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The System Itself

Our first system is Half Peak, which actually is nothing more
than Alembert with a single, very helpful modification added:
the half-peak mechanism.

The Alembert formula is a pearl of simplicity: every time
you win, you decrease your bet by one unit; every time you
lose, you increase your bet by one unit. You start anywhere.
Pick a number you think is lucky, say 11, and make that your
opening bet. If the first bet wins, the second bet is 10. If the
first bet loses, the second bet is 12. Then just repeat the
process over and over again to infinity.

Consider what happens with every pair of wins and losses.
If you bet 11 and lose, then bet 12 and win, you've shelled out
11 + 12 = 23 but taken in 2 x 12 = 24, a profit of exactly one
unit. Likewise if you win the first bet, then lose the second,
you've rolled out 11 + 10 = 21, but of course you won 2 x 11
= 22 on the first bet, so again the profit is exactly one unit.
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That's where the system's profitability comes from. Eve r
ﬂmmmmmtﬁwﬂyﬂmmﬁlrdm’tm
if the pair is 11 and 12, 48 and 49, or 16,380 and 16,381, they
all -flffmﬁ ht:mhms;m one unit.

e ind Alembert is that if you place three hun
balsnn.ight[nhwtﬁtn-ihnum'hﬂrth}; mﬁenfmapsm
fmmej,and&eywrknutmhe-bmﬂaﬂﬂ-ﬁﬂrplﬂ
between wins and losses (which they generally will be over the
h@#mwﬁmlmmhimhle},thmmhxm
generated & hundred and fifty additional dollars, wealth that
hmm:tfhmbﬂfmehummeinmbelngm#m
evening’s trading activity. You weren't bets, you were

hjymgmdiemz%Mt}Famm ) Pass Line, I
on & new kind mmmuﬁ:ﬂwﬁ%ﬂh

Stock Exchange. Nor does it matter if the wins or losses alter-
nate or if you get long runs of one or the other. It all works
out the same. The only requirement is that the wins and loss-

es average out roughly 50-50, which they inevitably do over a
bngenmqghpeﬂo?:{?ﬁmei Lets take a look at an example.

Mathematical Analysis
Table 4.1
An Alembert Progression

Ber ToraL TomaL

No. AMOUNT Decmion Our In Prorr
1 $11 L $11
g 12 L 23 _-‘-s't:i
3 13 L 36 =36
4 14 W 50 $28 -22
5 13 L 63 =35
6 14 L T 40
7 15 w 92 55 -~
5§ 14 w 106 H6 ~20
9 13 L 119 -13

10 14 W 133 114 -19
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Half Peak 19
Ber ToTAL ToTaL
No. AMOUNT DecisioN Qur In ProFT
11 13 W 1445 140 il
12 12 L 158 =18
13 13 W 171 1645 -3
14 $12 w 5153 S190 87

(15} (11)

Table 4.1 is an account of an actual game of Alembert I
played in one of the carpet joints in Atlantic City. I started
with a bet of $11 and immediately hit a losing streak, losing
five of my first six bets. At its worst, 1 was $49 in the hole, and
vet look what happened. Out of fourteen bets overall, I won
seven, lost seven, and ended up with a net profit of precisely
$7, or one-half unit per bet. I won and lost the same number
of bets, yet ended up with a clear, solid profit. Moreover, it
would all have worked out exactly the same even if the wins
and losses had all been reversed. Look at table 4.2, please.

Table 4.2
A Mirror Image of Table 4.1
Ber ToTaL ToTaL
No. AMOUNT Decision Our In PROFIT
1 811 W $11 §22 $11
2 10 W 21 42 21
3 0 W 30 &0 30
4 8 L g 22
5 9 W 47 78 31
6 L] W 55 {1 39
T T L s 32
8 1] L 70 24
9 9 W 79 112 13
10 8 L 87 25
11 9 L 66 16
12 10 W 106 §132 26
13 9 L 115 17
14 £10 L 8125 87
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This is a purely hypothetical Alembert game exactly the oppo-
f:-:: ni;ge real-life game in table 4.1, gﬂmlie‘-'med' ¥ purei;;h:} illus-
l {tt I would have won exactly the same $7 even il I had
ost all the bets 1 actually won and won all the bets I actuall
lost. If you look at it as a balance sheet, table 4.2 seems to hg
a much maore successful game than table 4.1 because th
;r-;-ere I:m:rlmg streak at the beginning of table 4.1 becomes :
abulous winning streak at the beginning of table 4.2. And g
theryM both finish the same, with a profit of one-half unit per l;‘;
! enjh:a-rt looks Iil:fg i greal system up close, and it is, one of
the best of the traditional systems, but unfortunately it h
very serious problems. iy
The immediate problem is that you must have enough cap-

