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- PREFACE -

** WAy this book was witten. **

The average person |ikes to place a bet ever now and then. It
may be on a horse or a ball gane. It may be a weekend trip to Las
Vegas, Atlantic Gty, or a trip on a cruse ship. Mst, if not all,
cruse ships offer Las Vegas style entertai nnent and casi nos.

The vast majority of these people will |ose noney on their
ganbl i ng ventures. Some mght get lucky and win for a short period
of time. Practically all will end up losers if they continue to

play for a |onger period of tinme. This book was witten to show
such people how to put the odds in their favor and becone
consi stent wi nners.

Its philosophy is not to nake big noney fast, but to wn
| essor anounts consistently. It was primarily witten to give the
average and small bettor a nethod via which they can eventually
beconme financially independent. In the gane of Bl ackjack, it has
consistently averaged a twenty five percent advantage over the
house for nore than a year. That sounds inpossible when conpared
with card counting which rarely exceeds a three percent advantage.
The main premse during its devel opnent was to survive that
inevitable long losing streak with mnimal dollar |oss and have a
safe recovery nethod. In certain casino ganmes, you wll even
di scover a way to cancel out |ong consecutive losing streaks with
very little or no noney |ost.

It is by no nmeans another one of those fly-by-night systens
that you see on the market now days. On a scale of one to ten, its
degree of difficulty can be considered to be about a three. The
average person should have the Star Systems betting procedures
nmastered in just a couple of hours. Although it is a sinple systemto
learn, the results will anmaze you, and any observer that is trying to
figure out what you are doing will have an al nost inpossible task.

Its design allows it to take full advantage of the several
mat hemati cal opportunities present in the gane of Blackjack such
as splits, doubles, blackjack, and card counting. Even so,
statistics show that it works just as well, or even better, in sone
of the other casino ganes.

There are chapters in the book devoted to some of the nobst
popul ar of these ganes such as Craps, Roulette, Baccarat, and
Sports Betting. In sonme of these ganes the degree of difficulty is
nil. This is because you wll have the tinme to refer to your notes,
rather than have to trust your menory as you would in a fast game
of Bl ackj ack.
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INTRODUCTION

**  VWho This Book is Witten For **

This book is witten for the average person who |ikes to ganble
but is lacking a system which provides themw th consistent w ns.
It is witten for the weekend tourist who flies to Atlantic City
or Las Vegas hoping they m ght get lucky and cone honme w thout
losing all their noney. It is witten for the card counter who
wants nore canouflage and profits. It is witten for anybody who
w shes for a way to get fromthe poorhouse to the penthouse.

The follow ng excerpt is fromthe book, "The Casino Ganbler's
Quide," witten by Dr. Allan WIlson and published in 1965. Dr.
Wl son's analyses of various intricate betting systens rate as
excellent by his critics. H's views about betting systens are as
fol | owns:

" 1. | have read a vast amount of literature on the subject of
ganbling, as the references list indicates. In none of this
literature have | ever read a verifiable account of a successfu
betting system

2 In a period exceeding ten years, | have spent an accunul at ed
time of many nonths in the casinos of Reno and Las Vegas, and I
have never seen a successful betting systemin action, nor have I
ever heard of a successful betting system

3. | have a personal know edge of several individualists who
have spent years of their lives experinenting with systens, and
t hese persons have done not hing but | ose huge anobunts of noney.

4 So many mllion people have devoted so nmuch tinme over the
years, both in this country and abroad, to devise successful
betting systens, that it seens extrenely unlikely that nobody woul d
have stunbl ed onto at | east one such systemif any existed.

If you think you have a winning system if you are a skeptic,
if you think you have a system do yourself the follow ng favor
Play your systemon paper for a length of time sufficient to double
your bankroll several times. Double it three tines, so that you
have eight tines what you started with. Don't settle for w nning
20 percent or 50 percent of your bankroll, or even doubling it just
once. Double it three tines. Gve it the acid test. Get into the
long run with it. My definition of the long run for testing a
systemis the length of tine sufficient to double your investnent
three times. (Most system players who do nake a trial run on paper
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make the mstake of too short a test!). |If you succeed in
doubling three tinmes w thout going broke, try to do it again,
and if that succeeds too, wite ne and | shall publish it in
the next edition of this book as the rarest event of the
twentieth century.”

The Star System was put to DR Wlson's "acid test" three
time and it passed it all three tines. In other words, It took
a six hundred dollar bankroll and parlayed it into over forty-
ei ght hundred dollars six consecutive times while playing the
gane of bl ackjack. Renenber, this is the result of a strictly
100 percent nechanical betting system (no card counting). Each
of the six sessions |asted about eighteen hours (108 hr.
total), so it neets the prerequisite of being a |ong enough
test. The average bet was roughly six dollars.

This book is the story of how that system cane to be. It
explains how to play the system and why. |In order to
illustrate the positive features of the systemit is necessary
at times to show exanples which depict long runs of very bad
luck. Please keep in mnd that this is not the norm In actua
practice, you will also experience long runs of exceptionally
good | uck; these are not shown in this book.

It is assuned readers of this book already know the basic
rul es about the particular game in which they are interested.
For that reason, the basic rules are omtted for each of the
i ndi vi dual ganes herein.

| have never lost ny daily bankroll when playing this
system and that probably involves several hundred thousand

hands of bl ackjack. | have sonetines grown weary of playing and
quit before reaching ny win goal, but | have never walked away
from a blackjack table a loser, please understand, | am not
saying that to brag, | amsinply" stating a fact. Let ne ask you

a question. If you always had a twenty-five percent average
advant age, can you think of any reason why you should ever walk
out of a casino a loser. It's possible, but the odds against it
are extrenely high

Here's hoping you will find this book interesting and that the
know edge you gain from it wll help nmake all your future
ganbl i ng ventures pl easurable and profitable.

See next page for terns you need to know prior to reading
book.
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IMPORTANT TERMS

Make yoursel f famliar with these prior to reading the book.

Pre-progression Bets: A series of small bets nmade prior to
entering your progression | adder.

Progression Ladder: A series of bets in which each bet gets
| arger than the previous bet.

Stop Number: A specified point in your progression |adder
at which you stop and start another set.

Base Bet: The first bet of a progression |adder from which
succeedi ng bets are figured.

Set: A series of bets which ends in a profit being nade
prior to reaching a stop nunber

Primary Session: A series of progression bets which reaches
a stop nunber and results in a | ost session. There is no such
thing as a wi nning playing session. They are called w nni ng
sets. However, you wi |l have w nning daily sessions.

Recovery Sets: A series of progression bets inmedi ately
followng a | ost session. |If you reach a stop nunber in

this series of bets, it will result in a |ost recovery
sessi on.
Bankroll: That anount of nobney necessary to play one

primary session and two recovery sessions in case you | ost
twenty one consecutive attenpts.

Rider: The termfor letting all nonies froma w nning bet

ri de and becom ng your next bet. Think of it as being the
sane as the Daily Double at a race track. If you win, you
win big. If youlose, it only cost you the price of a single
ticket.
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Chapter One

THE STAR SYSTEM

This system of betting was in devel opnent by the author for
about eight years. Its birth was in the early eighties. In those
days it was strictly a system| had invented for betting the dog
tracks. Since then, many changes have taken place in the system
Any resenbl ance of today's systemto the systemused in those early
days is purely coincidental.

The nmaj or portion of these changes took place in 1987. It was
during that entire year that (because of an accident), | had
not hing but tinme on nmy hands. Never being nuch of a book reader
| soon began | ooking for other ways to pass tine away. It was not
| ong before | found nysel f playing sol o bl ackjack, dealing one hand
to an inaginary deal er and another to nyself. | began to experi nent
with ny old dog betting system to see if it could be mde
applicable to a one on one type wager. It all began as just a fun
way to pass the tinme away. However, it quickly developed into a
serious project when it became apparent that, if a few problens
could be worked out, it would be practically unbeatabl e.

It took several hundred thousand hands of bl ackjack and roughly
two years tinme, but the results are, it is now as close to the
perfect betting system as one can expect to get. Even though it is
tayl or made for the game of blackjack, it still works when playing
any gane that you have roughly a fifty-fifty chance of w nning.

It is a very slow progression systemw th built in stopping
points. This prevents the betting from skyrocketing out of sight
if an unusually long string of |osses occurs. In addition, the
progression is not uniform Instead of being the traditional 2-4-
6-8-10 type system everyone uses, it is an unorthodox type such as
1-1-2-4-6-10-16. The reasons for this and ot her uni que features
will be covered in detail later in the book.

I f you can average wi nning about thirty three percent of the
time you should break even. Anything better than that should make
you a wi nner. The higher your percentage of w ns, the higher your
profits will be.

You will find Inpatience to be your biggest problem Because
it is a slow progression system your ability to control your
patience is a very inportant key toward the success of the system
There are going to be tinmes when you will win a hundred dollars or
Ipintwenty or thirty mnutes. There are going to be a |ot nore
tinmes when you will still be sitting there about even after an hour
O so. It is during these long periods of stalenmate that your
i npati ence nay get the best of you. It's hard not to pull out the
stops and charge full speed ahead. Believe ne, that is one
tenptation you can't afford to have.
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The followng is an excerpt fromone of ny favorite books on
ganbling. It is witten by a recognized world class Bl ackjack

player. | quote: "If you play well, it will seem as though you are
hol di ng your own for |ong periods of time punctuated by a few very
favorabl e situations which will junp your playing bankroll up to

the next plateau.”

That statenment is especially true when using this system
Renmenber, its philosophy is not to nake a | ot of noney fast, but
to nmake | essor ampounts consistently. |If you have about a fifty-
fifty chance of w nning, and can survive those inevitable | ong
| osing streaks, then you will be a winner. As you will soon see,
fifteen or twenty consecutive losses is nothing to get upset about.
You will quickly recoup your |osses as soon as your streak of bad
l uck is over.

Before getting into the details and unique features that nmake
this systemwork, let us first ook at a conparison between the
typi cal progression system and the Star System In this nanner
you should gain a better understanding of the system and gain sone
confidence in its use.

The nbst common progression system which al nost everyone has
been famliar with since their school days, is to keep doubling
your bets until you win. If it worked, all casinos would be out of
business. Its downfall is that a long string of losses is
inevitable. It can come along at any tinme. In addition, nost all
tabl es now have a m ni nrum and nmaxi num betting limt. If you ganbl ed
for several hours, chances are good you woul d experience one or nore
of these very long |losing streaks. Let us exanm ne the results of
el even straight |osses using the typical double up to catch up type
progression. Two dollars will be used as the starting base bet.

Attenpts Anount Bet

&
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point = $ 4094
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Let's say that on the twelfth attenpt you doubl ed up and bet
$4096 and finally won. The results are that you only nmade a two
dollar profit on an $ 8190.00 investnent. That cones out to a plus
. 024 percent on your noney. As you can see, that is not the system
to consider using. Chances are good that you would have already
| ost your bankroll or hit the table Iimts long before you got to
t hat point.



17 THE STAR SYSTEM

Let's | ook at another typical progression systemusing a nuch
slower rate of progression. You will use the same nunber of | osses
as before (11).

Attenpts Anount Bet
1 $2
2 $4
3 $6
4 $ 8
5 $ 10
6 $ 12
7 $ 14
8 $ 16
9 $ 18
10 $ 20
11 $ 22
Total = $ 132

Let us say on the twelfth attenpt you bet twenty four dollars
and won. The net results are a mnus $108 for a $156 investnent.
Now you're on the mnus side for your noney invested. You would
need five nore consecutive twenty-four dollar wins just to show a
twelve dollar profit. Five nore consecutive wins is highly
unli kely. The chance of recovering from this situation before going
broke or hitting the table limts is about zero. The only real
di fference between this type progression and the previous exanple is
that you are now playing noney stakes that the average person can
afford. The results are still going to be the sane; both will cause
you to | ose your playing bankroll.

In certain casino ganes such as, Blackjack, D ce, Roulette,
Baccarat and Sports betting, there are certain bets you can nake
that give you an approximate fifty-fifty chance of winning. I am
sure you will agree that, in any game of chance where you have a
fifty-fifty chance of winning, two wins in a row is commobn. Even
three wins in a row is sonething that occurs regularly. It
therefore becones apparent that one of the prerequisites for a
successful betting system be that its design results in a profit
after two consecutive w ns.

The Star System does just that. To acconplish this, it was
necessary to design the systemw th a slow progression in which the
nuneri cal spread between bets becones progressively larger as you
progress. The gane will be played in progressive sets, much like a
tennis match. A set can be a single attenpt or it nay be stretched
out to include a dozen attenpts or nore. A set begins when you
pl ace your first bet and ends whenever you have a profit, or have
reached a stop point. Stop points will be covered in the next
chapter.

Mat hermati cal |y speaking, the house should always have a snall
advant age over you unless you are a card counter in the gane of
Bl ackjack. By sticking to certain bets in certain ganes this
advantage can be held to a very |ow percentage such as one or two
percent. That's a piece of cake when using the Star System In
al nost every case it will handl e anything down to a mnus ei ghteen
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percent di sadvantage and still show a profit.

Theoretically speaking, if you have a fifty-fifty chance of
W nni ng, your chances of getting two consecutive wins is the sane
as the Casinos. Wth that in mnd, the Star Systemincorporates a
uni que feature. It allows the progression to stop and remain at
one position whenever you and the house are at a stalemate (wn
one, |l ose one, etc.) . In other words, you do not take a step up
the progression | adder until you experience two consecutive | osses.
Awn followed by a |oss sinply cancels out the win, and you renain
on the sane step of the progression | adder. The average progression
| adder has nine rungs or steps on it. Renmenber, the only way to
nmove up the ladder is for the house to win twice in a row. Anytine
you win twice in a row you have a profit and it is the end of the
set.

For the house to win the set it has to win two bets in
succession nine tines before you ever win two consecutive wagers
just once. Considering that your chances of getting two wins in a
row are just as good as the house, the odds now swing well over
to your favor. O course, there conmes a tinme when Lady Luck
frowmms on everyone. Sonetines you will play for hours and never
| ose a set. There will be other tinmes when you seemto be | osing
one set for ever five or six played. The actual ratio is about
one set per twenty eight.

For that reason, the Star Systemincorporates a unique feature
call ed Recovery Sets. The system bankroll will let you play three
consecutive sessions (one prinmary and two recovery), in the event
of a long losing streak. Because of the cancelling out nmethod
(di scussed later), it is inpossible to say how many attenpts that
m ght be before you would |ose your daily bankroll. It would
probably be at least fifty or nore.

One never knows when that long losing streak is going to cone
al ong. You could |ose your daily bankroll the very first tine you
pl ayed the system | have never lost ny daily bankroll, and | have
pl ayed at | east one session a day for nore than a year now. |f your
luck is running that bad then it is time to quit anyhow. No system
in the world could beat that kind of luck. Al you have lost is
your daily bankroll and tonmorrow i s anot her day.

Many exanples for the renainder of this book will contain
remar ks which apply to the bl ackjack player. The follow ng chart
shows the difference between the Star System and a conventi ona
progressi on system

Typical Pro. System The Star System

LR AR P
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Notice that two consecutive $12 wins in the typical system
results in you still being in the lost colum. Two consecutive w ns at
the sane point in the Star System results in a $14 profit even
t hough you have only hit 28% of your bets.

You can also see in the previous exanple that anytine you
receive two consecutive wins in the Star System it results in a
profit. This enables you to end the set and start over. If you're a
bl ackj ack player you should note that a blackjack will also give you
a profit and let you end the set. As you will discover later, there
may be tinmes you will want to press on after a blackjack. It all
depends on where you are in the progression |adder and whether you
are card counting or not. As a rule of thunb, you always take a
profit, no matter how small it is, and start a new set.

It is easy to see that it would not take nmany steps up the
progression |adder before the wagers would begin to get excessive
for the average ganbler. Because of this, there had to be a way to
hold the progression within certain limts whenever one of those
losing streaks came along. This is done by having a maxi num bet in
each set which is a called a STOP. It nmay be easier if you think of
it as the top rung of the progression |adder. If you reach a Stop
nunber (or the top rung) and lose, then it is the end of the set and
sessi on and you st op.

You will then begin a Recovery Session that will consist of
using a higher base bet. The difference between a set and a session
wll be explained in the next chapter. You should now begin to see
some of the differences and advantages of the Star System over
ot her systens.
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CHAPTER 2

THE PROGRESSION SET

* Pre-progression Nunbers * Progression Ladder * Stop Nunbers *

| am sure you have heard the expression: "It's so sinple, |
don't understand why | never saw it before.” That is the truth when
it cones to the devel opnent of the Star System About a year ago
this book included several chapters that |ooked |like the final exam
for a college al gebra course. There were code nunbers, cue nunbers,
stop nunbers, and pages of menory work.

For a system which is designed for the average person, |
seriously doubt that anyone would have taken the tine or effort
required to learn it. Now, it has been greatly sinplified by at
| east tenfold, yet | ampositive it is an even better system today
than it was in those earlier days. A couple of hours of study and
you shoul d have the basic betting part mastered.

If you plan on using this system playing the gane of bl ackj ack,
and you are not already a bl ackjack player, it will take | onger
This is because you nust also learn Basic Strategy. You may al so
want to learn to card count. It should be noted that the ability
to card count is not a requirement when using this system

To begin with, you will always have a base bet that you wll

start your day off with. Your base bet will be the figure from
which all other conputations will be nade. What that particul ar
figure will be, depends on your financial status, and it is |eft

up to your own discretion. The average or snmall bettor may el ect
to use a one, two, or five dollar base bet. The high roller my
want to use a fifty or hundred doll ar base bet.

It does not nmake any difference what base bet you decide to
use. Your profit, percentage wise, wll remain the sane. For
exanpl e: You elect to use a one dollar base bet. After betting one
hundred dollars, you have a hundred and thirty dollars. That is a
profit of thirty dollars or a thirty percent profit. If you had
been using a ten dollar base bet, instead of the one dollar base
bet, your profit (percentage-wi se), would have still been thirty
per cent .

The Star Systemwas primarily designed with the average and
snmall better in mnd. Therefore, all exanples contained in this
book will be given on the | ow side, such as a one, two, three, or
five dollar base bet. Also, the Star Systemis designed to take
particul ar advantage of the game of blackjack. Therefore, sone of
the exanples will show hands of blackjack to depict wns and
| osses. Remar ks about the game of blackjack will be occasionally
nmade
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Your base bet and succeedi ng progression bets wll always be
a multiple of the foll ow ng:

The Progression Ladder:

t

Ly <0 4y 4y 40 A

|8m0'lwi\)l-'

For exanpl e: You decide to use five dollars as your base bet
to begin your ganbling session with. Your progression wll be:

U1 010 Ol

$
$
$
$
$

ERES

Sop

An easy way to renenber the next bet is that (except for the
first two), each succeeding bet is the sumof the two previous bets.
As you can see in the above exanple: $15 is the sumof $5 and $10,
$25 is the sumof $10 and $15, and $40 is the sumof $15 and $25.

Your progression ladder will only consist of five attenpts.
That m ght be rolls of the dice, hands of bl ackjack or baccarat,
spins of the roulette wheel, or anything in which you have about
a fifty-fifty chance of winning. Even a five percent house
advant age, such as sone of the bets on the roulette wheel, is
nothing that the Star System cannot overcorme.

During the early stages of developnent, one of the main
probl ens that had to be elimnated was that using five attenpts
was not enough. Reaching the top of the progression | adder, before
achi eving two consecutive w ns, happens too often when there are
only five steps in the |adder. To progress higher up the | adder
qui ckly becones too expensive for the average ganbl er.

Common sense tells you that the nore chances you have to
acconplish something, the better the odds are that you wll
succeed. That should especially be true if you basically have a
fifty-fifty chance to begin with. Your goal is to achieve two
consecutive w ns.

At this point, | wll add that blackjack players have an
advant age because they can often go down for doubles. Also, a
single win (a blackjack), will show a profit and end the set.

Is there a way to get nore attenpts in the set w thout having
to invest a lot nore noney? The answer is yes. There are two
t hi ngs that can be done.

The first thing you can do is to incorporate what | call the
pre-progression nunbers. They will be explained in nore detali
| ater. Although they are a part of the progression set, they are
separate fromthe progression | adder and wagered on via a different
net hod. Their sole purpose for existence is to extend the life of
the progression set fromfive attenpts up to nine or ten attenpts.
You won't make a lot of noney off themin the short run, but it
adds up to quite a | ot over the long run. When that inevitable




| osing streak cones along they are worth their weight in gold.

The second thing that you can do was covered in chapter one. It
is to let a wn followed by a loss, cancel itself out. You then
comeback with the same bet just as though those two hands never
existed. The following is an exanple of the pre-progression nunbers
and progression | adder using a five dollar base bet.

| 51 The sum of these numbers

| $1 can be less but never more
I 51 . than your base bet.

§2

Pre-progression #s:

$ 5 = Your primary base bet.
$ 10
$ 15
$ 25
$ 40

Progression Ladder:

If you add up the above columms you will note that the answer is
one hundred dollars. As a rule of thunb, you can figure twenty
dollars as the cost of a one dollar base bet set. The above five
dollar base bet set wll therefore be five tinmes that, or one
hundred dollars. For exanple: Let's say that you lost a set in
which you had been using eight dollars as your base bet. You shoul d
know that you just |ost one hundred and sixty dollars (8 x 20 =
160). As | said, that's a rule of thunb; it all depends on what you
are using as your pre-progression nunbers. It could be plus or
m nus a coupl e either way.

