemtion engine.  

The basic flow of the application is illustrated below: 

          TEEN PATTI 
     Game Flow 
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Main Menu  
New Game / Continue 
Save Score 
Topup Chips 
Redeem Gifts 
Sound (On / Off) 
Help 
About 
Exit 

 

New Game 
(Game Play) 
 
-Options/Pause 
(Return to Menu) 
 
-Deal Over 
(Game over) 

 

Save Score  
 
-Send to Server 
 
-Return to Menu 

 
 

Topup Ch ips  
 
-Send to Server 
 
-Add 10,000 
chips 
 
-Return to Menu 

 

Redeem Gifts  
 
-Link to VIEW 
PRODUCTS for 
redemtion. 

Help 
 
-Game Rules 
 
-HELP CODE for 
Save Score: 
Send to Server 
 
-Return to Menu 

About  
- Description: 
Game 
Copyrights & 
Development 
- Return to Main 
Menu 
 

Exit  
- Closes the 
application 
 

User data sent via application SMS 
(Via native MTM Messaging Framework) 

) 

Game Server  
SMS to 57575 

(India)  
 

Deal Over  
Deal Again? 
(Y/N) 
-Y: Start Game 
-N: Return to 
Main Menu 
 

Bookmark Link 
(using HTTP) 

 

Redemtion Centre 
(Mobile Game Site)  

http://3patti.momasti.com 
 



��

�

 
 
 

SPECIFICATIONS 

The game is intended for use on the Symbian S60 3.0 onwards. 
 
Application version:   
1.0.0 
 
Supported platforms:  
S60 3rd Edition Symbian OS v9.1 
S60 3rd Edition, Feature Pack 1 Symbian OS v9.2 
S60 3rd Edition, Feature Pack 2 Symbian OS v9.3 

Note: The application has been built for and tested on Nokia S60 3rd Edition handsets. It is expected to work on 
S60 5th Edition OS v9.4 devices and S60 3rd Edition devices by other manufacturers as well. 

Installation:  
The application SIS file can be installed on the device in any of the ways described below 
- Direct download / installation to the device via the mobile web portal. 
- Using the PC Suite application if provided by the device manufacturer. 
- Transfer the SIS file onto the Mobile Phone (using Bluetooth, IR or USB serial cable), and then using the 

default installer. 
 
Integration with Game Server: 

- The application uses the native MTM Messaging framework to send user-data to the game server, residing in 
India. 

- The game is playable only with a valid SIM card inserted. Functionality in Offline mode is limited. (See PLAY 
OFFLINE – pg. 9) 

- Messages are sent using keywords MBF and AC5 to the short code 57575 in India. Hence, the game is 
intended for Indian users only. Without an Indian SIM card the mobile application will be functional but the 
SMS confirmation will return Error messages from your local telecom operator. 

- Within India, operator charges will apply for the functions that require message sending to game server. The 
costs of the messages are communicated in the application alerts itself, as required by the regulatory body 
(TRAI) in India. 
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CONTROLS 

These are the basic controls. The keys are displayed on a typical handset, but may vary in position / 
size as per the device and manufacturer. 
 
Top / Bottom Navigation key  – To move Up / Down across the screen and navigate between choices. 
 
Left / Right Navigation key  – To increase and decrease the value of the Bet being placed. 
 
Centre Click  – To select the active choice. 
 
Left / Right Soft Keys  – The functions for these keys are varied, and are displayed on the left / right 
bottom corners of the screen during game play. 
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STARTING A GAME 

The game can be launched by clicking the Teen Patti icon in the Installations / Applications folder from the phone 
menu. 

 

From the Main Menu, you can use the navigation keys 
(Up/Down) to choose one of the following options:  
 
New Game / Continue 
Save Score 
Topup Chips  
Redeem gifts 
Sound (On/off) 
Help 
About 
Exit 

Playing for the 1 st time:  

The first time you play the game, the Application will request you to register your mobile number with 
the game server.  
 
Register (Left Soft Key): The game does this by sending a registration code from the application on 
your handset to the game server via SMS. Once you are a registered user, you will be required to save 
your score with the game servers regularly, where your performance is compared with other TeenPatti 
players, and you can redeem your points for gifts via the website. 
 