ht]::r your I'm#':' will change, and when it does you'll be winnin
i dundred umits or more per bet, all the way back down thf
scale lf.r.r where you started from, and in the end you'll net one
:m: o1 every two bets placed. The problem is hankrollin
SuCh & progression, assuming you get one so ghastly, and :
could. People do. Running your bets up from EIE\'E::'; ' y::j!l;
the wity o a hundred units is going to cost you wmm:;mh '
the neighborhiood of five thousund units ur}:5 000 if ke
51 lxa:lli.'iug units, Which brings us early t;n to -:'_:r:e of thﬂzjﬂrl:;iﬂ
nal principles of all mathematical gmniﬂinq systems: .l.'i": 1 :
betting units small. We touched on this Er&riit:r hi;l: n i
must mr}:dder it earnestly, It's bad enough to have to HT F:tl':
the F:‘:rmrhlshl,jy of a crooked house gunning for you with tfhlilfntl i
IH‘.I-!';!'-:IH.}'-MI'E{! tables, but don go making it wors ise
::Eaﬁ:mngl your capital. Increase and decrease by glb:znr;:
§ only, not $2, 83, or §5 increments, t

:Hﬂ:ll].l];‘;l of ;ﬂpitaLrequ will break muntlze ﬂlr;??;r:tmﬂi]:
1 a serious losi - s ape

etk ﬁ;zesd‘tmlk. This apart from the possibility
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Consider this: the cold, raw mathemalics of the Law of
Probubility is that once a week or so, on average, you're going
to hit a losing streak of nine in a row. Even if they're not Juie-
ing the tables on you. Every two weeks, ten in a row. Once a
year, on average, you're going to have to eat fifteen in a row,
even if you're 100 percent successful in staying invisible. All
this can float the amounts of your bets up into the stratosphere
absolutely effortlessly, and heaven help you if you started with
too large a betting unit, so be realistic.

Now what about Half Peak? Where does this mathematical
device Half Peak come in?

As you may recall, 1 said Alembert had fwo very serious
problems. Having enough capital was only one of them. The
other problem is drift, another honest mathematical phenome-
non that stems from the fact that over the long run the house
is always going to win a tiny bit more often than you. It has
nothing to do with a crooked house cheating you in this case.
Drift will happen in an honest casino. Its just in the nature of
any game where the house has that built-in mathematical edge.

