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Harvesting the Zeros

How then did the world come to have duplicity in
place? Children learn it from their pﬂrenfg ants 50 t::; lﬁ
where did it begin® Did early man have these problems?

The Bible says it all began in the Garden of Eden with
Adam and Eve tasting the apple, at the snake’s behest. Let it
be said in their defense, it was a snake whose appearance
wasn't against God's will. Did God set them up for a fall? Was
it an essential part of human evolution that we all went
through this duplicitous phase before moving on?

We may never know fully what happened in the Garden of
Eden. All we know for sure is that negativity entered the
world, the sky darkened, and suddenly Adam and Eve didn't
have it made anymore.

The System Itself

Harvesting the Zeros, like Trilogy, isn't a practical system and
is offered here more as a mathematical curiosity, the natural
endpoint of the evolution begun in Tiwo-Step and continued in
Trilogy. I yon'ré actually out to hedge a roulette wheel, use

=

file:///D|/Systems/HARVESTING%20THE%20ZEROS..htm (1 of 5) [7/21/2002 11:40:51 AM]



file:///D)/Systems/THARVESTING%20THE%20ZEROS..htm

the system in chapter 25, “The Red-and-Black Hedge.” That
much said, however, let’s consider Harvesting the Zeros.

Mathematical Analysis

A comparison of tables 11.1 and 12.1 serves to illustrate the
buffering effect that Harvesting the Zeros has. In table 11.1,
the Trilogy game, the extremes of profit run from a low of
~$222 in deficit to a high of $78 profit, a $300 range, while in
table 12.1, below, the Harvesting the Zeros game, the extremes
go from a low of —$31 in deficit to a high of $105 profit, a $136
range, less than half as extreme as the range in the Trilogy

gHme.

Table 12.1
Harvesting the Zeros
AmounTts AND DECISIONS
(W = win)

Ber CoL CoL CoL ToTaL ToTaL
No. 1T D 2 b 3 o Qur In ProFT

1 £8 85 W %5 £28 £24 -32

2 B W (; H 52 51 -1

3 T i W 10 T8 T2

4 5 5 W 11 104 5T =17

3 1] 3 12 W 130 123 =7

6 10 4 W 10 156 135 =21

T 11 2 11 W 152 168 =14

8 12 d W g 208 177 =31

) 13 1 10 W 234 207 =27
10 14 2 5§ W 260 231 =29
11 15 W 3 6 256 276 =10
12 13 00 4 00 T 0 312 311 -1
13 14 W 5 8 34l 353 12
14 12 W i ] 370 S5 19
13 10 1 10 W Lt 419 20
16 11 8 85 W 428 443 15
17 12 W 8 & 4357 479 22
15 10 10 T W 456 500 14
18 11 11 W 5 515 533 15
20 12 9 6 W 544 551 7
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ROULETTE SYSTEMS

AuounTs AND DECISIONS
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AMOUNTS AND DECISIONS
(W = win)

Ber CoL CoL CoL ToraL  TotaL

No. 1 /D 2 D 3 D Qur In PromT
62 f W 4 15 1,546 1,585 39
i3 4 10 16 W 1,578 1633 o
B 5 11 14 W 1,910 1,975 65
65 6 W 12 12 1 942 1.993 al
66 4 0 13 0 13 0 1974 2 028 % |
67 4 W 14 14 2,9 2,043 -
68 3 15 15 W 2044 2,058 +1
69 4 16 13 W 2019 2127 45
it} 5 1T W 11 2114 2,178 64
71 G 1 W 12 2,149 2223 T4
T2 7 13 13 W 2. 154 2 o2 8
73 8 0 14 0 11 0 2219 2 o207 78
74 H 15 12w 2257 2,333 s
T 1 6 W L0 22495 21381 8k
Th 11 W 14 11 2333 2414 51
Tr &9 £15 12 W $2a71 £2.450 870

To vnderstand all this, and why zero harvesting works the
way it does, let’s take a look at the nunbers,

A Trilogy game consists of three simultaneous games of Two-
Step. If each Two-Step game produces a theoretical profit of $1
(or one unit) on every tum of the wheel, then a Trilogy game
produces a theoretical profit of $3 (or three units) on every
tum of the wheel. The essence of zero harvesting is to forgo $2
of that $3 profit and spend the $2 instead, placing 81 bets each
on zero and double zero. This way the Trilogy part of the game
is theoretically earning only $1 on each tum of the wheel but
its making it possible for you to bet zero and double-zero for
free on every turn of the wheel. Thus you're eligible to get a
beautiful 35-to-1 payoll every time either a zero or a double-
zero shows up on the wheel. On average this should be once in
every nineteen tums. Fewer than that, you end up losing
money. More than that, you end up making a nice profit.

If this sort of hedging should ever get you barred from a
casino, you might want to let the press know.
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The game charted out in table 12.1 has no estremes of luck
either way. It won a mere $79 and was so solidly hedged it
never went more than —$31 into deficit. The middle column
was the theoretical big loser in this example, but in absolute
terms it didn't lose anything, it just happened to be $9 above
its starting point when I called it quits.

The middle column would have begun to win eventually had
I'hung in long enough. In fact, it hadn't even risen far enough
up the scale vet to qualify for half peak. It started at 88, which
meant it would have had to go all the way to $21 to establish
$10.50 or $11 as a valid hall peak.

The other two columns did considerably better. The third
column went to a high of $20, coming to rest ultimately at $12
on turn No. 77,

A Frank Evaluation

Harvesting the Zeros is a theoretically interesting system, but
it’s utterly impractical and T wouldn't consider trying to make it
work in real life. If you like roulette, 1 recommend the holistic
systems, played invisibly. T'll be getting to them next. Either
that or, if you're with a partner, the roulette hedging system in
chapter 25, once again, the Red-and-Black Hedge. 1t’s designed
to zero in on one of the fundamental weaknesses of the roulette
layout, an irregularity in the distribution of colors, a mistake
someone made back when roulette was first invented.
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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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