Trial Mode  (Right Soft Key): You can choose not to register your mobile number, by playing the game 
in Trial mode. The application allows you 9 trials before it becomes mandatory to register. (A Trial 
round is counted on exit and re-launch of the game, not per deal of cards). 
Note: During the Trial Mode, the game saves only your Chips but not Points, as you cannot Redeem 
Gifts unless you are a registered user. 
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GAME PLAY 

Select NEW GAME from the Main Menu to begin the game.  

Below is a description of the various elements on the game screen. 

 
Bots:  These are simulated players that you are playing against. The relevant information (name / chips / status) 
is indicated near each Bot. 
 
User Data:  User data displays the following: 
Cards – The cards here are the cards that have been dealt to you. If you are playing ‘Blind’, the cards will be 
face down, and if you are playing ‘Seen’ the cards will be face up and seen by you. 
Chips count – This is the number of chips you currently have remaining. 
Status (Blind / Seen) – This indicates whether you have seen your cards or are betting blind.  
 
Betting Bar:  This is where the user-action is focused. The Betting Bar appears when it is your turn to play. Use 
the navigation keys (Up/Down) to navigate the buttons, and << Left / Right >> to decide the betting amount. 
 
Points Tab:  Displays the points won by the user since the last successful Save Score (will be reset to 0 when 
the score is sent to the game server). 
 
Information Bar:  Describes the game action and player moves during the course of the game. 
 
Pot:  This displays the chips accumulated by all the players, and represents the amount at stake, to be won. 
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GAME PLAY 

Basic Rules: 

The game begins with each player being dealt 3 cards. 

Each player has 10,000 chips, and your Points=0. 

The game continues with each player betting chips into the pot, until they decide to bet no further and FOLD. 
The remaining 2 players continue to bet in turn until one decides to SHOW. The cards of both players (You v/s 
Bot) are compared (see Ranking of Cards) and the winner gets the chips which have been placed in the Pot. 

When you win a round, the chips collected in the Pot are added into your account, and the relevant points are 
calculated and added into your Points Tab. For every 1000 chips won, you will win 1 point. 

If you lose a round, you lose the chips that you have contributed to the Pot, but you do not lose points. 
 
Betting Bar / User Functions: 
The functions on the Betting Bar are as follows: 
BET:  Places the bet reflected in the ‘BET’ display. The amount is deducted from the ‘Chips’ displayed in the 
User Data. The << Left / Right >> clicks to increment / decrement the bet by 100 chips. The next turn is handed 
over to the Bot. 
SEE: Allows the Blind User to See his cards. Seen players have to bet twice as much as blind players. A user 
can play 3 rounds blind before which he must see his cards.  
SHOW: Finishes the game by displaying the cards of the Bot and user. The winner is declared, and winnings / 
losses are updated into the Chips / Points. A SHOW cannot be called unless there are only 2 active users left 
on the table. 
FOLD:  Aborts the game without placing any further bets. 
 
Note: At times, some of the functions on the Betting Bar are disabled. For e.g.: 
- When there are more than 2 active players, the SHOW button is disabled. 
- When the user has already seen his cards, the SEE button is disabled. 
- The BET button is disabled when 3 blind rounds are over. The user must see the cards to continue to bet. 
 
Strategy: 

Move What it is  When to 

Play Blind 

When you play blind, you have not seen 
your cards and place your bet by guessing 
the strength of your hand relative to that of 
other players. 

By playing blind you are conserving your capital as you 
bet less than Seen players. You are hoping to outlast the 
other players by staying in the game. This is a gut feel 
play most of the time where luck plays a big part.  

Bet / Raise 

You can choose to see your cards and then 
place a bet upon your turn. You cannot raise 
more than twice the current bet. 

You keep betting if you have confidence in the relative 
strength of your hand or hope to bluff the other players 
into folding. 

Pack / Fold 

You can throw in the towel at anytime and 
pack / fold. If you pack, you forfeit all the 
chips you have placed as bet until then. 

You want to make this move when you believe that your 
hand is weak and hence you want to cut your losses and 
preserve your capital by not putting in any more money 
into the pot. 
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RANKING OF HANDS 

In case of a show, a winner is declared based on the ranking of his hand as shown below. This ranking is universal 
for TeenPatti card players in general, and is not specific to the mobile TeenPatti game. 
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SAVING YOUR SCORE 

Save score on Exit: When you Exit the application from the Main menu, you will be requested you to save 
(update) your score with the game servers. If you decide not to save, you will be asked the same when you 
launch the game again and select New Game. It will be mandatory for you to save your score before you 
continue to play. 

