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 1 
 
 
 
 
 

 Introduction 
 
 
 Casinos are fast.  They are fun.  You can make a lot of 
money in a short time period.  Unfortunately, you can also lose a 
lot even faster.  Many players become totally caught up in this 
environment.  If the games are played fast, they plan to play even 
faster.  They jump from slot machine to slot machine.  They jump 
from game to game.  The pace continues until one of two events 
occurs.  They either run out of time or out of money.   
 
 With these players, the reality doesn't set in until they are 
on their way home, tired and usually broke.  The adjustment back 
to reality is especially hard because of the marked change in pace.  
In the casinos, there is no sense of the passage of time or even of 
the time of day.  Using chips or tokens for play, there is very little 
connection between the wins and losses and the actual amount of 
money involved.  Now, riding in a car, bus or plane, reality seems 
almost painfully slow.  It is a time for recollections and even  
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recriminations.  The jaded gambler will think of what could have 
been.  If only he had stopped playing when he was ahead.  It only 
he had not played that last slot machine.  If only, if only . . . 
 

 
 
 Most gamblers are losers.  That's why the play of a few 
astute players I have come to know over the years is so 
extraordinary.  They stand head and shoulders above the crowd if 
for no other reason than the fact that they are long term winners at 
the casino's games. 
 
 Unlike the "uninformed gamblers" who run from game to 
game, caught up in the frantic atmosphere promoted by the 
casinos, these "power players" are always calm in their approach 
to gambling. 
 
 Where others jump, they tend to warily observe.  When the 
uninformed gamblers run to the next game, these power players 
are more likely to consider which game they might wish to play, 
but only under the conditions they set for the game. 
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 This Power Gambling approach to playing and winning is 
so unusual that it deserves to be documented for others to learn 
and use. 
 
 It stands out in many ways.  The "power player" approach 
to casino gambling doesn't require a large bankroll.  Power players 
prefer to let the casinos provide the money, and they play at games 
and use systems that don't require a lot of money.   
 
 Power players are cautious.  They know that the casinos 
have the odds in their favor.  That is why losers are common, and 
winners are fairly rare.  They only play select games, under certain 
prescribed conditions and with set limits. 
 
 I am grateful to the Power players I have met for sharing 
their gambling strategies with me.  I have been allowed to disclose 
their consistent approach to winning which includes playing slot 
machines, video poker, roulette, craps and blackjack. 
 
 The Power player approach to casino gambling combines 
the concepts of using a low bankroll, selecting only certain games 
to play, using a carefully controlled playing strategy and strictly 
controlling losses.  It is the perfect strategy for Power gamblers, 
who I define as persons who want to get the most bang for the 
buck.   
 
 Because the Power Gambling Strategy approach is so 
effective, Power gamblers are not limited to only playing slots or 
minimum wagers at some table games. 
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 If you have $500, you can play slots or video poker and 
spend some time at craps, roulette and blackjack.  You do not have 
to play all of these games, but the Power players do whenever the 
games meet their conditions.  
 
 The casino games of slots, video poker, roulette, craps and 
blackjack are covered in this book.  Each game has two chapters:  
one on how the game is played and a second chapter on how to 
use the Power Gambling Strategies strategies to beat the game. 
 
 You should read both chapters, even if you already think 
you know how to play the game, as many pointers are given in the 
"how to" chapters. 
 
 The critical things you must know to win are shown in bold 
boxes.  Reviewing a chapter is easy, as you can go back and read 
the information in the boxes.  If you don't understand a rule, you 
can review the text material explaining the rule. 
 
 You do not have to learn all of the games presented in this 
book.  It is recommended that, if you are a slots player, you at 
least learn the winning Power Gambling approach to video poker 
and one other table game.  If you are a table game player and have 
no desire to play slots, you should consider learning at least one 
other table game and perhaps video poker. 
 
 There are several reasons why it pays to know how to play 
and beat more than one gambling game.  First, Power players only 
play selected versions of games and there may not be a game 
which meets their standards where you are playing.  By knowing 
more  
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than one game, you have more flexibility in picking a beatable 
game, rather than just accepting what's available. 
 
 Second, many times a switch in games helps you win.  You 
can be in a slump in any game.  Rather than continue playing 
when you are becoming bored or frustrated, it is far better to 
switch games. 
 
 Third, knowing more than one game will enhance your 
casino visits.  
 
 You might want to check out the slots in your warm up 
period.  You may win a tidy sum using the Power Gambling 
approach to slot machines.  Because the Power gamblers like to 
use "hit and run" tactics, chances are that you will not be ready to 
quit playing when your slot win comes in.  Now is time to switch 
games. 
 
 You decide to try roulette for a while.  Fortunately, your 
casino has a roulette wheel exacting matching the Power 
Gambler's requirements.  You play for about an hour and pick up 
several hundred dollars more. 
 
 You take a break in the coffee shop enjoying your 
winnings.  After a leisurely lunch, you decide to play blackjack.  
You play for about an hour and are down about fifty dollars.  
Rather than fight the game, you try the craps table. 
 