After nonths of testing, it was determned that using four pre-
progression nunbers is the happy nedium That gives you nine
attenpts in which to achieve your goal of two consecutive wins. |f
you have a fifty-fifty chance of wnning, that should becone
routi ne.

You are probably already saying to yourself: "If | win on the
second, third, or fourth attenpt, while in ny pre-progression
nunbers, | haven't won, | have lost." If you are thinking that,
then you are w ong.

Each one of your pre-progression bets will show a profit. You

acconplish this by use- of the followi ng procedure. You let all
Wi nning bets ride while in your pre-progression nunbers. By doing

so, two consecutive wins wll show a- profit equal to three
consecutive wins via the nornal route. If you are using 1-1-1-2 as
your pre-progression nunbers, your profits will be as follows wth

two consecutive W ns.

Pre-progression Nunbers: Let all Wns R de Profit

1 &wn
1 &wn
1 &wn
2 &wn

WEFEDNW
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* Using five dollars as your base bet, let’s look at the profits
obtained in a set whenever two consecutive wins occur.

Wager Profit

Pre-progression Numbers: 1 + 3
1 + 2

1 + 1

2 + 3

5 + 5
10 + 10

Progression Ladder: 15 + 10
25 + 15

40 + 20

Now is the tine to nention that (unless you are letting a bet ride),
you al ways pull your winnings, and cone right back with the sane bet when
in your progression |adder. For instance, let's say that in the above
exanpl e you do not obtain your two consecutive wins until you are on the
fifteen dollar step of your progression ladder. Up until that point you
were twenty dollars down in the set (five in your pre progression
nunbers, and fifteen in the progression |adder) . Now you have just won
two fifteen dollar bets in a row. That gives you a ten dollar profit. That
is the end of that set and you start over again.

There are a few cases where you cannot use four pre-progression nunbers
and still nake any kind of profit. This happens when you are using a
one, two, or three dollar base bet. In these three cases, renenber to
use the same nunber of pre-progression nunbers as you have in your base
bet. Exanpl e:

Pre-progression numbers:

5 1 Base Bet S 2 Base Bet 5 3 Base Bet

[
e

1
_— 1 1
- 1
e s e vv... Progression lLadder: ........cecncrivtvtvanns
1 | 2 | - 3
2 | 4 | 6
3 | 6 | 9
5 | 10 | 15
8 [ 16 I 24
— | [ ———
Total: 20 | 40 | 60

Let’s look at the same basic chart only this time it will
show the profits made whenever two consecutive wins occur,
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§ 1 Base Bet $ 2 Base Bet % 3 Base Bet

l l
& profit ; & profit { & profit
1 +3 | 1 43 | 1 +3
------ | 1 +2 | 1 +2

b eemmee | 1+

| |

Progression ladder: ...i .................. i .....................

1 +1 I 2 42 | 3 +3
2 +2 l 4 +4 | 6 +6
3 +2 | 6 +4 | -9 +6
5 43 | 10  +6 | 15  +9
8 +4 | 16  +8 | 24 +12

As you can see, anytime your base bet is less than four, the
nunber of hands per set will also decrease. The reverse is also
true. Wen using a base bet of five or nore you could use nore than
four pre-progression nunbers. By doing so, you are just spinning
your wheels so to speak. You will find it difficult enough just to
get out of four pre-progression nunbers.

There will probably be tines when you wll think about
forgetting them conpletely. To do so is inviting disaster. That is
the best way | know of to lose the next five hands in a row

Patience is an inportant part of this system Be content to just
sit there and take all those little wins. They will add up to quite a
ot of noney in the long run. Renenber, the phil osophy of The Star
Systemis not to nake big noney fast. It is to nake snaller anobunts
consistently and survive |long | osing streaks.

You can easily figure out what your pre-progression nunbers
shoul d be by using one of the following two nmethods. |If you are using
a base bet that can be divided by five, divide it by five. The answer
will be what you will use for your first three nunbers or bets. Your
fourth nunber (or bet), will be Double the answer. Exanple: Let's say
you want to use fifteen as your base bet. Fifteen divided by five is
three. Your pre-progression nunbers wll be 3-3-3-6.

If your base bet is just one nunber away from a nunber that
can be divided by five then round it off to the nearest five
Repeat the above procedure and then adjust the |ast nunber so that
the sum is equal to your base bet. Exanple: If you are using
fourteen as your base bet you will round it off to the nearest five
(15). Dvide by five and the answer is three. Adjust the |ast
nunber so that the sum equals your base bet. The answer is five.
Your pre-progression nunbers are (3-3-3-5 = 14). |If your base bet is
si xteen then your pre-progression nunbers will be (3-3-3-7). Wen
your base bet falls on any other nunber it is still sinple to figure
by the foll ow ng nethod.

D vide your base bet in half. Then divide the answer in half.
Then pick two nunbers that are evenly spaced between that answer
and zero. Exanple: Let's say eighteen is your base bet. Dvide that in
half and the answer is nine. Divide that in half and round the



answer off to five. Now pick two nunbers that are evenly spaced
between that answer and zero (1 and 3). Your pre-progression
nunbers wll be (1-3-5-9).

It may be necessary for you to adjust one of the nunbers up or
down occasionally. Use your own judgenent, it's not that inportant.
The main thing is that their sumbe equal to or |ess than your base
bet. In the l|ast exanple (1-3-5-7) or (1-3-5-8) would have been
O K. [If the sumof your pre-progression nunbers is |less than your
base bet there will be a small profit nmade on step one or two of
your progression |adder with a single wn.

| f your ganme is blackjack, then it becones doubly inportant
that you follow the above procedure. |If your base bet is twenty
five dollars, you definitely don't want to use sonething |like 1-1-
1-1-1-2-2-15 as your pre-progression nunbers. Such a sudden junp
in your bets would draw imedi ate attention to you as being a
probabl e card counter. The house woul d begin to watch you much nore
closely. Swallow that desire for attention. The type they give, you
don't want.

You don't want to get barred for being a card counter,
especially if you're not one. The casinos are in business for only
one reason. That is to nake noney. They will also bar you if you
are a consistent winner, so keep a low profile. You don't need to
get their attention for any reason. They can and will use the card
counti ng excuse to bar anybody anyti ne.

If you are going to use twenty five dollars as a base bet, use
5-5-5-10 or 2-4-7-12 as your pre-progression nunbers. That | ooks
exactly like sone type of stupid progression system and they |ove
to see that. You could even put a 1 on the front (1"2-4-6-12) . This
will give you five pre-progression nunbers and stretch the set out
to a mninmumof ten attenpts. As | said, the nunbers you use are
not that inportant. Just try to nake it look like a nornmal type
progressi on and keep their sum from exceedi ng the anmount of your
base bet. Being a dollar or two on the short side is all right.

In actual practice - when you are using chips - keeping track
of your pre-progression wagers is very sinple. Let's use five
dollars as your base bet and 1-1-1-2 as your pre-progression
nunmbers. Renenber, you let all wins ride.

Sinply take five chips and sit themto the side or hold them
in your hand. Bet one at a tine until there are only two left. Then
bet the two. Anytine you get two consecutive w ns you have nade a
profit. Bring your chip total back up to five and put the renai nder
in with your other chips. Sonetines you will stay in your pre-
progression bets for thirty mnutes or nore. Sonetines you wll
| ose themin four consecutive hands. After you have lost all your
pre-progression chips, you then begin with your base bet and start
up the progression | adder.

As nentioned earlier, you can stretch those nine or ten
attenpts out even nore via the cancellation nmethod. By using the
cancel | ati on nethod the average |osing set contains about fifteen
to twenty attenpts. Wth a fifty-fifty chance of w nning, you
should easily be able to get two consecutive wins in fifteen to
twenty attenpts. If not, then you nust agree that your luck is
runni ng exceptionally bad.
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Let's ook at an exanple of what a typical |osing set m ght
| ook |i ke on paper. Five dollars will be your base bet and 1-1-1-
2 will be your pre-progression bets.

Pre-progression bets:

Number of attempts: - Amount bet: Remarks:
T S1 ....... won = let ride
2 i 52 ....... lost = 4 remain
SN $1 (..., won = let ride
L $ 2 ciieenn lost = 3 remain
- S $1 ....... won = let ride
B i e an s $2 ....... lost = 2 remain
2 $2 ....... lost = 0 remain

- IR $5 (o won— 1

- PRI $5 (. lost—Lcancels out
10 .. i et $§8 ........ lost
11 . $ 10 (..., won=——}

12 it e $10 ....... lost“LCancels out
13 ... e $10 ..., won )
14 ... e $ 10 ....... 1ost‘—Jcancels out
15 i $10 ....... lost
16 .. $15 ....... lost
17 i i $25 ....... lost
18 (i, $ 40 ....... won™— 1 _
1 $ 40 ....... lost‘i“bancels out
20 e een $ 40 ....... lost = Stop number

Total loss = $ 100 End of set & session. *
You wi Il now begin a Recovery Session *

Notice that the set contains twenty attenpts. If you could have
put together two consecutive wins at any point you would have had
a profit. You would have then ended the set and started a new one.
Renmenber, you only cancel out when you are in your progression
| adder. You do not cancel out when in your pre-progression bets.
When you are in your pre-progression nunbers, a win followed by a
|l ost counts as a loss. This is attributed to the fact you were
letting a win ride and | ost.

Bl ackj ack pl ayers; Please note that a bl ackjack, occurring at
any time, results in you being even or a profit being nade
Ref erence above exanpl e: A bl ackjack occurring at attenpt # 8 woul d
have been a $2.50 profit. #9 - +$7.50, #10 = +$2.50, #11 - +$5,
#12 = +$15, #13 = +$5, #14 = +$15, #15 = +$5, #16 - +$2.50,
#17 = +$2.50, #18 = Even, #19 = +$40, and #20 =Even.

Here is sone information that you might be interested in
knowi ng. According to the laws of probability pertaining to
bl ackj ack, a player should receive a blackjack about once every
twenty hands.
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Wul d you believe there is still another way to increase the
nunber of attenpts per set wthout investing nore noney? The answer
Is yes. It involves card counting and you can conceivably increase
your nunber of attenpts per set up to thirty or nore. It wll be
fully covered in the chapters on bl ackjack and card counting.

Unl ess you a card counter that's all there is to a progression
set. Before continuing to Recovery Sets and Bankroll, let's first
review some of the key points of chapter two. These key points nust
be thoroughly understood before advancing on to the next chapters.

Question # 1.

What are your prinmary base bet nunbers from which al
ot her conputations are figured? Ans; 1-2-3-5-8.
Question f 2:

What is the purpose of your pre-progression nunbers?
Ans: To increase the nunber of attenpts that can be
~played in a progression set without any |arge increases
in your wagers.
Question # 3:
What is the nunber of additional hands or bets that you
desire to have in your pre-progression nunbers?
Ans; Four.
Question # 4.
It is not possible to use four pre-progression
nunbers with a base bet of one, two or three doll ars,
and still nmake an acceptable profit. Wat do you do?
Ans; Use the sanme nunber of pre-progression nunbers as
your base bet contains (1 for 1, 2 for 2, & 3 for 3)
Question f 5:
Wien you win a bet while in your pre-progression
nunbers what do you do? Ans: Let it ride.
Question f 6:
What do you do if you al so win the next bet?
Ans; Col l ect your wi nnings and start over.
Question f 7:
What do you do when you win a bet while in your
progressi on | adder ?
Ans; Col | ect your w nnings and conmeback with sane bet.
Question # 8:
What do you do if you also win the next bet?
Ans; Col l ect your winnings and start a new set.
Question # 9:
What do you do if you are in your progression |adder and
you have a win followed by a | oss?
Ans; The two hands cancel each other out so you repeat
t he sane bet.

That is the nuts and bolts of the system It covers the nost
inportant principals of the Star System They should be so
t horoughly nmastered that their application becones second nature.
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CHAPTER 3
BANKROLL & RECOVERY SETS

* BANKROLL *

There is no such thing as an absolutely, one hundred percent,
perfect system That unbelievable Iong string of losses is bound
to conme your way sooner or later. Wen it does, you can |ose
everything it took nmonths to win if you don't have a stopping
point. That is why you will have a daily bankroll. Your daily
bankroll 1s your daily limt. If you ever lose it, you have
reached your stopping point for the day. It all boils down to the
foll ow ng synopsis.

1 Asingle win followed by a | oss cancel s out.

2. Wth a fifty-fifty chance of wi nning, you have as good a
chance as the casino does in obtaining two consecutive
Wi ns.

3. It takes two consecutive wins, either by you or the
deal er, for the progression set to continue to go up

4, | f the house gets two consecutive wins, it results in you
taking just one step up the progression | adder.

5 |If you get two consecutive wins, it results in a profit
and the set is over.

For the house to win your daily bankroll it will have to
obtain and maintain about a six to one ratio over you, in
consecutive wins, for quite a while. Enough tinme to play a prinary
and two recovery sessions. |f that happens, then it is not your
day for ganbling and you shoul d stop

Don't worry about it. Al you |lost was one day's bankroll. The
Star System gives you an excellent chance to cone back and w n
every day for the next several nonths. Whether you plan to
continue or not, that is the end of that day's session.

A day's session is that period of time fromwhere you make your
first bet of the day until you achieve your win goal or |ose your
bankroll. A days session consist of at |east three playing
sessi ons.

A playing session is that period of tinme fromwhere you nake
your first bet of a set until you |lose the set. A playing session
may be nmade up of many sets (as in a tennis nmatch). A set can be
anything fromtwo attenpts to twenty or nore.

Your wi n goal can be any anount up to your daily bankroll. If
your bankroll is five hundred dollars, your win goal can be any
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amount you choose, so long as it is not over five hundred dollars.
You should also set yourself a time limt and stop whenever you
reach one or the other.

In the gane of blackjack, statistics show that you will wn
twenty five cents per hand per one dollar base bet. Exanple: If you
are playing a primary base bet of ten dollars, you will average

wi nni ng $2. 50 per hand over the |ong run.

Knowing that, you can easily determne a realistic goal. Let's
say you decide to play Bl ackjack. You decide to use five dollars as
your base bet. You should know, with everything being normal, you
will average wi nning about $1.25 per wager. At a full table you
wi Il probably average playing about 60-70 hands an hour. That being
t he case, you should expect to win about $80 per hour. If not, then
the deck is cold, and you should think about nobving on to another
table. If your winnings are considerably nore, you may want to play
| onger until your w nning streak begins to ebb

Practically every book on the subject of blackjack wll
reconmend that you hold your playing sessions down to forty five
m nutes or an hour. This procedure is intended to keep you from
getting tired plus being spotted as a card counter. If you're
maki ng crazy plays and bets and w nning - obviously being |ucky -you
are not going to draw nuch attention from the casino. People have
lucky streaks all the tinme and the casinos expect it. They also
rightfully expect to win it all back, plus nore, if that individua
will continue to play for a while.

If it beconmes obvious that you are nmaking all the right noves at

the right time, and consistently winning, you wll start being
wat ched. Wth all the activity going on in a casino, it wll
probably take about an hour before they will begin to suspect and

watch you nore closely. That is why you should hold your playing
sessions down to about an hour at any one casino. You don't want to
get barred. Al so, you don't want themto | earn your system

The bankroll required to play this systemis two hundred tines
your starting base bet. Exanple: If you want to play a one dollar
base bet you should have a two hundred dol |l ar bankroll

The reverse is also true. If you have a sum of noney and are
wondering what your prinmary base bet should be, you divide by two
hundred. Exanple: If you have a six hundred dollar bankroll then you
could play a three dollar nmaxi mum base bet.

That anmount of noney will let you play one primary session and
two recovery sessions if you lost your first twenty-one wagers of the
day; That is highly unlikely. It will also give you a 10% pad. Al nost

all of the time, you will find that you didn't even need ten
percent of your bankroll to be off and running in good shape. If you
ever do | ose your daily bankroll, then it's tine to stop for the

remai nder of the day.

To continue on, at the sanme rate of progression, gets
expensive fast. The next session - it may only be nine attenpts
long - could cost you double what the total of the three previous
sessions cost you. That is enough noney to bankroll you for two
nore days. You are already on a bad losing streak so why risk it.
Quit, while you can get out cheap. Tonobrrow you can nove to
anot her casino and double your starting base bet if you want to.
That woul d involve the sane anmobunt of nobney as that required for a
third recovery session, and your chances of w nning have becone
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vastly inproved. In other words, it is enough to finance three
nornmal playing sessions instead of just one |large recovery
sessi on.

Mental attitude is another reason you should quit if you | ose

your daily bankroll. | guarantee, if someone's luck is running so
bad that they |lose their daily bankroll, it is going to affect
their nental attitude. Al nost everyone will try to double up to

catch up. It is during these tines they nay be tenpted to throw
out the pre-progression bets or even add another step to the
progr essi on | adder.

Al I can say is, Don't. Ganted, nost of the tinme you wll
get away with it. But, the first tinme you don't, can w pe out nany
days profit. Failure to stick with the game plan is what prevents
al nost all good ganblers from beconm ng professionals. They know
they should be w nning, and when their not, they just keep
increasing their bets until all cash and credit is gone. Sonehow
they have forgotten; That inevitable long |osing streak is going
to come everyone's way sooner or later. If you don't have a preset
daily bankroll and use it, then you may find yourself wth serious
noney probl ens.

What is your hurry? You can ganble every day for the rest of
your life if you want to. If you are using the Star System and
its recommended daily bankroll, you should never have any
financial problens as a result of your ganbling.

* RECOVERY SETS *

About a years tinme was spent experinmenting with recovery
sessions. Many different versions and nathematical fornulas were
tried and many wor ked. Sone | ooked great for a while, but would
eventually fail when that long losing streak refused to go away.
O hers would allow you to play five or nore recovery sessions with
a daily bankroll. They resulted in an excess anount of tine being
spent with little or no profit being showmn. The final results are:
two recovery sessions are sufficient and offer the best
conpr om se.

Each of these sessions will have a primary base bet that is
doubl e that of the previous |ost session. For exanple: You start
your day off using a base bet of two dollars - requires a $400
bankroll - and you |lose the set (also a session). You would then
begi n your first recovery set using four dollars as your base bet.
If you also |lost that set (& session), you would begin your second
recovery session with a twelve dollar base bet.

An easy to nake mistake is to double the four and use eight
instead of twelve. Don't forget, you have just lost a two dollar
base bet prinmary session, plus a four dollar base bet recovery
session. That totals up to six and when doubled the answer is
twelve. If you |lose the twelve dollar base bet recovery session,
you have |ost your daily bankroll. You should still have ten
percent or forty dollars left with which to go eat or relax at the
slots if you want to.
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Your primary session and recovery sessions are structured the
sane. There is one inportant change to nmke about their
application. This change in application only occurs in one
instance. It is inportant that you renmenber it. It only occurs
when starting a recovery session after |losing the previous
sessi on

Because you just lost a session, the house has now obtained a
nine to one ratio over you concerning consecutive wins. The ratio
should be averaging fifty-fifty. You are way over due for the
cycle to swing back around to your favor. For that reason, you do
not want to start your recovery session naking mniml pre-
progression bets. Instead, total up all your pre-progression bets
and bet their sum as just one pre-progression bet. If you win, you
let it ride, just as you always do when betting pre-progression
nunbers. |If you lose, then you advance to your progression |adder
just as al ways.

The first tine you receive two consecutive wins you then go
back to using all four pre-progression nunbers if nore sets are
required. In other words, it only applies to the first set of a
recovery session. After that, you resunme all four pre-progression
bets in the succeeding sets of the recovery session. The reason for
going back to four pre-progression bets is because you have just
achieved two wins. The odds are against receiving two nore, thereby
making it four in a row.

In order to clear up any unclear parts of the above procedure
lets review it again. This will be the sanme procedure you use in
your everyday play. Let's say you have 2 thousand dollars for a
bankrol|l and are wondering what is the naxi rum base bet you can use.
Two t housand divided by two hundred equals ten. Ten dollars is your
maxi nrum base bet for a two thousand dollar bankroll.

You begin to play and | ose the set and session. That results in
you being two hundred dollars down. Divide two hundred by ten and
the answer is twenty. Twenty dollars will be the base bet in your
first recovery session. You decide to use 4-4-4-8 as your pre-
progressi on bets. Now conmes the change in procedure.

Since you just lost a set and session, you don't want to
switch back to using | ow pre-progression bets now |nstead, bet the
whol e twenty dollars as one pre-progression bet. If you win, let it
ride, just as you always do when in your pre-progression bets. |f
you | ose, you go right into your progression |adder and nake anot her
twenty dollar bet, which is the normal first step of the [|adder
Everything is just the sane fromthere on out. If you win a set and
start another set, within the sane recovery session, you go back to
using all four pre-progression numnbers.

If you lost your first recovery session and it becane
necessary to start a second recovery session you would repeat the
procedure. |If you lost your second recovery session and your daily
bankroll is gone, it is tine to quit for the day. You should still
have at |east ten percent of your bankroll left.