You may also manually go to the Save Score option from the Main Menu, in case you wish to save your score 
before you continue to navigate to any other part of the application. 

     

How it works: The application sends an SMS to the game servers containing your chips and points. On a 
successful update, the Points on the application are reset to 0. They are now added up in your online game 
account and can be used to redeem gifts. 

You will receive an SMS from the game server (57575 – India), confirming a successful update and informing 
you of your points. 

               Error? What is this??   

 

PLAY OFFLINE   

When you launch the game while your phone is in Offline profile, or when you encounter a no-network zone, 
your score cannot be saved. In this situation, you have the option of “Play Offline”. The Play Offline feature 
allows you to continue to play when you are unable to save your score. 

You are allowed 5 Offline Plays before it will become mandatory for you to save your score to continue playing 
(counted on Exit and re-launch of the game). 
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TOPUP CHIPS 

You may choose the Topup option from the Main Menu when you have less than 5000 chips left to play. Each 
Topup adds 10,000 chips to your account. 

During an active game, if you run out of enough chips to continue to BET, you will be prompted to topup your 
chips mid-game. On accepting the request, you will receive an additional 10,000 chips and can continue to 
play. 

     

How it works: Similar to the Save Score process, the application sends an SMS to the game server when you 
topup. You will receive a confirmation SMS of the same. However, once the request SMS is sent from the 
device, the Topup is considered successful and your chips are added into your account. You can now continue 
to play. It is not necessary to await a confirmation SMS from the game server. 

 

 

 

REDEEM GIFTS 

You can select the Redeem Gifts button from the Main Menu.  

This option allows you to use the “VIEW PRODUCTS” bookmark to launch the mobile phone browser, which 
opens the TeenPatti mobile site. Here you may read more about the game, and view the gifts that you can 
redeem with your TeenPatti points.  

(To redeem the gifts you will need to login to the website www.momasti.com) 

 

 

 

SOUND 

You can toggle the Sound ON and OFF by selecting the option on the Main Menu itself. 
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HELP 

The HELP option from the main menu goes to a screen with 3 tabs. These are: 

INSTRUCTIONS (text only) – explains the basic instructions of the game. 

REDEEM POINTS (text only) – describes the points allocation, sync with game server, and redemtion process. 

HELP – This Help Screen is to be used when you do not receive a confirmation SMS after saving your score. In 
this situation, you may have “lost” your points which you have sent to the game server. In case there is any 
mismatch between your game points and your TeenPatti points in the game server, the TeenPatti Customer 
Care executive will provide you with a 4-digit “Help Code”. 

     

After you enter the Help Code in the space provided, on clicking SEND (Right Soft Key) the application will 
resend your last game score (chips and points) along with the Help Code to the TeenPatti game server via an 
SMS, to resolve the problem. 

Note: The Customer Care telephone number will be provided in print, marketing and SMS communication. 

IMPORTANT NOTES:  

·  Auto-Registration:  When in trial mode, once you send an SMS to save your score or topup chips, the 
application automatically registers your mobile number, and you will continue to play as a registered user. 

·  Bonus Points:  For every SAVE or TOPUP, you receive additional points. [SAVE = +5; TOPUP = +10] These 
points are not displayed on the device Points Tab, but are added into your account on the game server when it 
receives your Save score and Topup message. Your confirmation SMS will display your total points. 

·  Unique-user:  The application residing on the mobile device can only be registered for a single mobile 
number. A new SIM card inserted into a handset and used to send a TeenPatti SMS will be rejected by the 
game server, and you will receive an Error text message asking you to reinstall the application. This means 
that no other user can play using your handset and “steal” your score. 

·  Upgrade:  In case of an upgrade, do not delete the application from the device. Instead, allow the application 
manager / default installer to “replace” the earlier TeenPatti file. The game will save your previous Chips + 
Points data on your mobile device when you reinstall the application. 
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TEENPATTI MOBILE GAME  

v1.0.0 for Symbian, S60 3 rd Edition  

 

Developed By: 

Webodrome Arise Technologies Pvt. Ltd., India 

 

Copyright: 

Pan India Networks Infravest Pvt. Ltd., India 

 

Support: 

Email: support@momasti.com 

Web site: www.momasti.com 
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