 Using the special Power Gambling strategy for craps, you 
know exactly which bets to make and exactly the right amounts to 
bet.  In just a few minutes you are up over a hundred dollars. 
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 At this point, you have met the goals for this brief trip.  
You have exceeded your target amount of winnings, and won at 
three out of the four games played.  Now you would like to play a 
game with very little pressure that you are strictly favored to win.  
You find just the video poker machine that fits the bill.   Using the 
Power Gambling Strategy, you know that you are favored to win 
on this machine, and you add about twenty-five more dollars in 
winnings for your last half hour's play.  Now it is time to go home. 
 
 You look around at the uninformed gamblers.  They are 
still running, trying to break even.  It's nice to be ahead and do so 
at your own pace.  But that is the reward for being a successful 
Player using the Power Gambling approach to gambling. 
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 2 
 
 
 
 
 

 Playing Slot Machines 
 
 
      
 A slot machine is a slot machine is a slot machine.  What is 
there to slot machine play?  You change a $10 or $20 bill into 
tokens, find a machine and play until you run out of money or 
time.  That's about it for most slot players.  Or, let's add one more 
rule.  Play where you won last time you played and if you are 
really superstitious, wear the same shirt or hat or some other 
"lucky" item. 
 
 While slot machine play is certainly easy, there are a few 
things that you need to know if you are going to play like a 
successful "Power gambler" and start beating the slot racket.  First 
you will only want to play on machines which accept more than 
one coin per play, commonly called multipliers, as they multiply 
the prizes for each additional coin inserted. 
 
 There are two, three and five coin multipliers, each 
accepting from one to the maximum number of coins per slot play.  
Allowing the player to determine the number of coins per play can  
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be important for controlling the amount of bankroll needed for a 
machine and for varying the number of coins inserted per play 
using a Power Gambling approach to playing. 
 

Rule 1.  Always play on multiplier slot machines.  In 
general, the higher the number of coins accepted by the 
machine, the greater the number of options available for the 
player.  All things being equal, we would prefer a five coin 
machine over a three coin one, and a three coin multiplier to 
a two coin machine. 

 
 When we are talking about slot machines, we are referring 
to standard slot machines.  There are many variations which 
should be avoided.  There are machines offering versions of 
blackjack, keno, craps, and even horse racing.  There are arcade 
types of games with flippers and even cranes for picking up prizes.  
There are giant slot machines allowing more than one player to 
play them.  We are automatically eliminating play on all of these 
machines.  We will only play on standard slot machines offering 
cash prizes for lining up certain select symbols on three or more 
reels, which are activated by inserting a coin or playing off 
machine credits and pulling a lever or pushing a button. 
 
 

Rule 2.  Only play on standard slot machines.  This rules out 
the gimmick machines and any machine which does not 
offer cash prizes. 
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 You can find slot machines in lots of places besides 
casinos.  In Nevada, at least, you will find slot machines in 
airports, laundromats, bars, super markets, gift shops, drug stores 
and gas stations, just to name a few.  There are slots in clubs, both 
legal and not so legal.  The best slot machines are located in 
regulated casinos.  Many locales only offer slot machines on 
Indian Reservations, which may or may not be regulated.   This 
leaves the slot player somewhat in a quandary as the payouts on 
these machines can be extremely low.   
 
 Casinos with lots of competition tend to offer better 
paybacks than those in isolated areas.  A knowledgeable Power 
player will only play on slot machines in legal casinos and in areas 
where there is enough competition to force the casinos to offer 
higher paybacks.  The areas with some degree of regulatory 
oversight are:  Atlantic City, Colorado, Connecticut, Nevada, 
Illinois, Iowa, Mississippi, Indiana and Missouri.  All of these 
jurisdictions regulate paybacks on slot machines and publish the 
average paybacks.  If you like to play in Louisiana, Minnesota, 
Wisconsin or New Mexico, just to name a few states left off the 
list, please consider the following.  These states do not publish the 
payback rates for their slot machines, and there is reason to believe 
that the paybacks may be set significantly lower on many of the 
machines.   
 

Rule 3.  Only play on legal slot machines in casinos in one 
of the regulated areas of Atlantic City, Colorado, 
Connecticut, Nevada, Illinois, Iowa, Mississippi, Indiana and 
Missouri. 
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 Whenever you play slots, your goal should be to play on a 
machine with as high a payback as possible.  A machine with a 
programmed payback rate of 99% is preferable to one with a 
payback rate of 98%, which offers a better chance of winning than 
an 90% machine, and so on.  Since the casinos do not post 
payback rates on the front of individual machines, we have to try 
to find the best machines using round about ways.  That is why we 
only want to play on legal slots in casinos, for instance, as we 
know that these machines offer better payback rates on the 
average. 
 
 Another important determining factor on how high the 
payback rate is the size of coins or tokens accepted by the 
machine.  There is no question that the highest paying slots are 
five-dollar or higher machines, and the lowest paying slots are 
nickel or penny machines.  In between, we find machines 
accepting quarters, half-dollars and dollars.   
 