That ten percent will cone in handy for certain situations. For
exanpl e, you may get on a good w nning streak and decide to bunp a
bet up a little (a side bet you mght say). If it wasn't for the
ten percent pad you would have to borrow from your next step on the
progression |adder. Wth the pad, you don't have to worry about
that. Just continue on as you normally would have



3 BANKRALL & REGOVMER ES

done. It especially comes in handy in the game of blackjack. It
allows you to split pairs or go down for doubles wthout having to
use (or borrow) nonies from the next step of your progression
| adder. You may need that extra step to win the set.

Statistics thus far in chapter three are based on the
assunption that you began your day with a losing streak, and are
winning less than thirty percent of the time. That seldom will be
the case, but it served its purpose because it shows you the
foundati on on which the systemis built.

What happens if you are consistently winning, but hit a |osing
streak that causes you to lose the session prior to obtaining your
win goal? How do you figure your new base bet? The answer has
al ready been shown but not explained. It is very sinple. You
al ways divide the amount you are down by ten. The answer wll be
your new base bet for the next session known as a recovery
sessi on.

That acconplishes the same thing as losing a session straight
out and doubling your base bet except now it is on a sliding
scal e. Exanple: Let's say that you are using a five dollar base bet
and are playing your first set of the day. You win forty dollars,
hit a losing streak and lose the session. You are only sixty
dol l ars down because you won forty prior to losing the session.
Divide sixty by ten and the answer is six. Six dollars, instead of
ten, will be your new base bet for your recovery session. By using
this procedure you can now |lose as many as four, five, or possibly
more sessions before your daily bankroll is exhausted.

You use this procedure only after losing a session. You do not
use it when the previous set was won, which will be the norm when
pl aying recoveries. Exanple: You start out using a five dollar
base bet and lose the set (& session) in nine consecutive
attenpts. You would then be one hundred dollars down. Divide by ten
and you know to start a recovery session using a ten dollar base
bet. You proceed to win the set and make a fifty dollar profit.
Now you are only fifty dollars down. You do not divide the fifty
dollars by ten and use a five dollar base bet. You remain with the
ten dollar base bet (using four pre-progression #s) until you recover
the entire one hundred dollars or lose the session. It may require
that you play several nmore sets using a ten dollar base bet before
the entire hundred dollars is recovered.

If all the above is still confusing, then the exanples on the
next page should help clear it up.
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The first exanple will cover just the basics and show the
progression schedule in the event of twenty-one consecutive
| osses. The second example wll be nore conplicated. It wll

i ncl ude occasional wins, plus instructions on how and when you
figure your next base. A $3 prinmary base bet, which requires a six
hundred dol | ar bankroll, will be used in both cases. The $ sign
will be omtted and the initials, P.P.#s, will replace the words,
pr e- progressi on nunbers.

Exanpl e 1;
r }
| Primary |
! Session ! Wager & Results: Remarks:
P.P.#s: 1 lost With a $3 base bet you only
lost use three pre-progression bets.
1 lost
Progression 3 lost
Ladder: 6 lost
9 lost Total loss this set: $60
1% 1lost  —
24 lost 10 | 60 = 6
Six dollars = new base bet.
END OF PRIMARY SESSION
| Recovery I
| Session | Wager & Results Remarks
e |

Since the previous set
P.P, 6 lost was lost we now use the
sum of all our P.P. #'s.

Progression 6 lost
Ladder: 12 lost Total lost this set: $120
18 lost Total loss both sets: $180
30 lost
48 lost End of set.

END OF RECOVERY SESSION § 1

You have just lost two sessions in a row. That is very
unusual . | can only renmenber it happening to ne twice in about a
years tine. In both cases, | fully recovered in ny second recovery
session. Up to this point you have loss a total of $180. Divide
that by ten to determ ne what your new base bet will be. The
answer is eighteen. Eighteen dollars wll be your base bet for
your second and final recovery session.
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— \
|ncov¢ry| _
| session | Wager & Results: o Remarks:
| 4z |
Since the previous set was
P.P.#s 18 lost lost you add up the P.P.#’s
and make one single bet.
Progression 18 lost
Ladder 36 lost
54 1lost
90 1lost
144 1lost
END OF RECOVERY SESSION § 2
Total loss = 360 .
Add to that: 180  From previous two sessions.
Total loss = 540 Dollars
Wth that kind of luck, | amsure you will agree, it is tine
to quit for the day. You still have sixty dollars (ten percent) of
your bankroll left. Go sonme place and enjoy a show. Tonorrow is

anot her day.

The above exanple is strictly a hypothetical situation,
intended only to show you the progression |ladder in its sinplest
form Twenty consecutive |losses are stretching it a bit, although
it undoubtedly has happened to many peopl e.

The next exanple is a nmuch truer picture of what one of those
very long losing streaks |looks |ike on paper. It will contain
considerably nore | osses than wns. In the end you will have | ost
your daily bankroll. Let ne reiterate, a losing streak such as
this will rarely happen, but it is the only way | know of to
illustrate a lost prinmary session followed by two | ost recovery
sessi ons.

These are the ingredients that nake up your daily bankroll. It
is inportant that you know how they are determ ned. At first
glance, the following exanple may |ook too l|long, dry and

uninteresting. You may be tenpted to bypass it. | am sure you have
heard the expression: "A picture is worth a thousand words." In
reality, the followng exanple is a picture of the system If you
will proceed slowy, bet by bet, set by set, session by session,
you shoul d know t he Star System

Every possible situation will be illustrated, acconpanied by

expl anatory comments. It is not nearly as hard to do as it may
| ook on paper. Once you get the basics, it is so sinple, a child
can do it.
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Let's say you have a thousand dollar bankroll. One thousand
di vided by two hundred equals five. Five dollars will |let you play
a prinmary session and two recovery sessions in case you | ose every
hand as in the previous exanple. The first session will be your
five dollar base bet, primary session. If you lose it, you wll
have to begin a recovery session. OK., let's start your five
doll ar base bet session. You wll wuse 1-1-1-2 as your pre-

progressi on nunbers.

-

|
Primary I Wager & results: Remarks:
| Session |
L ' P.P.#s 1 lost
Set # 1 1 won .... Let the §$2 ride.
(2) won .... Plus 4 less 2 previously bet
Profit = §2 equals a $§2 profit.
- End of set -
1 lost
Sat # 2 1 lost
1l lost
2 won .... Let the $4 ride.
(4) won .... Plus 8 less 5 bet = + $3.
Profit = $3 - End of set -
Set # 3 1 lost
1 lost
1 won .... Let the $2 ride.
(2) won .... Plus 4 less 3 bhet = + $1.
Profit = $1 - End of set -
Set § 4 1 won .... Let the $2 ride.
{(2) won .... Plus 4 less 1 bet = + $3,
Profit = $3 - End of set -
Set # 5 1 1lost
1 lost
1 lost
2 Jost .... Lost all P.P. bets
Loss = §5 * Not the end of set. *
-- Begin Progression Ladder --
5 lost
10 won .... Pull your win & bet $10.
10 1lost .... Cancels out last hand.
Repeat last bet 10 won .... Pull $10 & bet $10 again.
10 won .... Equals a $10 profit,.

Profit = $10 - End of set -



Wager & Results: Remarks:

Set # 6
1 lost
1 1lost
1 lost
P.P. = $5 loss 2 lost .... Start Progression Ladder
5 1lost
10 1lost
15 1lost
25 1lost
40 won .... Pull $40 & bet $40 again.
40 won .... Equals a $20 profit.
Profit = $20 - End of Set -
Set # 7
1 1lost
1 1lost
1 lost
P.P.#s = $5 loss 2 lost .... Start Progression Ladder

Progression Ladder 5 lost

10 1lost
15 1lost
25 lost
40 1lost ..Stop -- A Lost Set
Loss = $100
Exmsmsmememm=== E N D OF S ES S I ON ==s=smm=c=coommos

Total hands in session.. 42

Number of hands won .... 14
Number of hands lost ... 29
Percentage of wins ..... 30%

You have | ost your five dollar primry session. You are not
really a hundred dollars down because you won thirty-four dollars
prior to losing the set. You are only down sixty-six dollars.
Let's round it off to the nearest ten and say you are seventy
dol | ars down.

Seventy divided by ten equals seven. Seven dollars will be your
new base bet in recovery set nunber one. Let's use 1-1-2-3 as the
pr e- progressi on nunbers.

Note: There is a $5 error in-the above conputation.

You actually only I ost S6l. Because the follow ng charts are
based on seventy, it will be left #s is

for the present time. Results = the sane.
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| Bession |
! 41 ! Wager & Results: Remarks:
Get # 1
7 won .... Last set was lost
P.P.¥s Bet sum of all P.F.#s
Let 514 ride
(14) won .... Plus 528 less 57 bet = +521
Profit = 8§21 - End of set -
Set § 2 1 1lest .... The last set was won
Resume normal P.P.#s
1 lost
P.P.¥s 2 lostc
3 won .... Let 56 ride.
{6y won .... Plus $12 less 57 bet = 355
Profit = §5 - End of set -
Bet # 3 1 lost
1 lost
2 leost
3 lost Four P.P.f#sz lost
————————————— Start Progression Ladder
7 lost
14 lost
21 lost
35 lost
56 lost .... Another lost set.
Stop
Hands played.... 16
Statistics: Hands won ...... 4
Percentage ..... 25%

Twenty tinmes your base bet of seven equals one hundred and
forty, so you lost $140 in that set. However, you won $26 dollars
prior to losing the set, so you are only down $114. Round it off to
the nearest ten, and call it $110 down for the set. Now you add the
$110 to the $70 you lost in your primary set, and you determ ne
that you are a total of $180 down.

A nmuch easier way to figure it is to sinply keep track of your
chips. If you know what you started with, you can quickly
determne that you are roughly $180 down at this point. Now you
need to determ ne what your base bet for recovery set nunber 2
will be.
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Di vide one hundred -eighty by ten and the answer is eighteen.
To keep your bets sinple to figure and place, use an even twenty
dol l ars as your base bet. Use 4-4-4-8 as your P.P.#s.

[ \
! Recovery Set # 2 !

The last set was lost. That results in a lost session. You now
bet the sum of your P.P.#s.

Set # 1 Wager & Results: Remarks:
P.P.#s 20 won .... Let $40 ride
(40) won .... Plus $80 less $20 = +$60
Profit = $60 - End of set-
Set # 2 4 lost .... Now you begin using 4 P.P.#s
4 lost
P.P.#s 4 lost
8 won .... Let $16 ride
(16) won .... Plus $32 less $20 = + $12
Profit = $12 - End of set -
Set # 3 4 won .... Let $8 ride.
($8) lost .... Counts as a 54 loss.
P.P.4#s | won .... Let $8 ride.
($8) lost .... Your second P.P. loss
4 lost .... Your 3rd P.P.loss _
FP.P.#s = =520 8 lost .... Finished with P.P. bets.
20 lost
Progression 40 lost
Ladder 60 won .... Pull your $60 win & re-bet $60.
60 won .... A $40 profit. - End of Set =~
Profit = $40
Set # 4 4 lost
4 lost
P.P.#s 4 lost
8 lost .... End of P.P. bets
20 lost
Progression 40 lost .
Ladder 60 lost
100 1lost
160 lost .... A Loss Set. 20 x 20 = 5400 down.
Loss = $400
smcssrescx=cw=me= E N D oOF S E S8 S5 0N =E=EumpmanrsncuEs
Less the 3112 won = a #288 loss. Tet's call it = 420D lose,
Total number of hands .... 26
Total number of wins ..... 8

Percentage of wins ....... 31%
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Al t hough you lost $400 in that session, you are only down
$290. This is due to the wins you received in the first three sets
of the session. Add the $290 to the $180 lost in the two previous
sessions and you are only a total of $470 down after one prinmary
and two recovery sessi ons.

Note that dividing by ten has saved you $530. |If you had been
doubli ng your base bet at the end of each session you would have
| ost $1000. Now you can attenpt another recovery session. You
still have a $530 bankroll. You divide ten into $470 to determ ne
your new base bet. The answer is forty-seven. You will normally
round that off to the nearest five or ten and use a forty-five
dol | ar base bet.

In this case you can not do that. If you do, you will not have
enough nmoney to finish a set in the event of nore bad |uck. 'Forty-
five dollars tinmes twenty is $900 and you only have five hundred
and thirty, By dividing twenty - the nunber it takes to play a one
dol | ar session - into your bank roll ($530), you determ ne that
approxi mately $27 is the proper base bet to use. Let's round it off
and use a $25 base bet.

This is a slow progression systemto start with. Now you are
only using one half your required base bet. You wll just be
spi nni ng your wheels so to speak. Here is the perfect opportunity
and reason to enploy the Rider. The Rider is fully explained in
chapter four.

Let all wins ride, even those in your progression | adder.
CGetting two consecutive wins when using the R der equals the sane
profit as getting three consecutive wins via the normal route. You
are way pass due so why not try it. After all, the success of the
system depends on getting two consecutive wins in the first place.
Ei t her way, you are going to need themin order to win. It is now
or never, as you only have enough noney for one nore set in the
event of a loss. Wth just a little luck, you will be well up the
road to a recovery.

Recovery Session
# 3 Wager & Results: Remar ks:

P. P. #s $25 lost..... Lost | ast session.
Bet sumof P.P.Is

Pr ogr essi on $25 | ost
Ladder $50 | ost
$75 | ost
$125 | ost

Lost = $500 $200 lost ..Bankroll depleted.{ $40 left }

=== ==END OF SESS|] ON==s===s=s===

You now have | ost your $1000 daily bankroll. By dividing by
ten you got an extra session. It is time to quit for the day.

Total nunber of hands played ... 90
Total nunber of hands won ...... 26
Overal | percentage of wins ..... 29%

Average bet............ ... .. ... $11
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The previous exanple shows the results of a streak of bad | uck
that lasted for an unusually long period of tine. Notice what the
results woul d have been if you had gotten a win on your |ast bet,

let it ride and won.
The profit on that win alone would have been six hundred

dollars. The total anount you would have invested up to that point
woul d have been seven hundred and sixty dollars. The net results
woul d have been that you recovered all but one hundred and sixty
doll ars of your thousand dol | ar bankroll

The next exanple requires a full page. For that reason the
remai nder of this page will be |left blank.



2
This exanple contains a shorter run of bad luck. No
recovery session was necessary. The left columm is the results
of flipping a coin thirty-three tines. The right colum is the
exact opposite. Notice that the left colum” shows a higher
profit, even enough it had a lower w n percentage (42%, than

the right colum (58%. You will use a five dollar base bet
and 1-1-1-2 as your pre-progression nunbers. A double
vertical line (|| ), represents pre-progression nunbers. A
single vertical line (| ), represents the progression |adder.
A doubl e dashed line (===), represents the end of set.
1 iost " 1 won ...let 2 ride
1 won ..let 2 ride I(2) 10st
l¢2) 10st .1 won ...let 2 ride
(.Y win ..let 2 ride “(2) lost
- 55 ll(2) 10st o ...let 2 ride
l 2 1ost H¢2) @ ... = $1 profit
| 5 10st {1 ... let 2 ride
10 10st (2 @ ... = $3 profit
Profit I 15 won™ e e e e T T 1
310 15 10st cancel l 1 10st
) l1s .. collect 15 fl 1 won ...let 2 ride
l1s ® l(2) 10st
gl Rl 2 S " 1 lost
l 1 1lost I 2 ...let 4 ride
l 1 10st (1) .. = $3 profit
" 1 lest LI T TS AT T TR
- §5 h 2 10st 1 ...let 2 ride
-------------- "(2) @ ... = 83 profit
I 5 won~ 1 LA L s S 3 LI L AT il bl
l 5 lost"‘]"’cancel " 1 lost |,
| 5 lost |l 1 &3 ...let 2 ride
Profit |10 lost l(2) lwon/ ... = $2 profit
$15 I 15 lost S e I P s ey
|25 @ ..collect 25 I 1 M ...let 2 ride
|25 _ (2 @ ... = $3 profit
el i Sl = e, B2 e T ST PR L L 2 I Ot e O LT L LT £
N1 lost I 1 1ost
i1 won ..let 2 ride l 1 10st
l¢2) 10st l 1 won ...let 2 ride
profit I 1 ..dlet 2 ride l(2) 1lost
s1 "(2) = 31 profit h 2 won ...let 4 ride
TS S E s LT A T L "(4) lost = - §5
1 won ..let 2 ride ——————————
h(2) 10st | 5 1lost
Profit |l 1 1lost l10 10st
$1 1 wony . .let 2 ride lis .. collect $15
2y \won/= $1 progit |15 - $10 profit
----i—---———--—-—*--""':""'.-=-.'=._..—= . = T
| Thirty Three Attempts | I 1 10st | 33 Attempts |
! Plus $27, ! b1 1ost ! Plus $23 J|

y SET5 - 7 3€T3
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Fromthe preceedi ng exanple you can see that you don't need to
worry about which side to play. You can play either the red or
bl ack on the roulette wheel. You can play the pass, or don't pass
line on the dice table. It wouldn't nake any difference as |ong as
you have anypl ace near average | uck.

If you knew the system well enough you could play both sides
at the sane tine, and nake a profit on both sides. There is even a
better way. It will be fully explained in the follow ng chapters.

=== Chapter Three Review =====

Question: If you have six hundred dollars for a bank roll, what
w Il be the maxi num base bet you can use?
Ans: Three dollars. (200 divided into 600 = 3)

Question: In the event of an unusually |l ong consecutive
| osing streak when you first began to play/ how nmany

sessions will the above bankroll allow you to play?
Ans: Thr ee.
Question: How do you figure what your new base bet for a
recovery set will be?
Ans: Divide ten into the total |oss.

Question: Wat is the reason for addi ng your pre-
progressi on nunbers together, and betting the
total anount when you enter a recovery set.
Ans: You are overdue for your share of wins, and you don't
want to obtain thembetting m ni num bets.

Question: Wy don't you use the same procedure when entering a
new set after the previous set was won?
Ans: You just received two wins. Odds are agai nst
receiving four in a row

Question: You lost your daily bankroll. What should you do

and why?

Ans: Quit for the day. Your losing streak may not be
over. Also your nental attitude has probably been
af f ect ed.

Question: How many sets are there in a session?
Ans: Until you lose. It could be one set or many.
The average is about twenty-eight in the gane of
Bl ackj ack. The average in the game of Craps is
about fifty (nmethod # 1).
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CHAPTER 4
RIDERS

The procedure of letting your original bet, plus its w nnings,
stay on the board for another bet is a R der. Except for their use
while in your pre-progression nunbers, the Rider is not an integra
part of the Star System Neverthel ess, because of its higher profit
potential it will be discussed.

There are certain tinmes when (if successful), its profit
potential outweighs the consequences of its failure. One instance
m ght be a situation such as that in recovery session nunber three
at the end of the last chapter. Also, if you are a card counter,
and playing the gane of Bl ackjack, you will enploy its use.

Use of the Rider was tested extensively during the devel opnent
phase of the Star System Serious consideration was even given to
making it an integral part of the system by making its use
mandat ory after every w n.

While playing the gane of blackjack, it even passed Dr.
Wlson's acid test [See Introduction] . The reason it did not becone
an integral part of the systemis because on two occasions it got
to the last attenpt of the |ast recovery session before w nning.

| consider that a little to close for confort. As a result, | can
not recommend its consistent use, but it truly is a border line
case.

Since its use elimnates the canceling out procedure it can
cause the nunber of attenpts per session to be significantly | ower.

You will get nmany nore attenpts per session by not using it.
Neverthel ess, if used at the proper tine, it is safe and wll
significantly increase your profits when successful. It is these

times that you should be made aware.

One good tinme is if noney is not a primary concern, and you're
just in town for a weekend of ganbling. You mght as well go for
the brass ring so to speak. You will reach your win goal nuch
faster, and you still stand a very good chance of succeedi ng. For
a short run of two or three daily sessions, | would not hesitate
in its use if | could afford the loss in the event | wasn't
successful .

To use an analogy, | will conpare it to the gane of baseball
If you use the Rider you will probably |Iose your bankroll about as
often as back to back home-runs occur. That may be nont hs away, or
it could be the next two batters up. If you don't use the Rider,
you Wl |l probably | ose your bankroll about as often as two triple
pl ays occur in the same gane.
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If your luck is running close to average (no nmajor |osing
streaks), then using the Rider will result in far greater profits.
On the other hand, if you get on a losing streak, then your
bankroll is going to dwindle at a nuch faster pace. The problemis,
nobody knows when that winning or losing streak is going to come
al ong. When one does begin, there is only one individual who has
a good idea about whether it will prevail or not. That person is
the card counter in the ganme of bl ackjack.

Let's ook at an exanple of the disadvantage associated with
using the Rider. You will use a five dollar base bet and 1-1-1-2
as your pre-progression nunbers. The exact sane nunber of attenpts
wi |l be made in both exanpl es.

=== Not using the Rider === H == Using the Rider ===
Wager & Results: H Wager & Results:
1 1lost " 1 lost
P.P.#s 1 1lost “ 1 1lost
1 1lost " 1 lost
2 lost = $5 down H 2 lost = $5 down
5 won 1 I 5 won...Let $10 ride
5 lost—tcancel— i (10) lost = $10 down
5 won /1 u 10 won.,.Let 520 ride
S lost'lcancel— " {20) lost = $20 down
5 lost = $10 down |l 15 lost = $35 down
10 won— I 25  won...Let $50 ride
10 lost—'cancel— I {(50) lost = $60 down
10 wonT " 490 won.,.Let $80 ride
10 lost—tcancel— g (80) lost = $100 down
NOT THE END OF SET [ END OF SET

| END OF SESSION

Now you can see the disadvantage of using the Rider. In the
set where you used the Rider you did not achieve your two
consecutive wins in thirteen attenpts. As a result, you lost the
set and your primary session. Now it -is necessary to begin a
recovery session. That should not present a problem You still have
two recovery sessions to go.