According to probability theory, a casino wins 507 out of
every LOOO bets and you win 493, on average. This in itself
would be no problem: the one unit profit from every two bets
can easily cover the cost of these 14 losses in a hypothetical
run of 1,000 bets which produces a hypothetical $500 of prof-
it. But because the house always wins a tiny bit more often
than you do, even at an honest table, your losing streaks are
always going to be u tiny bit longer than your winning streaks,
which means the amounts of your bets will tend inevitably to
get higher and higher as the tide of luck ebbs and flows, Thus
if you were to open a game of Alembert with a bet of 50 units,
in the first hour your bets might work their way up and down
to, say, a high of 60 and a low of 40, but in the second hour
they would have a disturbing tendency to be something mare
like 64 and 44. And in the third hour they could be even high-
er than that. After a few days you'd find your bets averaging
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around a hundred or so, and ;
st fifty would be a number you'd be
va_i-::uusi}- your progression has to have some way to correct
for drift or you find yourself betting hundreds of units on
every bet and see all your profits absorbed in financing these
enormous bets, not to mention how obvious it would be to the
house, and what it would do to your all-important invisibility.
The way to correct is to end }-uurﬁlemhertpmgressianatﬁay'
your Peak when a winning streak finally carries you that far back
down the scale, then start all over again with a brand-new game.
Now as a practical matter you aren’t going to open a game
of Half Peak with a bet of $50 because a hairy losing streak
early on could send your bets up to $80 or $90 very quickly
and soak up thousands of dollars of your capital, and you
wuu]::l have no guarantee that another hairy losing streak
wasnt just around the comer. Double whammies like that
could clean out the Emir of Kuwait, and these things do hap-
pen. A more reasonable game would begin with a bet of, say,
810 or 812, depending on what the house minimum is. You
want to be at least seven units above the house minimum in
order to hE able to store up your good luck if it comes early
on. A typical minimum is 85. If you shop around you might be
able to find a minimum of $3, especially in the weekday morn-
ings and afternoons when traffic is light, but beware of going
to the casinos when traffic is light. Invisibility requires you to
get lost in a crowd, remember, so always take care never to go
;:? t]ﬁ?!els:mﬁnpt when it’s as crowded as Times Square on
ew Tears Eve. Remember—once they get
you're no longer invisible. kg e =
So you begin your game of Half Peak on a bet of $10. By
and by drift will carry your progression up to a peak which is
more than double your opening bet. If you're lucky enough to
work your way back down to half that peak, whatever it is, you
quit and start a new game at $10).
For example, if you work your way up to a peak of $30, then
half peak is 815; you quit as soon as you work your way back
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down to $15 and no further—game over, victory claimed. Then
you start a fresh game at $10. You've corrected for drift by jump-
ing $5 down the scale, from $15 to $10, a minor loss that you
cheerfully accept as part of the cost of doing business, knowing
it has saved you from the mathematical gangrene of drift.

Whatever your peak turns out to be, you quit as soon as you
work your wiy back down to half of it. Even if bad luck car-
ries your progression as high as $50, you quit as soon as you
get buck down to $25, then start a fresh game at $10. But you
should get back down to half peak again sooner or later. You
practically ahways will on your kitchen table.

And that’s it. That's how Half Peak is played. Your first sys-
tem. And it works. And how. Wait'll you try it on your kitchen
table. You're not gonna believe it even after you've seen it with
YOUT OWN €yes.

The bets for playing Half Peak at craps are called the “Pass
Line” and the “Don't Pass” line. They're there in fig. 4.1, the
Craps Layout, the pair of parallel stripes running along the
length of both edges of the green felt and eurving up both
ends of the table. They're the even-money bets, the ones you
play Half Peak with. Think of these two bets as your intro-
duction to the Craps Layout. If you place your chips on the
Pass Line, you're betting on the shooter to win. If you place
your chips on the Don't Pass line, you're betting him to lose.
Either way it's a 1-to-1 payoff. If, for example, you bet $5 and
win, the dealer gives you back your 5 plus $5 from the house.
If you lose, the house keeps your $5. That’s all. (The actual
rules of craps, for future reference, are as follows: a first throw
of 7 or 11 wins, a first throw of 2, 3 or 12 loses, and a first
throw of 4, 5, 6, 8, 9 or 10 can be won only by repeating the
number thrown before a seven appears.)
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Why casino executives fight mathematical gambling systems

Casino Gambling Software: Baccarat, Blackjack, Roulette, Craps, Systems, Basic Strateqgy

Software for Lottery, Lotto, Pick 3 4 Lotteries, Powerball, Mega Millions, Euromillions,
Keno, Horse Racing, Blackjack, Roulette, Baccarat, Sports Betting, Gambling, Probability,
Odds, Statistics, Mathematics

Download the Best Software for Lottery, Gambling, Lotto, Powerball, Mega Millions,
Euromillions, Horse Racing, Blackjack, Roulette, Sports Betting, Probability, Statistics

BrightR.EXE, version 2.01, October 2012 © /best-roulette-systems.html
This is a collection of high-pouwered software for 0 and 00 roulette games.
The programs perform statistical analyses and create roulette systems.

% The software is thoroughly presented here: saliu.com/roulette-software.html

Select the function:
Info For Smarts Auxiliary Programs 1 P
Edit/Uiew Files (MNotepad) Number -Frequency Ranks
Statistical Analysis, 3 3 Half-Wheel Roulette System

Free Roulette System #1 Birthday Paradox System

Skip-Suystems for Roulette Over/Under Roulette Strategies

UpDoun.exe: Reverse Files % | Exit to Command Prompt
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