In the set where you did not use the Rider you only got to the
first step of your progression |ladder. As a result, you still have
an excell ent chance to win the set.

The next page shows exanpl es of the advantages of the Rider,
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Now let's ook at the advantages the Rider has to offer. W will
use the same base bet. We will assune that you already |ost your pre-
progressi on wagers and begin with the progression |adder.

Not using the Rider - Using the Rider
P.P.#s = $5 down P.P.#s = $5 down
5 won 5 won...let $10 ride
5 lost—lcancel (10) lost = $10 down
5 won—1 10 won...let $20 ride
5 lost—cancel (20) lost = $20 down
5 1lost = #10 down 15 1lost = $35 down
10 won 1 25 won...Let $50 ride
10 lost—cancel (50) lost = $60 down—
10 won = even 40 won,...Let $80 ride
10 won = $10 Won (80) won = $ 160 Won
END OF SET END OF SET
Profit = $10 Profit = $60
From |looking at the previous exanples it is obvious that the
Rider will increase your wnnings considerably when successful. It is
al so obvious that it wll cause your bankroll to dimnish much nore
qui ckly when not successful.
For the above reasons, | recommend you restrict its use to the

followng situations. First; You are a card counter in the game of
bl ackj ack. Unless you are a card counter it is strictly a trusting
everything to Lady Luck type wager. Second; You are on a W nning
streak, and it is early in the progression set. A loss at this point
still leaves you several more chances to win the set. In other words,
unless you are a card counter, only use it as a fun bet when you can
afford it. OGherwise, if you lose, it wll cause you to be one step
hi gher on your progression | adder.

A now or never type situation, simlar to that at the end of
chapter three, is another instance when | recommend using it. You were
at the end of your bankroll. You had to have two wins or your day was
over. In that case you have everything to gain, and nothing to |ose by
its use. There are other tines for its use. Those times wll be covered
in the comng chapters which cover specific casino ganes.

Think of the Rider as being like the Daily Double at a race
track. You need to win both in order to collect. If you do, the
payoff is usually very good and the risk was worth it.

See appendage # 1, Page 99 (The R der Systen), for an
excel | ent systemusi ng- R ders.
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NOTES

SPECI AL NOTE FOR BLACKJACK PLAYERS
READ & HEED

Every authority and every book on the subject of Blackjack wll tell
you to hold your playing sessions down to about an hour. |If you still
want to play after that, then nove on along to another casino for
anot her hours sessi on.

Ladies and Gentlenen, that statenent is neant only for about that 1%
of peopl e who have the capability to consistently vin in the casinos. If
you happen to have a -; conputer brain, and can play the Revere advance
poi nt count strategy, or you are just the average person who knows the
Star System then you do have the capability to consistently win in the
casinos, and that needs to be a secret that only you know |[If and when
the casinos ever discover it, you will be barred. There is no if's,
and's, or but's about it. A consistent winner is sonething they sinply
will not allow

| don't even recommend that you play one on one. By doing so, you are
going to stand out |ike a sore thunb because of your ability to consis-
tently win. | recommend that you play at a full table if possible, and
froma nulti deck shoe. By doing so, you will be able to blend in wth
the rest of the players while you just sit there and whittle away a
little at a tinme.

You can be sure that nost of the tine, within five mnutes after you

sit down, the casino wll have already identified you as a possible card
counter or a non card counter. If you are identified as a non card
counter (and you will be if playing the Star system, then they are not

going to waste their tinme on you because they know the odds are in their
favor and you are going to |ose over the long run. So, as a result, you
are probably going to get thirty or forty mnutes of free playing tine.
At that time 1t is probably going to becone obvious to someone that you
are consistently winning and that they should take another |ook at you.
First,, they are going to check you for card counting again and that's
going to take about five mnutes. Wen they are convinced that you are
definitely not a card counter, they will probably check to see if there
is any cheating going on such as a partnership between you and the
dealer. To nmake it short and sweet, your hour is going to be up and you
will be out of there before they ever figure out what is going on. One
thing for certain, you nust have just been on a |lucky streak because
they know that there is no such thing as a betting systemthat works.

But, if you continue to sit there for several hours as a continuous
wi nner, and give themthe time to really key in on you, then they wll
di scover the fact that you are playing some sort of a winning system At
that tinme you wll be barred. In addition, they probably have your
picture on video tape and you nmay discover that you are also barred at
ot her casi nos because the casinos share that type information.

So, A WORD TO THE WSE, play about an hour and then nove on, or you
may find out that you can't play at all. As a result, | don't recomend
that you use a nonetary figure as a win goal. Instead, | recommend that
you use an hours playing tinme as your win goal and take whatever it wll
gi ve you.
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CHAPTER 5
BLACKJACK

Bl ackjack is the ideal ganme to enploy the Star System The
design of the entire system as it stands today, is primarily to
beat the gane of Bl ackjack. The reason Bl ackjack is easier to beat
than other ganes is because a single win - a blackjack - wl]l
result in a profit and end the set. Al so, being able to go down for
doubles and splitting pairs is a big advantage. In addition, card
counting [already a proven casino beater], can be integrated with
the system for even better results.

The author did not learn to card count until several nonths
after the system was conpleted. As a result, statistics given in
this chapter were obtained wthout the aid of card counting. Even
now, | prefer to play wthout card counting, although I wll be
the first to admt, my winnings would increase if | used it.

The reason | don't use it is because | think card counting is
to nmuch work, It takes all the fun out of the ganme for nme. The
extra profits that are attainable are not worth all the extra work
and concentration as far as | am concerned. As long as | can have

fun and consistently win without using it, | don't plan on
consciously using it. Notice that | said “consciously”. | am sure
that because | learned to card count, and understand the principles
i nvol ved, unconsciously helps nme. | always seemto be well aware

as to when the deck is positive or negative by any appreciable
anmount .

The next chapter [card counting], will explain howto integrate
card counting with the system It is for those of you who al ready
card count, or those of you who want to get the naximum profits
attai nable fromthe system It will also give a sinple, but very
effective way to card count in the event you wish to take that
extra step. Let ne re-enphasi ze, the system does not require that
you be able to card count. It wll give you an average advantage
of twenty-five percent as is. Card counting may result in you
pi cking up another one to three percent.

===== BAS|I C STRATEGY =====

There is one thing the system does require if you wish to
obtain the quoted percentages of this book. You nust be able to
play Basic Strategy. Wwen | first began work on designing this
system | was just another average tourist who didn't have the
slightest idea about what basic strategy is.
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What is basic strategy? To keep it short, basic strategy is a
result of the conputer age. Every hand possible was put into
conputers and played against every other hand possible, mllions
upon mllions of tines. The results are what is known as basic
strategy. Mathematically speaking, in order to achieve your best
chance of winning, there is one and only one correct way to play
each hand. It all depends on what the dealers up card is and how
many decks are in the gane.

Besi des being the best way to inprove your chance of winning, it
also ensures a set pattern for playing from which accurate
statistics can be accumulated and worked wth. Playing basic
strategy theoretically gives you about a fifty-fifty chance of
winning. If you don't play basic strategy the house probably has a
five to ten percent advantage over you. That is way to much. You
woul d be better off playing the Pass or Don't Pass line on the crap
t abl e.

You rmust play basic strategy to order for this systemto work at
its peak efficiency. The next chart should help you learn basic
strategy. Notice that it is for four or nore decks. The Star System
strategy is just the opposite of what the card counter |ooks for. The
card counter prefers to play one on one and a single deck gane. The
Star System player |looks for a full table and four or nore decks
in use.

Ref erence pg. 51 Changes to nake for
si ngl e deck pl ay.

Doubl e down on 5-3 and 4-4 (not 6-2), against dealers 5 or 6

Doubl e down on 9 agai nst dealers 2 thru 6.
Doubl e down on 11 agai nst everyt hi ng.

Doubl e down on A-2 agai nst dealers 4, 5, or 6.
Doubl e down on A-3 agai nst dealers 4, 5, or 6.
Doubl e down on A-6 agai nst dealers 2 thru 6.
Doubl e down on A-8 agai nst deal ers 6.

Do not hit A7 agai nst agai nst deal ers Ace.
Split 2-2 against dealers 3 thru 7.

Split 6-6_against dealers 2 thru 6.
Stand on 7-7 agai nst deal ers 10.
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BLACKIACK

FOUR OR MORE DECKS

Player Cards

Strategy

HANDS WITH AN ACE

5,6,7,0r 8 Always hit.
9 Double down if dealer shows
3 thru 6, otherwise hit.
10 Double 2-9, otherwise hit.
11 Double 2~-10, hit against ace.
12 Stand 4-6, otherwise hit.
13 thru 16 Stand 2-6, otherwise hit,.
17 thru 20 Always stand
szzmzzmmmzmzmmzezsr SPLITS ssssssssoossoooooooposooszanznmansons
A-2 " Always split.
2=2 Split 4-7, otherwise hit,
3-3 Split 4-7, otherwise hit.
4-4 Do not split. count as 8,
5-5 Do not split. count as 10.
6-6 Split 3-6, otherwise hit.
7-7 Split 2-7, otherwise hit.
g8-8 Always split.
9-9 Stand 7,10 or Ace
otherwise split.
10-10 Always stand.

A-2, A-3 Double 5,6, otherwise hit.
A-4, A-5 Double 4-6, otherwise hit.
A-6 Double 3-6, otherwise hit.
A-7 Double 3-6, hit 9,10 or Ace,
otherwise stand
A~8, A-9 Always stand
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The preceding chart nust be learned to the point so that its
application becones second nature to you. Keeping track of where
you stand on the progression | adder should be the only thing you
need to be concentrating on. If you are already a card counter, or
pl an on becom ng one, then your basic strategy will be different.
The basic strategy chart for card counters will be found in the
chapter on card counti ng.

In an effort to learn everything | could about the gane of
bl ackj ack, | bought and studi ed many books on the subject. | feel
there are two that are outstanding. These two books will always be
on ny desk, readily available for revi ew when needed. Both books

are small, to the point, and easy to understand. They contain
everything a student of the gane needs to know. For that reason [if
your serious about the gane of blackjack], I highly recommend you

obt ai n bot h books.

The first of these books is prinmarily concerned with how to
play the gane of Blackjack. Its title is: "Blackjack To Wn",
publ i shed by Gey Knight Publications, 3725 Investnent Lane,
Ri viera Beach, Fla., 33404. Its author is George WIllianms, who for
obvi ous reasons wites under a pen nanme to protect his true
identity. For ne to tell you how to play blackjack could cause ne
to be sued for a copyright infringenment because it would be a
reprint of his book.

The second book is primarily concerned with casi no deportnent.
Its title is: "Turning The Tables on Las Vegas", published by
Vi nt age Books, Random House Inc., New York, N Y. Its author is lan
Anderson. M. Anderson ranks as a world class player. In his
book he teaches self-discipline, canouflage, and how to deal
with the various stresses present in casino ganbling. It wll
give you a good wunderstanding of the psychol ogical and
notivational aspects of the players and casino personnel. 1In
short, the book tells you how not to get barred fromthe casinos.

As already nentioned, you don't have to be a card counter to
get barred. The casinos don't enjoy getting beat by anybody. If
you can consistently do that, they would nuch prefer that you do
your ganbling in another establishnent.

If you truly wish to becone a top notch bl ackjack player, |
strongly recommend that you obtain a copy of both books. If you
use the Star System coupled with the know edge you gain fromthose
two books you should become virtual ly unbeat abl e.

There is a third book that | find very interesting. If the
exact mathematical statistics arrived at by conmputers concerning
the laws of probability interest you, then you should obtain it.
| suppose you could call it the Father of Basic Strategy. Its title
is: "Playing Bl ackjack As A Business", published by Kyle Stuart
Inc., 120 Enterprise Ave., Secaucus, N J., 07094. It was witten
by one of the all time great blackjack players, M. Lawence
Rever e.

The book contains several chapters about sone of the best card
counting systens there are. They may be a little to difficult to
learn for the average person. Besides, card counting is not
requi red when playing the Star System It does however- contain the
statistics that resulted in basic strategy. Pages of very
interesting statistics will show you such things as how often you
can expect a bl ackjack, why you should hit an A-7 when the deal er
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is showing a 9 or 10, why you should never insure a blackjack
unl ess you are counting cards, and why you should go down for
doubles with an A-2 through A-7 when the dealer is showing a 5. |
doubt if there is any question you can think of, that pertains to
the odds in blackjack, that you won't find answered in the book.

The nost inportant thing you need to do right now is to learn
Basic Strategy. The things you may pick up from reading the above
books could be conpared to getting a final tune-up on your car
after it just had a major overhaul. The major overhaul is |earning
basi c strategy.

The basic strategy chart |ooks sinple enough. | am sure the
average person can nenorize that one page in an hour or so. After
you think you have it nenorized, then give yourself the follow ng
test. I"'msure you will be in for quite a surprise.

Take the basic strategy chart, plus a deck of cards, and sit
down at a table. Since the 5 6,7,and 8 are always the same, and no
problem to renenber, you will by-pass them and start with the nine.
Lay two cards that total nine face up in front of you. Don't use an
ace as one of the two cards. These will represent your first two cards
(dealt face up) in a multi deck gane.

Take the remminder of the deck and turn over one card at a
tine. This card represents the dealers up card that you will always
see after the deal. Don't deal a down card to the dealer as it is
irrelevant. You will always count the dealer's down card as a ten.
Don't even think anything else. The dealer's down card is always a
ten as far as you are concerned. Each time you turn a card over, ask
yoursel f what you should do according to basic strategy. Check your
answer agai nst the chart.

After you have gone through the entire deck against a nine, go to
the next line on the chart and repeat the same procedure for a ten.
Do the sane for ever players hand on the chart. Wen you can nake
the correct decision, in each case, within two seconds after seeing
the dealers up card, you will know basic strategy perfectly. | think
you will find, even though you nay have had the chart nenorized
perfectly, your recall nust be trained to trigger itself from seeing
t he cards thensel ves.

Don't forget, single deck basic strategy is different from
multi deck basic strategy. There are about fourteen differences
between the two. According to the material | have read, you will
not win if you play single deck basic strategy in a multi deck gane
and vi sa versa.

Sonmetines [as a handicap], | wll practice at home with a
single deck using nulti deck strategy. On the average, | lose a few
nore hands and progress up the progression |ladder a little farther,
but | have never yet |lost ny daily bankroll.

For your practice at honme, | recommend that you make or
purchase yourself a shoe from which to deal your cards. It is nore
conveni ent and easier than trying to deal four or nore decks from
your hand. One place you can obtain one, plus other blackjack
oriented books and products, is R. G. E., 414 Santa dara ave.,
Qakl and Ca., 94704. Wite them and they will be happy to send you
their catal og free of charge.

As nentioned earlier, the system works best at a crowded table
with four or nmore decks in play. It is a slow progression system
and the ideal situation for it is to have a neutral deck at all
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times. This theoretically gives you a fifty-fifty chance of
wi nni ng each hand you pl ay.

For those of you that are not famliar with the term "neutra
deck", let ne explain. Neutral deck, positive deck, and negative
deck are all terns that apply to card counting. A positive deck
contains nore high cards than low cards and favors the player. A
negati ve deck contains nore | ow cards than high cards and favors the
dealer. A neutral deck has about the same nunmber of high cards and
| ow cards, and favors neither the dealer or the player

These positive and negative situations occur primarily because of
the clunping of high or low cards in the deck. Since you are not card
counting you won't know the status of the deck. In order to keep
the affect of such a clunmping of cards to a mninum you therefore
want the cards distributed out as much as possible. By doing so, you
i nprove the chances that your next card will be the results of a
conpletely random draw. The nore players there are at the table, the
better your chances are that this is the case. It dilutes any
cl umpi ng of the cards.

It is an accepted fact anong professional blackjack players
that the nore decks in use, the less volatile is the action. In
other words, the larger nunber of cards present has a diluting
tendency that tends to stabilize the ratio of high cards to |ow
cards. This makes unfavorable (negative) decks conpositions |ess
frequent than with a single deck. As a result, in a nulti deck
gane, the count stays closer to neutral a higher percentage of the
time than in a single deck game. In addition, if you're a card
counter [since you always count the dealers down card as a ten], all
cards are face up. This nakes card counting a piece of cake.

There is another reason for the multi deck gane. It is nuch
harder to get cheated when the cards are dealt out of a shoe,
rather than by hand. You probably don't even need to worry about
getting cheated. Professionals agree that cheating rarely ever
occurs in the big casinos now days. Still, it remains a fact,
alnost all combn cheating nethods are not detectable by anybody.
Even other experts in the field, who are aware they are being dealt
seconds, cannot detect it being done.

These type dealers still have control of the shuffle in a mlt
deck gane, but about all they can do is attenpt to keep the deck
neutral. Wiy would they want to do that? First, let's ask

our sel ves two questi ons.

1. Wiy do casinos bar card counters? The answer is sinple.
The card counter knows when the odds are in their favor.

2. What woul d be the best defense against card counters? The
answer is again sinple. Try bo nmmintain a neutral dack.

In a single deck gane it is obvious and a well known fact. They
attenpt to mamintain a neutral deck by re-shuffling the deck
whenever they feel like it. In nulti deck ganmes they are not
allowed to re-shuffle the deck at their own discretion. As a
result, if any adjustnents need to be made they must be done during the
shuffle prior to putting the cards in the shoe. Any good dealer
knowing the location of a particular clunp of cards in the discard
tray can easily isolate and re-distribute them evenly back into the
deck during the shuffle.

| am not insinuating that it is ever done, but | hope it is
because a neutral deck is exactly what the Star Systemthrives on
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Try to keep track of a particular group of cards during a multi
deck shuffle sonetine. It's like playing the old pea under the pod
gane. It's practically inpossible to tell what went where, but |
strongly suspect that alnost all of the deal ers do.

| have read that, according to conputers, it takes twenty three
shuffles to thoroughly change the conposition of a single deck. If
that is true, then inagine how nmany shuffles it nust take to
t hor oughly change the conposition of a four or six deck shoe. For
that reason, | recomrend the follow ng procedure. It wll ensure
that you get a one hundred percent change in deck conposition when
you nost need it.

Whenever you | ose a session nove to another table. Odds are
good that you are currently playing with a highly negative shoe.
Wiy start a recovery session with the sane set of circunstances.
Renenber, nulti deck shoes run truer than single decks. Nornally,
a bad shoe will tend to stay bad for a while and a good shoe w ||
tend to stay good for a while. By changing tables you can ensure
that particular conposition of bad cards is gone forever. If you
can't change tables for sone reason then take a break for a while.
There are several good ideas given in M. Anderson's book on how
to leave a negative table without the pit bosses or dealers
suspecting your real reason. O course, the fact you just |ost all
your noney i s reason enough.

That is why you should always buy into a gane with just enough
noney to cover the session you are getting ready to play. Exanpl e:
Let's say you are getting ready to play your first session of the
day and plan on using a five dollar base bet ($1000 bankroll). If
twenty dollars is the price of a one dollar losing set, then it
wll cost you five tines that anount, or one hundred dollars, to
play a five dollar session

You proceed to win about $30 and then | ose the set and session
(a lost set always ends the session) . Chances are good that the
deck (or shoe) is negative and is going to stay that way for
awhil e. You could say something like: "That's all for ne. Maybe |
can take this thirty dollars | have left and go get |ucky on the
sl ot nmachines." After you leave the table, figure up what you | ost
($70) . Seventy divided by ten is seven. You know to use seven
dollars as the base bet of your first recovery session at the new
table. Seven tinmes twenty dollars (the cost of a one dollar set)
equal s $140, so buy in at the new table for $140. Your new pre-
progressi on nunbers could be 1-1-2-3 (totals 7). Your progression
| adder woul d be 7-14-21-35-56. The suns of both equal your buy in
of $140. It's OK to round thet off to 7-15-20-35-55.

Keep repeating the above procedures until you have reached your
win goal or lost your daily bankroll. Anytinme you are |ooking for
a table to play at renenber this. Look for one that has sone
activity and everyone seens to be having a good tinme. Such a table
probably has a positive shoe going for it, and chances are good it
will remain that way for a while.

The average bl ackjack player has a m sconception about | uck.
They believe their success depends on how their luck is running.
That is not true; their success depends on how the dealer's |uck
is running. The dealer's luck depends on whether the shoe is
positive or negative.

In tournanment play, alnost all the players are on about the




BLACKJACK
DO

sane skill level. They all start with the same anmount of chips and
play for the same anount of tine.

Time after time, | have noticed that the results of such
tournanents follow a set pattern. Each individual table will have
its own idiosyncrasy. Everybody at the table will be on about the

sane nonetary plateau. Exanple: At one table everybody wll be big
wi nners. At another table everybody ends up with about what they
started with. At another table everybody is having bad luck and are
al nost broke. Sone are already out of the gane.

That can only be the result of a positive table, a neutral
table, and a negative table. Think about it. The casinos know it,
and have taken the follow ng steps to correct the situation.

Only the top three winners fromeach table are chosen to go on to
the finals. In other words, three players from the negative shoe
table, who actually |ost noney, advance to the finals. But, three
pl ayers from the positive shoe table, who each were big w nners,
are elimnated fromthe tournanent.

The above process continues until there are only six or seven
players left. They all then play at one table agai nst the same shoe
until the time limt is up and there is a winner. If that doesn't
convince you that it is the condition of the shoe, not your | uck,
that nakes the difference whether you win or |ose then nothing
will.

You don't need to be a card counter. Just pay attention to
what kind of luck the table is having, and you wll know the
condition of the deck. Most of the tine you won't be able to see a
definite trend. That suggest a neutral deck, and that's what the Star
Systemis designed for. Wien a highly positive shoe cones al ong you
won't have any problemin recognizing it. Everybody is w nning, and
the dealer is busting nore than usual. Wen a very negative shoe
cones along the opposite is true. Everyone's pile of chips is
dwi ndling away at a steady pace. A few may even go broke and | eave
t he gare.

| am sure you have to agree. There is nobody that has ever
gotten to the top of their profession wthout having sone prior
experience in the field. To becone anong the best at what ever you do
is going to take sone practice, and then sone nore practice. It does
not have to be at a casino. It can be at honme where the cost of
m stakes is only going to cost you time instead of noney. Wen the
time conmes that there is absolutely no question in your m nd about
what your next nove should be, ypu will know that you are good
enough. Wth practice, all your plays will eventually becone just an
unconsci ous reaction for you.

As with anything else, there are good ways and bad ways to
practice. There are shortcuts you can take that wll save nuch tine
and effort. | believe you will find the following nethod a sinple
and fast way to practice. It will also provide you with an easy way to
keep accurate records in the event you want to. Once you know basic
strategy, and the Star System betting procedures, you will be ready
to start practicing. Now, no chips are necessary; they wll only
slow you down. In the beginning, all you need is a table, four decks
of cards, paper, and a pencil. Once you have those
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material s then draw yourself up a tally sheet |ike the one bel ow.

** $X ** = Base Bet. | . E ** ¢§5 ** = $5 Base Bet.
Profit: Lost: \Vén
* % $5
Set 1
Set 2
Set 3
Set 4

Pllan on using a conpl ete sheet of paper (30-40 |lines).

Now shuffle the cards together and deal out two hands. Deal as
though the dealer was dealing. The first card is dealt face-up to
yoursel f. The second card goes face-down to the dealer. The third
card goes face-up to yourself and the fourth card goes face-up to
the dealer. Mke your decision according to basic strategy, and
finish playing the hand out. Now pick up all the cards from that
hand and place themon an inaginary win or lost line on the table.

Exanpl e:

WnLine ---------mmmmm e

Lost Line -----------mmmmmii -

Start at the left of the Iine and work your way to the right
until the set is either won or lost. At that tine you will take
your pencil and transfer the results to your tally sheet. Then you
pick all the cards up and place themin your discards stack

The following is an exanple of how the cards would | ook on the
table if you just lost your four pre-progression bets, plus two
progression | adder |osses, followed by two w ns.

Wn Line X X

Lost line . . . XXX X (space) X X
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Your tally sheet should |look |ike this after you have
transferred it to paper. Nunbers are the actual anpbunt of wager.
Profit Loss VWn

* & $5 * &

Set 1 ..... 10 ..., {1-1-1-2} 5-10 15-15
Set 2

Set 3

You won the set and nmade a $10 profit. Put the cards in the
discard stack and begin set # 2. Wth average luck, you wll easily
reach your win goal wthout ever having to play any recovery sets. n
the average, you will |ose one set per twenty-eight in the gane of
Bl ackj ack.

A point you don't want to forget is (when in your progression
| adder), if you had | ost the second $15 bet in the above exanple it
woul d have cancel l ed out the previous $15 win. Both of the hands woul d
have then gone to the discard stack and you would replay the hand.
Al ties (or pushes as they are called in the gane of bl ackjack),
al so go to the discard stack.

Just the opposite happens if you have a win, followed by a
loss, while in your pre-progression nunbers. Because you were
letting the previous bet ride and lost, it counts as a single |oss
Think of a Rder as nerely being an extension of the previous hand. If
you win, you win three tines your original bet. If you |ose, you have
only lost your original bet. Let's say you won your first hand in your
pre-progression bets. Your cards laying on the table would | ook |ike
t hi s.

Wn Line .... X
lost line. . . .

You | ose the next hand. The results are that you | ost your*
original bet. You have to nove that card straight down to the | ost
line. This nmeans that you will never see a lone X on the win |line of
your tally sheet after you are finished with your pre-
pr ogr essi on nunbers bets.

There will either be two Xs on the win line and end of set, or
four Xs on the lost line followed by your progression |adder bets.
See the exanple at the bottom of page 57

It also neans that if you want to keep records concerning your
win/lost ratio, the figures on your tally sheet will not reflect
all of your wins. You can play as nany as eight hands in your pre-
progression nunbers (WL-WL-WL-WL), but your tally sheet wll
only show four | osses.

If you wish to keep tabs on your win/lost ratio, you need to
figure out your own way to do that. | do not keep track of that
figure. It has already been proven by conputers that using basic
strategy results in the player having about a fifty-fifty chance.
That is good enough for ne. I'm sure that if | kept records for
years concerning that figure, ny results would be the sane.



The following chart is the actual results of thirteen sets
of bl ackjack played now w thout card counting. A $5 base bet

and pre-progression nunbers 1-1-1-2 will be used.
X = Blackjack [X] = Doubles R = Rider W = won
1
Set # Profit Hands Lost Won ;: Card Picture
1 4 1 R [w] " X X% Dovnles
1 I X
ii
2 2 1R w @%L
= - YAk ek
1-1 1 XX 4
3 3 2rw XX
1-1-1 Il XXX
— 4
4 20 40-40 | XX
1-1-1-2-5-10-15-25 | xxxx xxxx
5 1 1RrRw XX
1-1 I xx
4
6 3 2R w | XX
1-1-1 I xxx

. el @
. 1-1-1 | xxx Joudlés

1-1 I xx
9 3 1 Rw !1 XX
]
10 3 1Rw ﬂ XX
11 3 , 1Rw H XX
. 1]
12 10 5-(w) | X @amtes
1-1-1-2 I xxxx
13 10 15-15 XX
1-1-1-2-5-10 H XXAXXX
Number of hands = 61 Total $ won = $ 72 »«Total bet = *** $182
Percentage = 39% Average bet = $2.98 Average win =
$1.,18

*** Total bet equals out of pocket npbney. Mnies won fromthe
previous hand, left on the board, and used to wager on the
present hand, is not out of pocket noney. It is house noney.
House noney is winnings that you |leave on the board for the
nextkbet (rider). It is just like the daily double at a race
track.

e« Wn/loss ratio = 47.5% Renenber, several wins occurred in
the P. P. #s that don't show Ratio is actually 50/50 or better
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The preceding chart is typical of what the system does on a
steady basis. A five dollar base bet calls for a thousand dol | ar

bankroll. As can be seen, you were off and running w thout having
to i nvest even ten percent of your bankroll
The systemw ||l not maintain a thirty nine percent profit over

the long run. This is because a losing streak is bound to cone
along fromtinme to tine and cause you to play a recovery session.
When pl ayi ng recoveries you are not maki ng any noney. You are only
recovering a previous loss. Over the long run it will average out
to about a twenty five percent profit over out of pocket nonies
i nvest ed.

The average bet of $2.98 is within a cent or two of being right
on the noney for the systens average. The $1.1<8 average win is a
little on the | ow side [seven cents bel ow average), but nornally
this average will pick up during a recover session.

This is because a recovery session usually ends with nore noney
bei ng recovered than tried for. It is not unusual for themto end
up with twenty to fifty dollars nore than tried for. This could be
the result of one of the wins being a blackjack or doubl es.

Your average win works out to be twenty five cents per one
dol | ar base bet. A five dollar base bet = 5 X 25, or $1.25 per
hand. The previ ous exanpl e can be consi dered as average.

An above par set will sonetinmes show an eighty percent or
better profit nmade for noney invested. A below par w nning set nay
sonetimes get down in the ten percent range. A losing set (and
session), cones al ong about once every 28 sets or only 3.5% of the
tinme. Reminder; A lost set always nmeans it is also the end of the
sessi on.

oY1 pots

ord

TYPICAL PRACTICE SETUP Ao 12179 /¢ Jo

iv g0

$ 10 Base Bet

TRABLE
Je
£ win Live N/
S° v} 12 » -
»
XX
+ Lok LivE A ’ P
@h !‘ Yinsip
: cwadachmﬁur
YOU ’

If you win the current hand you will have a $20 profit
and the set will be over. If you lose the current hand it cancels the |ast

win. In that case you would take the current hand plus the |ast wi nning hand
off the board and place themin the discard stack. You would then replay hand

# T»
If the last hand (#7) had been a blackjack you could end the set with

a $5 profit. Menorizing the charts on pages 62 and 63 will be a big help when

It comes to figuring your Tally sheet.



61 BLACKIAK

Let's ook at a typical recovery session. Let us say you were
using a five dollar base bet, and just |lost your first nine hands
resulting in a |lost set and session. You would be one hundred
dollars down, and need to start a recovery set using a ten dollar
base bet. Your P.P.#s for a $10 base bet = 2-2-2-4.

X = Bl ackj ack [ X] = Doubles R = Rider w = won

/'Set #I Profit I Hands lost [ Won Card Picture \\\\

1 | 30 | ‘10 Rw XX
Remember, this was your first set of a recovery session.

You just lost nine or more hands without getting your share of
wins. You are past due. You do not want to go back to using low
pre-progression bets at this time. Instead, you bet the sum of your
pre-progression wagers as one bet. If you win, you will let it
ride. Once you get two consecutive wins you then return to using
all four pre-progression bets gs in the next set.

o Juo Begny To UseE
Set # ;.’;~g ]‘/f As ;wu/L AP IS
2 4 2RrRw | XX
2 I X
- p
R 2 Binek nck
3 8 2Rw | b
4 10 4RW | X&)
2-2-2 I XXX
5 2 2 Rw n XX
2-2 I XX
<H
6 6 2R w | XX
7 20 30-30 XX
2-2-2-4-10-20 | xxxx xx
8 6 4 Rw XX
2-2-2 y XXX
e
9 10 2 R l X = Povdles
™ T
10 50 30- (301 | X (:) "
2-2-2-4-10-20 | xxxx xx
1l
Won $146 Total Bet = $218 Hands = 43
Av. win = $3.39 Percentage =¢7% Win/Lost Ratio = 51%

Av. bet = §$5.06

You have recovered your one hundred dollar |oss, plus you nade a forty
six dollar profit. Now you return to your five dollar base bet primary
sessi on.
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There are going to be sonme people who will say that the 25%
average profit is an erroneous figure. They wll say that anybody
can get on a lucky streak, and then quit as soon as it shows a good
profit. That is not the case. The statistics given in this chapter
are the results of a 100% nechanical betting system The 25%
figure is the over all average for at |east a hundred thousand
hands.

The following information is based on two consecutive wins. It
Is presented so you will have an idea of the profits attainable
during certain situations in the gane of bl ackj ack.

== WN...PULL ORI G NAL BET...BET W NNI NGS

1 Wn, pull wnnings & bet sane again, pays doubl e your
origi nal bet.

2. Wn, pull wnnings & bet sanme again, followed by a
bl ackj ack, pays 2 & 1/2 tinmes your original bet.

3. Wn, pull winnings & bet sane again, followed by doubles,
pays three tines original bet.

4. Bl ackjack, pull original wager & bet B.J. w nnings, followed
by a win, pays three times original bet.

5. Bl ackj ack, pull original wager & bet B.J. wi nnings, followed
by anot her bl ackj ack, pays three & 3/4 tinmes original bet.

6. Bl ackj ack, pull original wager & bet B.J. wi nnings, followed
by doubl es, pays four & 1/2 tines original bet.

7. Doubles, pull both original bets & bet w nnings,
followed by a wn, pays four tines original bet.

8. Doubles, pull both original bets & bet w nnings, followed by
a bl ackj ack, pays five tinmes original bet.

9. Doubles, pull both original bets & bet w nnings, followed by
doubl es, pays six tines original bet.

NOTE In nunbers 1, 2, 4, 5 7, and 8 of the above, you have pul | ed
your original bet. Aloss results in the hand cancelling out, and
you renmain on the sane step of your progression |adder. Think of
it as a free shot. If you win, you win big. If you |lose, you |ose
nothing as it was all house noney. In nunbers 3,6,and 9 (because
you also went down for doubles on the second hand), a |oss
occurring on the second doubles results in you having to take one
step up the progression | adder.

There is another version of the gane Bl ackjack that should be
nmenti oned. Doubl e Exposure is its nane. |In Double Exposure the
deal er deals both his cards face up. To conpensate, the dealer w ns
all ties. If you can see both of the dealers up cards, and they
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anount to 17 or above, you hit until you win or bust. It wll
al so be the deciding factor on nany occasions whether to go
down for doubles or not. The Star System was tested for roughly
ten thousand hands against Double Exposure. The results were
i ke taking candy away from a baby.

The below chart is basically the same as the one on the
previ ous page only you don't pull your original bet and you
let it all ride. By doing so, a loss on nunbers 1,2,4,5,7, &
8 nmeans you take one step up the progression | adder. A |oss
on nunbers 3, 6,& 9 neans you take two steps up the | adder.

Wn — LETIT ALL RDE — WN AGAIN

. Wn, followed by another win, pays three tines original bet.
2. Wn, followed by a bl ackjack, pays four tines original bet.
3. Wn, followed by doubles, pays five tines original bet.

4. Bl ackjack, followed by a regular win, pays four tinmes
original bet.

5. Bl ackjack, followed by another blackjack, pays 5 1/2 tines
ori gi nal bet.

6. Bl ackj ack, followed by doubles, pays 6 1/2 tinmes original bet.
7. Doubles, followed by a regular win, pays six tinmes original bet.

8. Doubles, followed by a bl ackjack, pays eight tinmes original bet.

9. Doubles, followed by doubles, pays ten tinmes original bet.



55

Chapt er 6

CARD COUNTING

When | first began structuring the Star System specifically
toward the ganme of bl ackjack, the thought of card counting never
entered ny mnd. Early results, obtained via using an old race
track systemthat | have a copyright on, had convinced ne that card
counting wasn't necessary. | had also heard that it was quite
difficult to learn so | wasn't the least bit interested.

During the devel opnent stages of the system | read nany books
on the subject of blackjack. There is one topic that they all
el aborate on. They all said that in order to becone a consistent
w nner, card counting was an absolute necessity. Although the
advent of the Star System now di sproves that theory, | suppose a
seed was planted in ny mnd. After the system was conpleted, |
found nyself with sone spare tinme. As a nmatter of curiosity, |
decided to |l earn how to card count.

It was discovered that card counting will inprove your profits
if used when playing the Star System As a result, the necessary
changes were made so that card counting could be snpothly
integrated into the system and used by those who wish to. Once
again | reiterate, card counting is not a part of the system But,
if you wish to use it then it is sinple to do.

If you can card count, and play the systemas described in this
chapter, you should be virtually unbeatable. | seriously doubt that
you woul d | ose your daily bankroll even one percent of the tine.
The only problemw th card counting is just as | suspected. The
stories | had heard about it being difficult to learn were al
true. It takes a ot of work and concentrati on.

Due to the fact that the Star System mechanically dictates your
betting for you, a lot of the sophisticated and conplicated card
counting systens | | ooked at were not applicable. As a result, |
came up with ny owmn system Al you need to know is sinply whether
or not the deck is plus, mnus, or neutral. The nethod |I am about
to show you is the sinplest of sinple systems. Nevertheless, it
achi eves the purpose for which it was intended.

Anot her thing that makes card counting easy to learn is that
in nmulti deck ganmes, all cards except the dealers down card are
dealt face up. Couple this with the fact "that you al ways count the
deal ers down card as a ten, then in essence, all cards are dealt
face up. Card counting now becones a piece of cake.

For vyour purposes, the high cards (which are to your
advantage), consist of the red eights, plus all the nines, tens
and aces. The low cards will be the black eights and bel ow
(7, 6, 5 4, 3, &2).

A positive deck contains nore high cards than |ow cards. A
negati ve deck contains nore |low cards than high cards, and a
neutral deck contains about the sanme nunber of high and | ow cards.
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You will consider a neutral deck as being froma zero to
a plus two running count. If you don't know what is neant by
running count, don't worry, it will soon be explained. Before

getting into the details of this card counting system there
are a couple of things that you need to nenori ze.

First and nost inportant is that the basic strategy for
card counters is different from the basic strategy for non
card counters. The basic strategy chart for card counters who
use the Star System will be found on the l|last page of this
chapt er.

The second thing you need to do is nenorize the follow ng
si x courses of action to the point of automatic recall.

1 Positive deck win; Let your bet & w nnings ride.
2. Positive deck |oss: Advance one step up the progression
Ladder .

3. Neutral deck win: Pull your winnings. Leave original bet
out as your bet for next hand.

4. Neutral deck |oss: Advance one step up the progression
| adder .

5. Negative deck win; Pull your bet & winnings off the
board. Back up two steps on the progression | adder
[ Exanpl e using a $5 base bet] 5=L, 10=L, 15=L, 25=wi n.
You pull your $25 bet & $25 w nni ngs. The $25 wi n repl aces
the previous 10 & 15 dollar loss. Back up to the ten dollar
step and start up the progression | adder again. The idea at
this point is to sinply wait out the negative deck.

6. Negative deck | oss: Advance one step up the progression
| adder, but take the next bet and divide it into four
smal l er bets. Play the sane as you would play your pre-
progression nunbers. Play until you lose it or double it.
If you double it, then it's a win and your next bet will be
either nunber 1, 3, or 5 above. If you lose it, then you
advance one nore step and repeat the procedure.

Nunber six of the above |ooks as though it would be difficult to
do. It is very sinple if you do it via the follow ng manner. Let's
say you just lost your $15 bet and the deck is negative. It should
just be an unconscious recall that your next nove is to advance to
$25. You will do that, but you will divide it up into four snaller
bets (just as you do your P. P. #s), and play it just as you would
your pre-progression nunbers.

Twenty five divided by five equals five so your $25 bet now
becones four individual bets of 5-5-5 & 10 dollars. If you prefer
you could nmake them sonmething like 2-4-7-12. The inportant thing is
that they total up to be 25 or less. Both of the above exanples wll
show a profit at any point when using the Rider. The key to keeping
track is to pull the $25 worth of chips and keep them separate from
your other chips. | prefer to hold themin ny hand. You nay prefer
to put themin a separate stack and play from that stack only. |
also prefer the 5-5-5-10 version. Then it is sinple. Just hold them
in your hand and play five at a tinme until you are



67 CARD GO NG

down to your last ten and then bet it all. Renenber to let your
wns ride until you have either doubled your twenty five dollars
or lost it.

Possi bly you are already a proficient card counter. If so, then
all you will need to know is the preceding six courses of action
and you can skip the rest of this chapter.

For the sake of sinplicity, a running count is what you are
going to use. O her books on the subject wll tell you it is
necessary to always convert running count to true count. Forget
about it. Wen using the Star System a running count is easier to
use and just as accurate. The reason is that there are only a
coupl e of nunbers that you are interested in. They will be your
reference nunbers used to figure a neutral deck and they can easily
be figured via the running count.

The two count nunbers that you are interested in are zero and
plus two, tines the nunber of decks being used. If one deck is
being used you will use 0 and +2 as your reference nunbers. If two
decks are left in the shoe you will be using 0 and +4 for your
reference nunbers. |If there are four decks left in the shoe then
a running count of O and +8 is what you are interested in.

Anyt hi ng between those two reference nunbers is a neutral deck.
Anyt hi ng out of those paraneters will either be a positive deck or
a negative deck. Al that is required is that you know how many
decks are in the gane. If you know that, then it is just a sinple
matter of |looking at the discard tray and estimati ng how nmany decks
are left in play. For exanple, you know there are six decks in the
gane. You |l ook at the discard tray and estimte there are four
decks still left to be played. You should know that any count
between 0 and plus 8 will be considered a neutral deck. As the
cards are dealt, the spread between your reference nunbers wl|
di m ni sh.

** The Count **

Red Ei ghts & above {9, 10, & Ace} = -1
Bl ack Eights & down {7, 6, 5 4, 3, &2} = +1

As the high cards are renoved fromthe deck there will be an
excess of |ow cards remaining. That is the reason they are counted
as a mnus. This results in a negative deck. That is good for the
deal er, but bad (or negative), for you. Take ten face cards out of
a full deck and the deck is mnus ten. That is a highly unfavorabl e
deck as far as you are concerned, but highly favorable for the
deal er.

Make no m stake about it. Even this sinplest of sinple systens
is going to take sone tinme to master. If you practice every day,
it will probably take a nmonth or so before you wll becone
proficient at it. As with anything, the nore you practice, the
better you will get and the easier it will becone.
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To begin with, get yourself several decks of cards, and put
themin places where you will always have access to one. Wen |
first began learning to card count | tried to keep one at hone,
one at work, one in the car and one in ny pocket. Wenever | found
nyself with sone free time I would get one and begin to practice.
There are several good exercises that you can do. The first of
these is designed to train your mnd to trigger itself to
subconsci ously count only when specific cards are seen and by- pass
the rest.

Exercise # |: Get yourself a deck of cards. If you are right
handed hold them face up in your right hand. Deal them out one at
a tine and just count the red eights and above. In a 52 card deck
there will be 26 such cards, and that should be your count when
you reach the end of the deck. Pick a speed that is confortable.
I ncrease your speed as you gain proficiency. Eventually, your mnd
will only key in on the red eights and above, and will be oblivious
to the other cards. One could even have a picture of a sexy person
on it, and you wouldn't even be aware of it being there.

When you get to where you can go fairly fast, start timng
yourself. Try to get to the point where you can count as fast as
you can deal. If you can do that, you will be as good as you can
get, and better than you need to be. That should be about 17-20
seconds for a 52 card deck. You may be thinking that you could
never do it in 17-20 seconds. Think of it this way. |If the other
hal f of the deck was bl ank cards could you? Sure you could. Al it
takes a just a little practice. Anything around 30 seconds shoul d
be good enough, but strive for |ess. Then, when you get in actua
playing conditions it wll seem |like you are playing in slow
not i on

The second exercise is designed to teach you to keep the
runni ng count via cancelling out high and low cards. As you
progress you will unconsciously begin to count via cancelling out
anyhow, so let's go ahead and learn it that way to begin wth.

Exercise # 2; Hold the deck of cards in your hand face down.
Renove themtwo at a tine and turn them face up. Count as you go.
The count can only be plus two, mnus two, or zero. Zero will be
the result of a high card and a | ow card cancelling each other out.
Keep a running total as you go. For exanple: Four high pairs (8
hi gh cards), would not be counted as -2,-2,-2,-2, but -2,-4,-6,-8.
Soon your mnd will automatically by-pass all pairs that cancel out
just as though they never existed. Wen you reach the end of the
deck the count should be zero. Once again, practice until you can
count via this nethod about as fast as you can turn pairs over. You
may find it easier to call a O count as even instead of zero. Let's
say that the first ten pairs you turned over were:

A-10, Bk.8-9, 3-7, red 8-6, 10-10, 9-K Q4, 2-7, 3-3.
Your nental count shoul d have been: { X= cancel }

A-10, Bk.8-9, 3-7, red 8-6, 10-10, 9-K, Q4, 2-7, 3-3.
2 X even X -2 -4 X -2 even.



CARD QAN NG
69

As with exercise nunber one, you wll soon be automatically
by- passi ng the cancel out hands. The previous count woul d have gone
t hrough your mind about as fast as you can read the follow ng:
mnus 2, even, mnus 2, mnus 4, mnus 2, even. Start training
yoursel f now to keep your count nentally.

In addition to being nuch faster, it is also nuch harder for
the house to detect. Believe it or not, | occasionally see (and so
will you), sonebody that is obviously in deep concentration, and
their lips noving as the cards are being dealt out.

Speed is not the inportant thing now Strive for accuracy. As
you gain proficiency your speed will conme autonatically. Wen you
get to where you are easily doing the entire deck in one mnute or
| ess, you are in good shape. Then you will be ready to throwin a
coupl e of variations.

Do the sane as above only use three cards instead of two. Now
your count can only be: plus three or plus one, mnus three or
m nus one. Try it using four cards. Soon you should be able to go
t hrough the deck varying the number of cards dealt with no
probl ens.

Exercise # 3; This exercise is designed to build up your speed.
It is the same as exercise nunber two only this tine the deck is
held face up. Deal the cards out as fast as you can accurately
count in pairs via the cancel out nethod. In the beginning it nay
take you about a mnute to count the entire deck. You would |ike
to eventually get it down to about thirty seconds if you can.

In my case, it took several nonths of constant practice to
achieve that goal. | thought I would never get to that point. Once
you do, you will probably zip right past it and down into the | ow
twenties. That kind of speed is really not necessary and can never
be achi eved unl ess you are counting strictly nmentally, but why not
strive for it. If you ever achieve it, counting in actual gane
conditions will beconme a piece of cake. You will al nobst get bored
waiting for the next card to cone out. As long as you are playing
bl ackj ack, that should be an exercise you practice in order to
mai ntai n your proficiency |evel.

You have now | earned two nethods of counting. As |long as you
are able to maintain the count as |earned in exercise nunber one,
you shoul d never have to use the cancel out nethod. It is highly
unlikely that you will always be able to maintain the count. For
one reason or another, even the best will occasionally |ose the
count. When that happens, you should be able to quickly get
yoursel f back up to date via the cancel out method. It is al so good
to have a back up nmethod to use as a double check when you want
too. Once you becone accustomto counting you will probably use a
conbi nati on of both, and not even be aware of it.
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Let's deal a hand out and practice the count via the
cancel out nethod.

XX = Deal er’s down card. Always count as a ten

2 XX

Dealers hand

7 3 9 A 2 9 3 9] 4 10 J J

pos.# 6 . pos.# 5 pos.# 4 pos.# 3 pos.# 2 pos.# 1
{(3rd base)} ' : {lst base)

Renenber, at this point, a hand can only be a plus 2, m nus
2, or a cancel (you skipit). Wth this in mnd, let us begin at
pos.# 1 and proceed through pos.# 6 with the dealers hand
being last. Your count should be: mnus 2, skip, skip,
skip, mnus 4, mnus 2, and the dealers hand equals a skip
because a 10 down and a 2 up equals a cancel. As you can see,
you i mredi ately know that the deck is mnus 2.

That is why | prefer to sit at position one when | can. By
sitting there you have an exact count, and can nake your
deci sion whether to draw a card or not. Then your hand is
over with. Al you need to do is just sit back and relax while
you keep track of the other players hit cards. It's as sinple
as ABC.

There are two areas that nmay give you problens in the
begi nning. Both are caused because you forgot sonething. The
first thing you don't want to forget is to check the dealer's
hole card when they turn it over. Renenber, you have already
counted it as a high card. If it is a high card then everything
is fine, and you don't need to do anything. If it is a low card
t han you nuat add two to your count. In the above exanple, if
the dealer turns over a low card, the deck will becone zero (or
even), instead of mnus two. Make this a hard and fast rule: If
the dealer's down card is a low card, add two to your count.

The second thing that is quite easy to forget, until you
get sone experience, is what the carry over count from the
previous hand is. In the above exanple your count at the end
of the hand was mnus two. Now it 13 tine to deal a new hand.
Let's presune that after the initial deal the count is a plus
ei ght .

It is now tine to adjust that count by either adding or
subtracting the carry over count from the previous hand. The
count at the end of the previous hand was mnus two. The
count of the present hand is plus eight. Plus eight and m nus
two equal s plus six. The deck is plus six.

After counting down the hand in progress you nmay sonetines
forget what the count fromthe previous hand was. Practice wll




solve this problemif you have it. Also, in the beginning, you
can keep a stack of chips as a visual aid if required, but
strive to always do it nentally. Mechanical aids should not be
a necessity for the good! player, ye&P*hey can be a great help
when | ear ni ng.
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The previous nethod of count is via the cancel out nethod.

It wll be your primary way of double checking your count or
regaining a lost count. There is actually a nmuch faster and easier
way to card count. It is via the nethod you learned in exercise
nunber one. It only involves the counting of red eights and above.
Here is the way to do it.

First, you need an accurate way for keeping track of the nunber of
hands in each playing round. Just because there are five players at
the table doesn't nean there wll always be five hands in each
round. Soneone will occasionally sit out a hand, or will play two or
three hands at the sane tine. The nunber of hands in each round is
one figure that needs to be absolutely accurate. Here is the best
way to do it. Sinply count the nunber of hands being dealt when the
deal er deals everyone their first card. Don't worry about whether it
is a low card or a high card. Just count the nunber of hands being
deal t.

6 5 ' 4 3 2 1

Seven hands. That is all your interested in. Seven is your key
nunber, don't forget it. It stands to reason that if there are
seven hands being played, there are going to be fourteen cards on
the table after the deal. It also stands to reason that if seven are

hi gh cards, seven have to be |low cards. That would be a neutral deck.
If there are only five high cards in the deal, there has to be nine
low cards left, and the deck will be plus four. If there are eight
high cards in the deal, there has to be six |low cards left, and the
deck will be m nus two.

Everything hinges off your key number (7 in this instance). As
t he deal er deal s everyone their second card, you will then begin to
count all red eights and above. If the nunber is higher than seven,
the deck is going to be on the negative side. If the nunber is |ower
than seven, the deck is going to be on the positive side. By how nmuch
depends on the difference between your high card count and your key
nunber. It will be twi ce that nunber. For exanple, If your key nunber
is seven, and your high card count is nine (a difference of 2) , the

deck is mnus four.” If your high card count is six, the deck is plus
two. A few nore exanples using 7 as your key nunber are: Hi gh card
count of seven = neutral deck. A high card count of five = plus

four deck. A high card count of ten = minus six deck. A high card
count of two «= plus ten deck

It's as easy as falling off a log. The hardest part of the
whol e procedure is to renenber to carry over and apply the count
fromthe previous hand. If the count for the present round is plus
four, and the count from the previous round was mnus four, then
the deck is now even. In the beginning you may find it helpful to
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use sone chips as a crutch to help you renenber the previous count.
Eventual Iy, you should do it by nenory alone. The follow ng exanple is
the way it is done.

Let's assune that the first card has already been dealt to
everyone and you have determned that there are seven hands in the
round. Seven is your key nunber. The dealer begins to deal the
second card to everyone. You now begin to count all red eights and
above. Start with position one, and follow right along behind the
deal er one hand at a tine.

Example:
6 XX
Dealer
red
9 J 3 2 K 2 10|10 8 5 4 6
pos. 6 pos. 5 pos. 4 ~ pos. 3 pos. 2 pos. 1

The deal er deals the second card to pos.l (no high cards). You
don't count. The dealer deals the second card to pos.2 (a red
eight). Your count is one. The dealer deals the third player their
second card (two tens). You count 2 & 3. The dealer deals to pos.4
(one high card). You count 4. Position five - no count. Position
six = a count of 5 & 6. The dealer's card is a 6. You always count
the dealer's down card as a high card, so the count beconmes seven
hi gh cards. Your key nunber is seven, so the deck is neutral at
this point in the round. Now you apply the carry over count from
t he previous hand, and you have an up to date running count. As you can
see, the instant the dealer deals his last card, you know what the
count is. If you are sitting at position one, you can mnake your
deci sion and have your hand over and done with. Al you need to do
then is just sit back and count the hit cards, one at a tine, as

they cone out. When the round is over you will need to renenber
that count and apply it to the next round after the deal
To continue with the previous exanple: After the deal is

compl eted you find the deck to be plus two. Now cones the tinme for
the players to draw their cards. The first player draws a ten.
Subtract one, and the count beconmes plus one. According to basic
strategy, the second player does not draw a card. The third player
does not draw a card. The fourth player does not draw a card. The
fifth player draws a four and a ten. They cancel out. The sixth
pl ayer does not draw. The dealer turns over their hole card and
it's a low card. As soon as you see it's a low card you add two to
the count (that is always automatic). The count now becones plus
three. The dealer draws a ten. The count beconmes plus two and the
round is over.

Don't forget the plus two count because you nust apply it to
the next round after the deal is over. To help you renenber, you
may want to nove two chips, or two stacks of chips over just a
little, or even hold two chips in your hand.

The previous procedure will be exercise nunber three for you
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to do. You need to sit down at a table and practice, practice,
practice. Fromtinme to tinme change the nunber of players in the
round. Sonmetimes deal out ten or eleven hands just for the
practice. Practice until everything becones autonatic and there
is no doubt in your mnd as what to do next. Wen you get to the
end of the deck the count should be zero. If it is not, you
probably forgot to count the dealer's hole card (if low), or their
hit card in one of the rounds.

If you practice those three exercises until they becone no
problemat all for you, you should be a proficient card counter as
far as this systemis concerned. When you can keep track of the
count and know basic strategy perfectly, plus the six courses of
action for card counters, then you are in the drivers seat.
Figuring out your next bet via the Star System becones as easy as
sayi ng the al phabet.

Don't get discouraged, renenber, you didn't |earn the al phabet
to the point of automatic recall over night. | amsure you have
heard the expression: "You will get out of it what you put into
it." That is certainly true concerning the Star System I|f you put
forth the effort and | earned everything in this book, you could
probably quit your job and nmake a living playing the casinos. Wy
is the average player a |loser? The answer is, they don't know any
of the above. They are there to have fun and hope to get | ucky.
Sonmetines they will get lucky, but they will surely lose in the
| ong run. For you, that lucky streak can just be additional
gravy on an already silver platter.



PLUS- M NUS STRATEGY === FOUR OR MORE
Players hand Neutral Deck | Plus Deck Minus Dack
5 thru 8 Always hit. Always hit Rlways hit
9 Double 3-6 Double 2-6 Double 5 or 6
Otherwise hit Otherwise hit Otherwise hit
10 Double 2-9 Double 2-9 Double 2-8
Otherwise hit Otherwise hit Otherwise hit
11 Double on all Always double Hit 10 or A,
cards but an A Otherwise Db.
12 Stand 4-6 Stand 3-6 Always hit
Otherwise hit Otherwise hit
13 Stand 2-6 Stand 2-6 Stand 5 or 6
Otherwise hit Otherwise hit Otherwise hit
14 Stand 2-6 Stand 2-6 Stand 3-6
Otherwise hit Otherwise hit Otherwise hit
15 Stand 2-6 Stand 2-6 Stand 2-6
Otherwise hit Otherwise hit Ctherwise hit
16 Stand 2-6 Stand 2-6 & 10 Stand 2-6
Otherwise hit Otherwise hit Otherwise hit
17 thru 20 Always stand Always stand Always stand
PAIRS
A-A Always sgplit Always split Always split
2-2 Split 4-7 Split 4-7 Split 5-7
Otherwise hit Otherwise hit Otherwise hit
3-3 Split 4-7 Split 4-7 Split 4-7
Otherwise hit Otherwise hit Otherwise hit
4-4 Never Split Never Split Never Split
5-5
6-6 Split 3-6 Split 3-6 Split 4-6
Otherwise hit Otherwise hit Otherwise hit
7-7 Split 2-7 Split 2-7 Split 2-7
Otherwise hit Otherwise hit Ctherwise hit
8-8 Always split Always split Always split

DECKS
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Q-9 Stand 7,10« Ace Stand 7,10 & A zt:nd 2,3,7,10
_ ' ce .
Otherwise split| Otherwise split | Otherwise '$split
All Tens Always stand Always stand Always stand
===== Hands That Contain An Ace =====
A-2 & A-3 Dbl. on 5 & 6 Dbl. on 5 & 6 Dbl. on 5 & 6
Otherwise hit Otherwise hit Otherwise hit
A-4 & A-5 Dbl. 4,5, & 6 Dbl. 4,5, & 6 Dbl. 4,5, & 6
Otherwise hit Otherwise hit Otherwise hit
A-6 Double 3-6 Double 3-6 Double 3-6
Otherwise hit Otherwise hit Otherwise hit
A-7 Double 3-6 Double 2-6 Double 4-6
Hit 9,10 & A Hit 9 & 10 Hit 9,10 & A
Otherwise stand |Otherwise stand Otherwise stand
A-8 Always stand Dbl. 5 & 6 Always stand
Otherwise stand
A-9 Always stand Always stand Always stand
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CHAPTER 7

DICE

The nice thing about Dice is that there is no basic strategy
to nenorize, no cards to count, and no negative decks to try to

| ast through. The outcome of every roll is the result of
conpl etely random chance. Random chance, and an approxi nate fifth-
fifty chance of winning, is exactly what the Star System is

desi gned to beat.

Practically every book you read about casino ganmes will tell
you (except for the card counter in the gane of bl ackjack), the
Dice table offers you your best odds. This applies to only two type
bets. It involves betting either the Pass Line or the Don't Pass
Li ne. Wen betting these two options you can get the odds down to
only .84%in favor of the house.

There are plenty of other bets avail abl e such as, hardway bets,
big 6 and big 8 bets, field bets, any craps, horn bets, hop bets,
Yo bets, and others. The best way to beat the dice table is not
even know what they are or how to play them The house advant age
on sone of these bets can get as high as 15% I|f you are playing
to make noney, it is best to forget about them

To get straight to the point, and keep it short and sinple,
the don't pass line is the only thing you will play. Mike yourself
wel | aware of the follow ng facts.

The odds of rolling a 1 are 6 tinmes in 36 attenpts.

The odds of rolling a 6 or 8 are 5 tines in 36 attenpts.
The odds of rolling a5 or 9 are 4 tines in 36 attenpts.
The odds of rolling a 4 or 10 are 3 tines in 36 attenpts.
The odds of rolling a 3 or 11 are 2 tinmes in 36 attenpts.
The odds of rolling a 1-1 or 6-6 are 1 tine in 36 attenpts.

oSukrwdpE

Those statistics are mathematical facts and cannot be di sput ed.
They will hold true with insistent regularity. If you rolled the
dice a thousand tines, you would find the seven was rolled six
tines as often as the double one or double six. This is regardl ess
of any hot and cold streaks which you may have experienced.
Renmenber, over the long run, the seven will be rolled nore often
than any other nunber. Therefore, the nunber seven nust always be
made to work for you and not against you. In essence, it's |ike
al ways having a positive deck in the ganme of Bl ackj ack.
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There are three nethods via which we can go about achieving
this. The first method may occasionally cause a |ost prinary
session, but with two recovery sessions left to play there should
be no problem

It is a very effective nethod. It is nore sinple and |ess
expensive to play than the other two nmethods. Al so, the action wll
be a little faster. If you are a tourist, or just the average
bettor, nethod nunber one will be the one you should pl ay.

There are card counters who woul dn't dream of pl ayi ng bl ackj ack
wi t hout card counting. By the sane token, |'msure there are crap
shooters who wouldn't dream of shooting craps wthout taking
advantage of the free or true odds option. If you are the average
bettor (dollar wise) , and fall in that category, then method nunber
two is for you.

Met hod nunmber three offers mninal risk to the player. It is
basically the sanme as nethod nunber two, but involves betting
| arger anpunts of noney. Those who like to nmake large bets
(highrollers) , will probably prefer nethod nunber three.

Met hod # 1
The facts that method # 1 take into account are as foll ows:
1 A7 or 11 on the comeout roll wll cause you to | ose.
2 A7 or 11 will coneout 22%of the tine. A sure |oss .
3. A2or 3o0onthecomeout roll is an automatic W nner.
4 A2 or 3 wll coneout 8.25%o0of the time. A sure wn.

Net results: You are going to average |osing on the coneout rol
about one tinme in seven. That's O K because there are nine steps
I n our progression |adder. The odds will he in your favor, the

ot her ei ght coneout rolls.

The above percentages are valid whether it be a hundred
consecutive rolls or a hundred coneout rolls. For the tine being,
we are only going to consider one hundred coneout rolls. According
to the laws of probability, thirty coneout rolls per hundred are
going to be automatically taken care of for us. There is nothing
we can do about it, twenty-two will be lost, eight will be won.

O these thirty rolls, none will result in a won or |ost
session. Because they are coneout rolls, each one will be the first
bet (a mninmum bet), of your pre-progression bets. Each one is
absorbed into the progression set which it initiated. If thirty
percent of conmeout rolls fall in the above category, then
obvi ously the remai ning seventy percent "will be point nunbers. If
a seven is rolled before the point nunber you w n.

A double six on the conmeout will appear 2.75 percent of the
time and is a tie. As a player (not the shooter), you neither win
nor lose if a double six is rolled on the coneout. You can forget
about that 2.75 percent as it is not going to affect you one way
or the other.

It therefore beconmes apparent that for every 100 coneout rolls,
there will be 70 times when the shooter nmust roll their point
nunmber or you win. These 70 tines will becone 70 progression sets
for you. Each set may contain fromtwo to twenty rolls or nore.
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Laws of Probability about point numbers are as follows:
Point numbers are: 4, 5, 6, 8, 9, 10

(4 & 10) (5 & 9) (6 & 8) are known as mate nunmbers. The
odds on mate numbers are the same.

A 4 or 10 will each appear 8.33% of the time. That means that
out of 70 rolls, 5.8 of themshould be a 4, and 5.8 should be a 10.

The odds that a seven will be rolled first are 2: 1. |In other words,
you should roll two sevens for every 4 or 10 rolled

A5 or 9 will each appear 11% of the time. That means that out of
those 70 rolls, 7.7 of themshould be a 5, and 7.7 should be a 9. The
odds that a seven will be rolled first are 3:2. 1In other words you
should roll three sevens for every two fives or nines rolled.

A6 or 8 will each appear 14% of the time. That means that out of
70 rolls, 9.8 of themshould be a 6, and 9. 8 of them should be an 8.
The odds that a seven will be rolled first are 6:5. 1In other words
you should roll six sevens for every five sixes or eights rolled.

As can be seen, the seven is working for you. As a result, the
odds have now turned drastically in your favor. In fact, they have
become so much in your favor let's forget about dry mathematical
figures that deal in fractions of a percent. Instead, let's work
with whole numbers and round them off to the casino's advantage
This will result in the answers being somewhat on the |ow side,
nevertheless they will still decidedly get the point across.

To rephrase and state it in a somewhat simpler form the |aws of
probability concerning point numbers and casino odds are:

Pt.#s 6 & 8 should appear 28% of the time. Odds are 6 to 5.
Pt.#s 5 & 9 should appear 22% of the time. Odds are 3 to 2.
Pt.#S 4 & 10 should appear 17% of the time. Odds are 2 to 1.

The first pad we are going to put in our favor is to combine
mate numbers 5 & 9, and 4 & 10 into one group, and give the group 3
to 2 odds. By doing so, we now have the follow ng:

Pt.#s 6 & 8 appearing 28% of the time at odds of 6 to 5.
Pt.#s 4,5, 9 & 10 appearing 39% of the time at odds of 3 to 2.

The next pad we are going to put in our favor is to take the
28% of the time Pt.#s 6 & 8 come in, and .the 39% of the time Pt. #s
4,5,9 & 10 come in, and say that both groups come in an equal amount
of times. In other words, we are taking five of the 39% group and
adding themto the 28% group. Also, we are going to lower their 3 to 2
odds down to 6 to 5. As a result we now have:

Pt.#s 6 & 8 appearing 1/2 of the time at odds of 6 to 5.
Pt.#s 4,5, 9 & 10 appearing 1/2 of the time at odds of 3 to 2.

Notice that there are no more 2 to 1 odds and some of the 3 to 2
odds have been lowered to 6 to 5. Those figures are of course not
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correct, but it is easy to see the error is to the casinos
advantage and not ours. \Wen the two ratios (6:5 & 3:2), are added
together, the result is a ratio of 27 to 10. Divide by two to
obtain the average, and you get a ratio of 13.5 to 10. Convert a
ratio of 13.5 to 10 to a percentage figure, and the answer is a 26%
advantage over the house. Wen you consider the padding, it is
probably closer to 33%

It becomes irrelevant at this point. Just having a 26%
advantage is |like playing blackjack with a continuously super rich
deck. The Star System will normally make a profit down to an
approxi mate 15% disadvantage. Wth a constant 26% advantage it will
write thema new address. If in doubt, get your dice out and begin to
practice. Use ten dollars as your primary base bet and 2-2-2-4 as
your pre-progression bets.

When using method number one (in case you are famliar with
them), there are several reasons why you will not concern yourself
with true odds. First, when betting the don't pass line, it
requires that odds be given instead of taken. That goes against the
grain of the average bettor. Nobody likes to bet more than they can
win. Second, it requires the memorization of some odds tables and
quite a | ot of mental calculating when playing.

It also makes the standard progression |adder invalid and
unworkable. It is sort of |ike card counting;, the fraction of a
percent you gain by using it is more trouble than it's worth. In
met hod number one if you want to win more money, then simply use a
hi gher base bet. Method number one is designed for the average
person off the street who knows nothing about true odds or how to
figure them It is a simple system that works. Let's keep it that
way.

If you are a regular dice player and insist on using true odds
then method number two is the one you want to use. If that's the
case, then it is not necessary for me to explain true odds or how to
figure them

Met hod # 2

Method # 2 is for those who prefer to use the true odds option.
Using true odds is about like card counting when using the Star
System it will improve your results slightly.

When playing method number two, your pre-progression numbers
and progression |adder become invalid. It therefore becomes
necessary to put your progression bets on a sliding scale. You play
met hod number two the same way as method number one until a point
number is established. When the point number is established, you
then lay full odds against the point.

Naturally, this involves betting more money than you can expect to
win. How much more will depend on what the point number is. You no
| onger have a cut and dried progression ladder to follow. It now
becomes an absolute necessity that you keep track (a running
total), of the amount of money you are investing in each set.

The major advantage and best part of method number 2 is that
when you lay full odds you are, in affect, going down for doubles.
Let's compare it to blackjack. It would be like the dealer showing
you his hole card before you make your decision to go down for
doubles or not. If you win, you have a profit and the progression
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set is over. It no longer will take two consecutive winning rolls
to end the set. One winning roll will give you a profit and end the
set. It therefore becones a reality that the only way you can | ose
your bankroll is to never have one single winning roll cone your
way.

The only difficulty you may have when playing nethod two is
sinply keeping track of how nuch noney you are investing and
conputing your next bet. It's not as difficult as it first seens.
Here's a sinple way to do it.

First, set a goal on how nuch noney you want to wi n per set.
Let's say $10 per set is your goal. Forget about your pre-
progressi on nunbers and progression |adder. None of that applies
in method # 2.

Rule # 1; Your fist bet will always be the sane anpunt as

t hat which you chose to be your w nning goal per set.

Qovi ously, $10 should be your fist bet. If you win you have a

$10 profit and the set is over. Your sliding scale

progression | adder will only begin with a loss. Rule # 2:

After a | oss, your next bet will be 1/2 of the noney you

have invested in the present set, plus 1/2 of the anmount you

chose to be your goal per set.

Exanple # 1. Let's say the shooter rolled a seven on the
comeout roll. You lost ten dollars. Your next bet should be
1/2 of the noney invested to date (1/2 of $10 = $5) plus 1/2
of your goal (1/2 of $10 = $5) . Your next bet will be $10.

Exanple # 2; Let's say the shooter rolled a seven on the

conmeout and you are $10 down. As explained in exanple # 1,

your second bet of the set should also be $10. The shooter
rolls another seven and you | ose again. Now you are a total
of $20 down. As per rule # 2, your next bet will be $15.

Exanple # 3; Let's say the shooter rolled a 7 or 11 five

times in a row. Your bets should be:
Roll # 1 $10 Initial bet.
Roll # 2 $10 1/ 2 of noney down + 1/2 of goal,
Roll # 3  $15 1/2 of nmoney down + 1/2 of goal,
Roll # 4  $23 1/2 of noney down + 1/2 of goal,
Roll # 5 $34 1/ 2 of noney down + 1/2 of goal,
Roll # 6 $51 1/ 2 of noney down + 1/2 of goal,

It's O K. to round the above off to
10, 10, 15, 25, 35, 50 if you want to. It

all averages out in the | ong run.
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In any gane of chance it is inevitable. It may only happen once
a nonth or once a year, but sooner or later, an unbelievable streak
of bad luck is going to cone your way. For that reason, you wll
have a stopping point, a recovery procedure, and a daily bankrol
(just as al ways).

These will be the same as you normally use with the Star
System If you lose twenty tinmes what your starting base bet is,
it istime tocall a halt (end of primary session). You will then

start a recovery session. In the above exanple, that would be $200.
As al ways, you divide by ten to figure your recovery session base
bet .

Your daily bankroll will be the sane as always (200 tines your
starting base bet). The above exanple would have required a $2000
bankroll. The only real difference is that your progression |adder
changes to a sliding scale type

In summary: getting pass the conmeout roll could be a problem
when using this nethod. Once you get pass that point, you are in
the drivers seat because the seven begins working for you. When
t he point nunber is established you |ay odds equal to the anpunt
you have on the don't pass line. That's the sane as goi ng down for
doubl es. If you shooter sevens out, you have nade a profit and its
time to start over. As |long as the shooter keeps nmaking his point,
you keep repeating rule nunber two.

Met hod # 3

Method # 3 is for the highroller to whom noney is no problem
W are going to skip the prelimnaries and get right to the point
nunber. It is hard to believe that anyone could ever | ose when
using this method, but when you are ganbling anything is possible.
It is alnpst the sanme as nethod nunber two, except you are going
to elimnate the problens associated with the coneout roll

When playing nethod # 3, you will place no bets until there is
a point nunber. At that tine, you lay odds (a don't place bet) that
the point nunber will not be made. Now you have the seven worKking

for you on every roll of the dice. When the shooter nakes their
poi nt and you | ose, here is howto figure your next bet.

Figure up what one half of the total anmount you are down is.
Wait until the next point nunber and then bet whatever is necessary
in order to win that anount. Repeat that procedure until you
achi eve a wn.

At that tinme, pull all your noney off the board and wait for
anot her point nunber. Then you bet what ever is necessary to wn
twi ce the anbunt your previous goal was. This anpbunts to the sane
thing as letting a bet ride, except you have to pull your w nnings
and wait until the next point nunber before playing the second
hal f.

Exanpl e: You lay the correct odds to win fifty dollars and
succeed. |If you were playing blackjack you would sinply let the
hundred dollars ride, but you cannot do that here. You have to pul
your noney off the board and wait for a new point nunmber. Then
(dependi ng on the point nunber) you bet the necessary anount needed
to win a hundred dollars. That is twice what your originally goa
was.
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W nni ng shoul d present no problemsince the only tine you have
a bet going for you is when you have the seven working for you.
According to the laws of probability, you will win nore often than
you |l ose. That being the case, then two consecutive wins is
inevitable. Wien it happens you will have a good profit and can
start over.

The only way you can lose is for the shooter to make their
point time after tine after time until you have finally |ost your
bankroll. It could happen, but the odds are very high that it
won't. Still, If by some renbte chance it does, you will still use
a daily bankroll of 200 tines your starting base bet.

If you lost that, quit for the day. Wth about a 33% advant age
all the time, it is difficult to inmagine you |losing nore often than
you Wi n. When using nmethod nunber three note that you will not get
to shoot the dice. You nust have a bet on the pass or don't pass
line in order to shoot the dice.

In methods 1 & 2 when it is your turn to roll the dice, bet
what ever you are using for a base bet. If you winlet it ride three
times. If you' re lucky enough to nake three passes in a roll, pul
your winnings and try to repeat the cycle. If you can make three
passes in a row just once, out of eight attenpts, you will nake a
profit. For exanple: You're using a $10 base bet and | ose the first
seven tinmes you handle the dice (results = $70 down). The eighth
time you handle the dice you succeed in nmaking three passes in a
row. This results in an eighty dollar win (10+10=20 20+20=40
40+40=80). If you fail to nmake three passes in eight attenpts you
coul d doubl e your bet and try eight nore tines. |If you succeed, you
have still nmade a profit.

Met hod three has no sets or sessions. You play until you reach
your win goal or |ose your daily bankroll. There was about two
years time and several hundred thousand hands of bl ackjack involved
in obtaining the statistics applicable to blackjack. That is not
the case concerning dice. Only about ten thousand rolls are
i nvol ved when it cones to their statistics.

The chart on the next page shows the difference between the
statistics on blackjack and di ce. Because the betting procedures
for nmethod nunber one and Bl ackjack are identical, the conparison
Is between those two only. As can be seen, It appears that the
absol ute guarantee of random chance is truly a positive feature
for the Star System
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COMPARISON CHART

{10,000 decisions ea.)

$10 base bet P.P.# = 2-2-2-4 Blackjack Dice
1. Out of pocket money invested.*** 11,966 7,837
2. . Average number of decisions per set 5.23 4.59
3. Average number of sets played
before losing session. 28 54
4. Average Bet per decision, 9.39 5.65
5. Average Win per decision, 2.57 1.71
6. Profit percentage vs. out of
pocket money invested, *x* 25.2% 28.3%
*** Qut of pocket noney. Mnies renoved from your stack of chips

(winnings included), and used to wager wth

A rider

is not out of

pocket noney. It is winnings left on the board and is an extension of

the previous hand or roll. In essence, it

at a race track.

Reference # 1:

is like the Daily Double

This shows that a winning roll in dice appears

more often than a winning hand in blackjack.
Results are that you get more wins in pre-

progression phase.

Reference # 2:

8till shows that winning reolls are occurring

more frequent than winning hands in blackjack.

Reference 3: Same as reference number 1 § 2.

Reference § 4:

Reference # 5:

Reference 6

Same

Same

as above.

as above.

Due to most of your wins occurring in your pre-
progression phase. The lowest percentage you can
get in this phase is 33%.
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Chapter 8
BACCARAT
As everyone knows, there is nothing that takes the place of
experience. | have never played the gane of Baccarat so | will not
pretend to be an authority on the subject. I wll, however, pass

al ong ny thoughts on Baccarat and tell you why, and how I would
pl ay the gane.

The reason | would play Baccarat is that the house percentage
is down around 1% Sone people think it is as low as .85% but the
real authority on the subject thinks it is closer to 1.25%

Either one is no problemfor the Star System and | do consi der
nysel f an authority on that subject. Wiat | will attenpt to do in
this segnent is to take ny experience with the Star System and
conbine it with the experience of the Master of Baccarat. The
results should be a good and profitable system

The Master of Baccarat can be no other than M. Tommy Renzoni
M. Renzoni was born in 1915 and has spent his entire adult life
pl ayi ng the ganme of Baccarat. It was he who first introduced the
ganme to Las Vegas in 1959. It is said that he has probably observed
or presided over twenty mllion Baccarat decisions. |If he doesn't
know t he gane, then nobody does.

H s book, "Renzoni on Baccarat", is unique and is one of ny
favorite books on ganbling. In it there is not one single system
for beating the ganme. It sinply contains the basic |aws, doctrine,
and the so called secrets of ganbling, that can only be obtained

by a lifetime of ganbling. | hope to have absorbed sone of that
information, and that it will prove profitable in the days to cone
for both of us. | am sure you would also enjoy the book. It

contai ns nuch valuable information that the serious ganbl er needs
to heed. It is published by Lyle Stuart, Inc., Secaucus, New Jersey
07094.

The one thing that he consistently enphasizes is that
regardl ess of what gane you are playing, you nust learn to
recogni ze and respect streaks. Not recognizing and respecting
streaks is the primary reason for |osing when ganbling. He has seen
many fortunes |ost by people who refuse to swing over to the other
side. In the past, entire kingdoms were |lost for this reason when
pl ayi ng the gane of Baccarat. In other words, Learn to go with the
flow. This is especially true in the gane of Baccarat.

| feel that the reason all those kingdoms and fortunes were
lost is as follows. Hundreds of years ago soneone, an Einstein of
t hose days, invented a gane that went against all the |aws of
probability as known by the average person. That gane today is
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known as Baccarat. The sanme principles that apply to nodern day
card counting are also at work in the gane of Baccarat. Because
ei ght decks are in use and nine is the point nunber it becomes nuch
nore difficult to conprehend. Wiy el se woul d the banker be required
to hit and stand on certain nunbers in certain situations, and the
pl ayers be required to use a different set of circunstances.

The basic laws of probability are an al nost natural instinct
to the average person. They tell you that any tine you have a
fifty-fifty chance of winning you should win if you stick with the
sane position for a fewnore tinmes. This is a valid assunption. In
fact it is one of the corner stones of the Star System

In Baccarat, this philosophy does not seemto be valid. The
reason is sinple. That is the way the gane was designed. Over a
| ong period of tinme the banker and player will both wi n about the
sane nunber of hands, thus the fifty-fifty chance of winning is
val i d.

However, for the short run, due to the conposition of the eight
decks, and deal er-player mandatory requirenents, there can be a
very long run of | osses for one side or the other. If you' re a King
using a progression system you just lost your Kingdom If you
are just a mllionaire, you only lost a fortune. Wy? Because
you refused to go with the trend.

According to M. Renzoni, runs of seven or eight passes are
conmon place and there are many runs of nine to twelve passes.
Sonetinmes, as high as fifteen or twenty consecutive passes nay
occur. M. Renzoni says that he considers three or nore decisions
in one direction enough to be a trend. A nost any book you read on
Baccarat will tell you the sanme thing. It's a fact. Baccarat is a
game of streaks. You need a way to take advantage of that fact.

There are two ways | can see that this can be acconpli shed.
The first is sinple. Use the basic Star System and swi tch sides
every time you experience three consecutive |osses. By using that
approach you will never suffer defeat by the seven or eight |osing
passes which are comon place in the gane.

The second approach is quite a bit different, but still sinple.
It is strictly an insurance bet against the streak. It will cost
four dollars if you are using a ten dollar base bet. Al you need
to do, in order to break even, is to win just one tinme out of
fifty.

If seven or eight consecutive wins or |osses are common pl ace,
then one tine out of fifty is acceptable odds. It not only ensures
you agai nst the long losing streak, it can also nake you a | ot of
noney. Here is the way it works.

On your fourth and | ast pre-progression bet, wager an equal
anmount (the insurance bet), on the other side. You wll let this
bet ride while you continue to play your normal progression set on
t he opposite side.

As | said, it is an insurance bet against the streak. If just
one single win occurs on the side that you are playing, you have
| ost your four dollars. You will then be wi thout insurance for the

remai nder of the set. At least, you will have one wn going for
you. If the lost trend continues - just one tinme out of a fifty -
for five nore hands, it will have paid for itself. Renenber

conti nuous streaks of seven and ei ght are conmon in Baccarat.
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Let's | ook at an exanple: Let us use a $10 base bet and pl ay
t he bankers hand. When you get to your fourth pre-progression bet
you will place a $4 insurance bet on the player's side.

Banker’s L = lost W = win
Hand
Pre-progression 2L Player’s
bets 2 L Hand
2 L
4 L 4 Insur. & let it ride. W = +8
Running total
10 L 8 and riding. W = +16. -4
Progression 20 L 16 and riding. W = +32 -8
ladder 30 L 32 and riding. W = +64 -6
50 L 64 and riding., W = +]28 +8
80 L 128 and riding. W = 4256 +56
Stop

As can be seen, at the $50 step on your progression | adder,
you could quit and have an eight dollar profit. If you continue to
the last step and | ose you have made a $56 dollar profit on the
i nsurance side. At this point you are probably hoping for another
| oss so you can collect the insurance noney. | repeat, | have never
pl ayed the gane of Baccarat, but the above two nethods shoul d have
good results when playing such a game. Either one will ensure you
are never the victimof the streak.
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CHAPTER 9

ROULETTE

If you know the Star Systenis progression | adder and recovery
procedures, you should have no problens with Roulette. It is an
easy gane to play. There are a few facts of which you should be
awar e

Because of the zero and double zero on the wheel, the house
wll always have at |ease a 5.23 % advantage over you. This
percentage only applies to bets nade on the red or black, the odd
or even, or the |low nunbers (1-18) and hi gh nunbers (19-36) . The
odds on the other bets available can go as high as thirty five to
one.

You will only play the bets that give the house its |east
advant age. Mpst professionals would call any bet that gives the
house a 5% advantage, "a sucker bet". Don't worry about it. The Star
Systemwi Il normally handl e a 5% di sadvant age with ease.

The only thing that nmay cause you a problem is that |ong
consecutive losing streak. You may as well face the facts. Sooner
or later it is going to happen to everybody. Wen it does, ow ng
to its unique recovery design, the Star System will recover
probably 98% of the tine.

You now have the option of playing either or both sides. As a
result, you can alnpst elimnate ever having to play recoveries

via the insurance bet. | said al nost because, a zero or double zero
wi |l cause you to | ose both sides.

Revi ew t he chapter on Baccarat to | earn how and why to play
the insurance bet. | do not recomend switching sides, as | did in

Baccarat, because of the follow ng reason. The spin of the wheel,
like the toss of the dice, guarantees the next nunber to be the
result of a 100% random chance. There is no chance (as in Baccarat
or Blackjack), that the conposition of the remining deck is going
to affect your com ng hands.

If you conpare it to playing the don't pass line in Craps,
there is one thing that you will have in your favor. You should
win your first bet of the set a lot nore often. According to the
| aws of probability, in Roulette you should get an autonatic | oser
(0O or 00), two tines in thirty eight. Wen playing the don't pass
line in Craps you should get an automatic loser (7 or 11), eight
times in thirty eight. Once you get to the second bet of the set,
your wi ns shoul d cone about 4%l ess frequent.
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Chapter 8

SPORTS BETTING

Sports betting, such as Baseball, Basketball, Football, and
others may very well offer you the best opportunity of all when it
comes to ganbling. Wthout a doubt, it is the easiest because you
have no nmenory work at all. You will have plenty of tine to refer
to your notes.

To use a good analogy let us conpare sports betting with
bl ackj ack betting. By doing so, you can easily see why sports
betting should be very profitable. First of all, card counters in
the ganme of blackjack get barred because casi nos know they are
vul nerable to them Second, A card counter's advantage rarely
exceeds three percent. Add that three percent to the fifty-fifty
chance you have when using basic strategy, and you get fifty three
percent. It all boils down to this: Afifty three percent advantage
will nake you a w nner.

Pi ck- Em Servi ces

In sports betting there are Pick-Em Services. You wll find
their advertisements in many sports magazi nes and newspapers. Sone
of these services advertise a success rate of approximately seventy
percent. These services are in conpetition with each other
therefore one that doesn't produce good results will not stay in
busi ness very | ong.

Can you inmagine playing blackjack with a seventy percent
advantage all the tinme. That woul d be better than owning your own
gold mne. If they can really attain the percentages they
advertise, then | would be nore than happy to pay them the snal
fee they charge for their services.

These conpanies nornmally consist of a group of professiona
people who nmake it their business to know which team horse, or
dog has the best chance of wi nning on any given day. Probably al
these services are conputerized and have i mmedi ate access to all
the latest and pertinent handi capping information. In addition
nmany of them have their own personal contacts that supply themwth
alittle inside informati on ever now and t hen.



SPORTS 92
Daily Line

There is also the Daily Line which is nmore popularly known as
the Spread. Its source is Las Vegas. It handicaps sporting events
and its results are normally printed in your |ocal newspaper. Its
function is not to pick winners, but to provide a point handicap to
one of the participants. Wen applied to the final score, this point
handi cap should result in the teans playing to a tie.

For exanple: you notice in the l|local paper that the Dallas
Cowboys and New York Jets are playing tonorrow and the Jets are a 10
point favorite. That neans if you were to place a bet with soneone
you could get Dallas and ten points or you could get New York and
m nus ten points.

You nmay as well flip a coin. Wen the Spread is applied, you
basically have a fifty-fifty chance of wnning. Using the sane
anal ogy as before, this would be the sane as playing blackjack with a
neutral deck. A good exanple of playing wth a negative deck woul d
be to tell your friend to forget the point spread, you wll take
Dal | as even.

At this point the pick-emservices take over, and via one way or
another, they attenpt to pick the winner. They will give you their
pi cks every day for every team in the league. They wll wusually
have about three which they highly recomend. They also wll
normally have a pick of the day. The teans are usually given a
rating such as a one star teamor a three star team The pick of the
day nmay have a four star rating. Chances are good that a little inside
i nformati on was obtained on this pick

There are several routes you can choose to use when betting
the sports. Probably the safest route would be to play the pick of
the day and let all wins ride. You are only going to have one bet a
day going for you, so you may as well put sone noney on it. An
exanpl e of a $100 base bet is: 20-20-20-40, 100-200-300-500-800. It
is hard to believe that the pick of the day could go nine times
without winning two in a row. Via using the rider you will ensure a
nice profit.

Let's say that in the above exanple you finally got your two
consecutive wins at the $200 step. That would give you a $400
profit. If you prefer, you could forget about wusing the rider
(cancel out method goes into effect), and stretch the set out to
possibly 15 or 20 attenpts. If the Rider isn't used, then your
profit in the above exanpl e woul d be $200.

Another route could be to go with all three of the top picks.
(dds say that two of themw Il win nore often than two of them will
| ose.

Also, you mght entertain the idea of betting all the picks

every day. Theoretically speaking, you still have the odds in your
favor. Even if your pick-em service was right only half the tinme,
that still gives you a fifty-fifty chance. That is exactly what the

Star Systemis designed to beat.

If you live in an area where there are no betting parlors, and
you are doing your betting with a friend, then | suggest that you
get several friends. Friends are like the casinos, when they
di scover you are winning by skill, instead of luck, they prefer
you go sonepl ace el se to do your betting.

| have never personally gotten involved in sports betting



because | have always lived in places off the beaten track, and the
opportunity was not available. If | ever do live where there are pick-
em services and betting parlors, then | amsure | will. Mke yourself a
wall chart simlar to the one below and it will be easy to keep track of
your betting.

In the followi ng exanple let's use a $100 base bet and 20-20-20-40
as our pre-progression bets. Let's go with every team picked by our
favorite pick-em service.

Date = June R = Rider J = End of set
Teamnm 1 2 3 4 5 6 7
N |
Dallas $20 $20 ($40) B
lost |win R win J
i
New York $20 ($40) B $20
win R | win [} win
1 i
Atlanta 520 $20 ]| $20 540 $100 [s200 |
lost lost lost lost fwin R | win |}
|
Denver $20 ($40) $20
win R lost |win R
Houston
St. Louis $20
win R
Dal | as: Pi cked by pick-emservice to win on 1 June. They |ost. They

were al so picked on 2 June. They won. On 5 June, they were
pi cked again. Qur bet from2 June was riding. A wn equals a
profit of $40.

New York: On 3 June they were picked to win and did w n.
On 4 June they were picked again. Qur previous win is
riding. They won again and the results are a $60 profit &

end of set. On 7 June they are picked again and we initiate
a new set.

At | ant a: Picked on 2,3,4,& 5 June to win and lost all four days. On
6 June they are picked to win and do. On 7 June they are
pi cked again. Qur bet is riding and they win. Qur profit is
$200 and that is the end of set.

Denver : On 1 June they are picked to wn and did win. On 7 June
they are picked again. Qur previous bet was riding and we
lost it. On 8 June they are picked again and we nake our
second $20 pre-progression bet.
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they are picked to win we will be letting that noney ($40) ride.

Because of limted space the above chart is only a segnent of an act ual
chart. An actual chart would contain every team of the
| eague and cover the entire season. A large wall chart m ght
be what i s needed.



CONCLUSION

The Star System, as covered in chapters one, two,
and three of this book, is a very safe system to
play. As advertised, it is a very slow progression
system Many people may find this slow down in action a
reason to become discouraged with the system For that
reason, there are several versions of the Stsr System
whi ch you prefer to play.

These versions are relatively safe. They are for
the gambl er who, for one reason or anot her ,
prefers faster action and is willing to accept the
addi tional risks.

Version 1; It is quite rare to get to the second
recovery session (maybe once per 200 sessions). Let's
di spense with it, and play a primary base bet session
and only one recovery session. By doing so you can
now use sixty as the figure to compute your bankroll

and pri mary base bet . Exampl e: You have a $600
bankroll. Divide by sixty and you can now start with
a ten dollar base bet. A three dollar base bet 1is
call ed for i f pl aying t wo recovery sessi ons.
Remenmber , you will only get to play one recovery

session, but about ninety-five percent of the ti me
that is all you need.

Every time you double your bankroll, double vyour
base bet. Exampl e: You have a three hundred doll ar
bankroll. Divide that by sixty and you can play a $5
base bet primary session and a $10 recovery session.
As soon as you bankroll increases to $600 you can
switch to a $10 base bet primary session. You will
still have enough money to pl ay a $20 recovery
session if necessary.

Ver si on 2: Version two is a conprom se between the
primary Star System and version one. The bankroll required
is 105 tinmes your primry base bet and it will |let you play
a m ni mum of nineteen consecutive | osses before | osing your
bankroll. Wen conpared to the twenty-one consecutive | osses
t he regular Star System lets you play, it can be seen that
it is almst as safe as the reqular Star System but for
only one half the required bankroll.

The nmmj or advantage over version one is that you wl
recover much faster due to the fact that you are tripling
your base bet rather than doubling it. In addition, you
wi || now have ten steps on the |adder of vyour first
recovery set instead of just six as in version one or the
regul ar Star System

Your prinmary session progression |adder remains the sane

as in the normal Star System Exampl e: Tens = 2-2-2-4,
10- 20- 30- 50- 80- st op. There are three changes concerning
your recovery session.

1 Your primary base bet will be triple your prinmry

sessi on base bet.

This can be acconplished by dividing your |oss fromthe
previ ous session

by seven rather than ten. Rounding it off to the

near est whol e nunmber

that is divisible by five is O K.



2. You do not total up your pre-progression nunbers and
bet them as one bet

as in version one or the normal Star System Al ways
pl ay them one at a

time, just as you normally do.

An additional step is added to the progression | adder.

The changes occur on the |l ast three steps. Exanpl e: $10
base bet.
(/’/J&"_-\ Always 10 X
100 base bet

i bet plus 1/2

Last bet plus 1/2 of last bet.

. Pre-progression #s Round off to whole number.

™ 2 T 4
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Four or five winning sets while in your recovery session will usually fully recover
your loss fromthe previous session and you can then return to your regular primary
session base bet. If you are a card counter in the game of Blackjack, you may want to
exercise sone of the options found on pages 62 and 63. By doing so, you may recover with
just one winning set

If you are playing dice, then keep in mnd that once you get pass the come-out roll
the odds swing way over to your favor. That being the case, you may want to entertain the
idea of letting all wins ride and enjoy the profit potentials found on page 47

Version 3. Aversion «f the Star Systemf«r Craps, Roulette, etc. in which you
still have nine steps on your progression |adder, but a higher average win rate due to
the fact that most of your wins come prior to the fifth attenpt. X means to wait and
wat ch for one or two | osses hefore you begin to bet.

Pri. 2Ft Recevery Set
X Profit
Pre-progression bets 1—3 ' ?-——-fﬁ;fit

2—39% 2 —— %
33— f ! A 9
?o —9 | ?5 — E

Normal bhettin _— -
& 15— L | 30 —- 30
ig 19 45 — 30
40— 67 —— 29
Tetal 101 | 100 — 28
130 — 28

Bank rell = $523 Tetal 422

Version 4: A version of the Rider System (appendage #1, pg. 99). Amni rider
systemthat only requires a $111 bankroll. If you wait and watch for a loss or two,
you can in reality get thirteen steps on your progression |adder

Mini Rider
X © Prefit
1—3
2 [ — 5
All wins ride  g. . &
5 -—— 8§
7T—— 6
9 ~————— 5
12— 5
16 ———— 8§
22 ———— 17
30 -——— 9
Tetal 111

No recovery sessions:

Vi a playing t hat set

over & over again, you should cone out
ahead in the | ong run
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Version 5: Another version of the Rider Systemfor the $5 mninum $100 max. bet tables
y«u may occasionally run across such as on a cruse ship. You could het 14 steps in this
ladder if you waited and watched for two | osses before you begin to bet.

35 minisum bet versten:

Prefit

X or XX

5 15

5 — - . - 10

5 f ————— . 5

iyo-- o Tt (3 gtart ever

e e e 10

All wins ride 15 — mm m e 1%

20 - 15

40 — . 25

55 - 30

75 —— - e e e . 35

100 ———-—-—- 38

Tetal 365 = BKx Ret/

In some smaller casinos yout will find tables with a $1 wminimum,
8§0 movimm, or a %2 minimum, 350 maximum bet. The below progresslion
1addery should give you an excellent opportunity to walk out 8 winnet.

A1) wins ride {2 _ 50}

fr-s0) 7T
Primary Set Recovery Set Primary Set
Berl Peofir Bel FROAT, < i ger PROFIT
i-— 3 1— 3 , 2—— 6
1—2 1 —2 2 — = k4
1—1 1 —1 , 2 —— 2 No Recoveries
1-— 0 1l—o0 6 --- 12
3—5 6 — 14 8 —~ - 12 Pley same ag
b—- 5 10 —20 10 ~— 10 version # 4,
5— U4 15— 25 - ©  1§-—-— 15
7— 5 20—25 20-—~-15
10— 7 25— 20 25--— 10
13— 6 35— ;g 35- - 15
17— 5 = o025
Total 165 Totsl §175
7’ Bank = $228
SAME A3 FIRsT
Sur oF RIER -f;’.f .




98
TOURNAMENT BLACKJACK

Tour nanment Bl ackj ack is 180 degrees out of phaze with the
Star System In tournanent bl ackjack your goal is to wn as nuch
possi bl e in about an hours tine.

At the present tinme | amworking on a systemfor tournanent
bl ackjack. It will still be based on two consecutive wins but will
enpl oy a nore consistent use of Riders coupled with the found on
page sixty-two of this book.

A 7a aﬂ, ;7/5 5/€AJJ /8/7 //c SH TR 77807
/’.éﬂ/ RI7ER 5/f/rffz' - ,r;, 77 W/

vsE
dd /, 1 I, 4 AT pREp fROGACSS1op SNSTZAD O 1104

- dC “ANS
ﬂ/V/DL' Eﬂﬂfﬁeﬂﬂ 67 Sco (/5 $o0/ j0,000 8K RolL

:74/ /’,e//m,e/v SESSIn - fc’j‘m/ wiilld REC #/ & .rm/w.s y
‘73 ﬁ/uﬂa jgf /vuzr/// 206 X HVE G7 on /’z Viad
PRI Ree LXRAMPLE

10 Lo _
$o cad N6TES
690 &0 ”“"“—"“ _
8o go ) TowARss ENT  oF
/ é‘: zoa FIME ~LINiT IO /Wv ARE
/ Hos ~
loo X% Noi~ Aenr cf o7lER /‘47(/7/665/
3oo goo ' _ |
4o /100 pMovE vp o [Kec. SE5smv
Joo /500 AN PLAY FER KjgHeR STRLES
TPl qooo

1580 Fhoo

Total 9380 $600 pad
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THE RI DER SYSTEM

One of the best books | have ever read on the subject of ganbling is "Renzoni
on Baccarat", by Tommy Renzoni. M. Renzoni has lived his entire life as a
ganbler, and is the person responsible for introducing the gane of Baccarat to Las
Vegas in 1959. It is said that he has probably observed or presided over nore than
twenty mllion decisions in the ganme of Baccarat.

As you may already know, the Baccarat tables are normally sectioned off from
the rest of the casino in a lush and richly decorated area. The deal ers are usually
dressed in a tuxedo, and it is normally thought of as a high stakes game in which
high rollers are the main participates.

Over the years, M. Renzoni has probably known nore high rollers on a first
nanme basis than you or I will ever see in a lifetine. According to him all the
successful ones have one trait in common, and that is the fact that they |et
al nost every win ride. Wth that inmnd, | came up with this systemwhich | call
"The Rider Systent. For a good understanding of the potentials that letting a bet
ride can offer, please review chapter four (Riders).

| recommend that the use of the Rider Systembe restricted to the gane of
Bl ackjack for the follow ng reason. If one of your wins is a blackjack or doubles,
or a conbination of both, it will increase your profits fromthree to ten times
over that which you woul d have achieved via two consecutive wins in any other gane.
A chart showing all conbinations and their respective payoffs can be found on pages
62 & 63.

Needl ess to say, if you are going to play Blackjack, it is absolutely
necessary to play Basic Strategy (page # 51). Al results shown in this section
were achieved by playing basic strategy and no card counting was invol ved.

Al'though this systemis a spin-off of the Star System and many of the
principals used inits design are simlar to the Star System it is definitely not
the Star System For one thing, the Star System does not enploy the use of Riders
inits progression |adder unless you are a card counter in the gane of Bl ackjack.
Ten or fifteen losses in the Rider Systemmay only be five or six losses in the
Star System In fact, it's possible that it may even be zero | osses. There are
also major differences in their progression |adders and recovery sets. Last but
not least, the Star Systemwill give you a higher percentage of profits versus
noney invested. For those reasons and nmore, | consider the Star Systemto be about
twice as good as the Rider System

Neverthel ess, the Rider Systemeasily passed Dr. Wlson's acid test (see
Introduction page). The time involved was about the sane as the Star System That
means it shoul d take you about six hours to double the $520 bankrol | which the
systemrequires. For that reason | recommend that you use $100 as your win goal.
It should take you about an hour to win that much. That works out just right
because al nost any book you read on the subject of blackjack will recommend t hat
you hol d your playing sessions down to about an hour. There are two reasons for
that. First, it keeps you fromgetting tired and making m stakes. Second, It is a
big help in preventing the casinos fromidentifying you as an undesirable. An
undesirabl e is anybody that can consistenly beat them and that is regardless of
whet her you are a card counter or not.

The following results are fromfifty sessions | played using a $500 bankrol |

and $100 as ny win goal (I.E Wn $100 or |ose $500 ) .
sessions 1-26. won, |ost # 27, won 28-34, lost # 35, won 36-39,
lost # 40, and won 41-50.

M profit was $3,570.00 due to the fact that it is very seldomthat you will
end a session with an exact $100 win. Usually it will be two to five

Copyright © 1989 by Dwai ne C Dougl as.
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100

dollars over. Since then | have probably played another twenty sessions wthout a
| 0ss.

Only one of the losses, would | classify as a battling situation. The other two
| osses were due to those unbelievable |osing streaks that will happen to everyone
sooner or later. One loss was the result of twenty-five consecutive |osses. The
other one only had one consecutive win.

Probably both coul d have been prevented had | been playing in a casino and
changed tables after a losing session. Instead (because | was so sure | couldn't
lose), | continued to play out of the sanme shoe which was in pitiful shape and
naturally | ended up losing. After the third loss, | decided to check the condition
of the cards in the six deck shoe fromwhich | was playing. It contained about six
or seven separate slugs of cards and each of those was conprised of about 10-15 high
cards or 10-15 low cards. As a result, Rule # one. Just as in the Star System (page
#55), always change tables after a | ost session and be rid of that particular card
conbi nation forever.

Don't forget, there is no such thing as a perfect systemthat can't |ose. Sooner
or later, everyone is going to experience one or nore of those unbelievabl e | 0sing
streaks. Your savior at such a tine is to have a daily bankroll and stop if you | ose
it. Wen such a streak does cone along - before you blane the system- ask yourself
the fol l owing question. Could any system have beat the run of luck you just had? |
believe you will discover that the answer to that question will be No.

The objective of a winning systemis to win nore noney than it |oses over the
long run. The Rider Systemshould easily do that for you.

In any gane of chance where you basically have a fifty-fifty chance of winning,
you shoul d have just a good a chance as the dealer of getting two wins inarow |'m
sure you wi || agree, getting two consecutive wins is not something you woul d
consider unusual. In fact, three wins in a rowis not uncommon. Wth the Rider
System your goal is to achieve two wins inarow (inthe Star System one win wll
often doit.).

Bel ow i s your progression |adder. You will need to nemorize it. You don't need
to menorize the profit figures. One thing you want to renenber is the fact that this
is aslowsystemthat is designed towinalittleat atine. Its primry objective
is to get you through those long losing streaks and still end up with a profit.
Probably the nost inportant ingredient needed to make it work, is patience on your
part. Suppress that desire to go for the
bi g bucks fast.

Al wins ride

Primary session Recovery # 1 Recovery # 2
Profit, two Profit, two Profit, two
3er wins in a row. wins-in a“row- wins in a row
v Ber v Ber N2
T eecoacccasns 3 Teeeceoanone e 3
T eeeecennnne 2 Teeeoeoannes 2 Teeeaeanneoe 2
T eeeacsnccan 1 Teceaeannans 1 Teceeeeecens 1
1 start over 0 1 start over 0 1 start over 0
3eeeccencnne 5 Gecevecennns 14 10 teeeeees 26
R 5 . 14 20 teeecnne 46
5 ceececaccee 4 10 ceeeenee. 12 30 teveneee 56
T eceaceccense 5 15 . ceceacees 17 40 teveenee 56
10. covene eee 7 20 ceeennn. 17 55 teeeenan 61
13 eiineeen. 6 25 . eeeeccnnn 12 75 ceeecees 66
U7 ceeennnnns 5 35 ceeennnes 17 100 eeeen... 66
Total $63 Total $123 Total $334

Total bankroll ~1.=equi¥ed»= $520.00
Recorymtdnpay
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Al'though this seems to contradict what | just said, | have found it to be
extrenely rare to begin the first session of the day with fifteen to twenty
consecutive losses. So, like a race horse comng out of the starting gate fast and

then settling back to a nice safe pace with plenty left in reserve, | like to start
ny first session of the day off with recovery # 1 until about twenty-five dollars
ahead. Then switch back to ny primary set and remain there until | have reached ny

win goal or lose the set (remenber, a lost set is a lost session). If you |ose your
primary session, then go to recovery # 1 again, and this tine begin at the six

dol lar step. After you achieve two consecutive wins, you then start the set over and
this time you include the ones. Do so for each new set you play while in recovery #
1 until you have recovered the $63 you lost in your primary set. At that time you
revert back to your primry set.

The procedure is the same in the event you | ose recovery # 1 and have to play
recovery # 2 (1.E. Skip the ones and begin on the $10 step). After you achieve two
consecutive wins, you then revert back to using the ones until you have recovered
the entire $123 you lost in recovery # 1. At that tinme you would switch back and
play recovery # 1 until recovering the $63 you lost in your primry set.

Let"s run through an exanple in which one of your wins is a blackjack. Let's say
you begin your primary set and |ose eleven hands in a row. That puts you sixty-three
dol lars down. You then begin recovery # 1 on the six dollar step. You |ose the next
four hands ( $6, $8, $10, & $15 Total = $39 )¢ Add to that the $63 you lost in your
primary set and you are $102 down. Your next bet is $20 and you win. You now have
$40 which you let ride and you get a blackjack on the next hand. Your payoff is $100
and that is the end of the set. You have recovered all but $22» You now begin
another set in recovery # 1, and this time you include the ones. Al kinds of
conbi nations are possible. The best one is to win a doubles and followit wth
anot her doubles. In that case, you win ten tinmes the amount of your original bet. In
the above exanple, a doubles followed by doubles woul d have recovered everything and
given you a $78 profit to boot.

PLAYI NG I T SAFE

In the event you are past the half way point on your progression |adder, and
your first winis a blackjack or doubles, you may want to play it safe. That
decision will be up to you. In either case (blackjack or doubles), the procedure is
the same. You pull your original bet (or bets if doubles), and |et your w nnings
ride. If you win, youwn big. If you |ose, you lose nothing as it was all house
money at stake. Think of it as a free shot. Example: You bet $10 and get a bl ackjack
(pays $15). Pull your original $10 bet and let the $15 ride. |f you win again, you
have made a nice $30 profit. If you had I ost instead of w nning, you still would
have your original $10 and can replay the $10 step on your progression |adder. Let's
| ook at a doubles exanmple. You bet $10 and decide to go down for doubles. You now
have $20 invested and you win. Pull your original $20 and let the $20 winnings ride.
f you win, you have a nice $40 profit. If you lose, you still have your origina
$20 bet and can replay the $10 step that you originally began with. As | said, think
of it as a free shot. If you win, you win big. If you |ose, you break even and can
play that step on the |adder again.

Wth average luck and no long losing streak, this systemw ||l make you a
consistent winner. If you like it, then you really should try the Star System It is
alot safer and it will give you a higher percentage of profit versus noney
invested. More inportant than that is the fact that it will survive npst any |ong
| osing streak which the Rider Systemmght fail



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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