 From a casino's viewpoint, it makes sense to offer higher 
payback rates for machines accepting larger denominations of 
coins.  It costs the casino just as much to offer the space and 
service a nickel machine as it does a five dollar machine.  Since 
the nickel machine is going to receive fewer total dollars in play 
per day than a five-dollar machine, on the average, the casino feels 
justified in collecting more per play to increase its profit rate. 
 
 The most competitive machines in just about every casino 
are quarter machines, because they receive the most play.  While 
the average quarter machine does not have the same payback rate 
as a five-dollar or even a dollar machine, because of competition, 
these machines offer decent payout rates. 
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Rule 4.  Only play on slot machines accepting quarters or 
higher.  Penny and nickel machines usually have paybacks 
that are too low to offer any real chance of winning. 

 
 Competition for players is probably the number one factor 
which will force casinos to offer higher paybacks on their slot 
machines.  There are several ways of determining how 
competitive the casino is on slot payouts.   
 
 The most obvious one is to pay attention to the casino's 
advertising.  For some time, the Stratosphere Casino in Las Vegas 
has been advertising its high slot paybacks.  It is obviously trying 
to attract slot players and is willing to offer the higher paybacks to 
do so.  
 
 Another way to "size up" a casino is to see how actively it 
is promoting its slots club.  If the slots club is actively promoted, 
that is one more clue that the casino is catering to slots players.  If 
the casino is silent about its slots club or doesn't even offer one, 
then this is a sign that it does not cater to slots players, and its 
paybacks may not be competitive. 
 
 Assuming that there is some competition in the immediate 
vicinity, the level of activity given the casino's slot machines is 
another important clue as to the payback rates.  If players have the 
choice of several casinos within walking or short driving  
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distances, then the casino with the largest number of slot players 
will probably offer the best payouts. 
 
 Like something a little more objective?  Most casinos 
offering slot machines also offer video poker.   And it is possible 
to determine the payout rate on a video poker machine simply by 
looking at the version of the game and the payouts displayed on 
the front of the machine.  Most casinos which offer decent 
paybacks for video poker also offer competitive paybacks for slot 
machines.  Conversely, if the casino's video poker machine are 
uncompetitive, then its slot machines are likely to be also. 
 
 Here's what you look for.  Look for the video poker 
machines which pay on pairs of Jacks or Better.  These machines 
do not offer wild cards and offer paybacks on all of the standard 
poker hands, such as pairs, two pairs, three of a kind, straights, 
flushes and so on.  Look for the paybacks for Full Houses and 
Flushes.  If the payback is 9 for 1 for a Full House and 6 for 1 for 
a Flush, then you have found one of the higher paying versions of 
Jacks or Better.   
 
 If these paybacks are reduced to 8 for 1 and 5 for 1, (a more 
common version) then you have a middle-paying version of the 
game.  If the payback is down to 6 for 1 for a Full House and 5 for 
1 for a Flush, then the version is one of the lower paying versions 
of Jacks or Better video poker.   
 
 The paybacks offered on Jacks or Better video poker 
correlates very highly with the paybacks offered on slot machines.  
The better the paybacks offered for video poker, the better the slot 
machines paybacks are likely to be. 
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Rule 5.  Only play in casinos that cater to slots players.  
Look for casinos advertising for slot players, with active slot 
clubs.  In areas with several casinos, generally the casino(s) 
with the most slot players offers the best payouts.  An 
objective way to compare the slot payback rate is to look for 
the payout rate on Jacks or Better video poker machines.  If 
the payback rate is 9 for 1 for a Full House and 6 for 1 for a 
Flush, then the casino is almost guaranteed to offer high 
payback slots. 

 
 Once you have found the "right casino," the location of the 
slot machine in the casino should be considered.  Everyone who 
has ever played a slot machine seems to have a different opinion 
about where the best slots are located in a casino.    
 
 Objective studies comparing the average paybacks on slots 
located in different areas of casinos found that the visibility of a 
slot machine to other slot players is the most important factor in 
determining whether a particular machine is set with a high, 
medium or low payback rate.   
 
 In most casinos, machines on elevated carrousels with 
advertised high paybacks offer excellent prospects of finding a 
higher paying slot. 
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 Slot machines that are highly visible on "islands" where 
two slot aisles cross often offer good opportunities of finding 
higher paying slot machines. 
 
 Slot machines near coffee shops and near change booths 
are highly visible to slot players and usually contain some of the 
casino's higher paying slot machines. 
 
 Slot machines to avoid are those near table games such as 
blackjack, roulette or craps.   The casino is not seeking to lure 
table players to the slot machines and does not "waste" its higher 
paying slots on areas serving table game players.   
 
 Likewise, slot machines on major aisles, such as those 
serving elevators and where show lines form, usually do not 
contain the slots with higher payoffs.  Also avoid slots adjacent to 
sports books. 
 

Rule 6.  Look for the best locations in any casino.  Slots on 
elevated carrousels with advertised high paybacks, on 
"islands" visible to two or more slot aisles, near coffee shops 
and change booths are more likely to have higher payback 
rates.  Slots near table games, sports books, show and ticket 
lines and on major "access" aisles are more likely to have 
lower paying slot machines. 

 
 
 Many players like the idea of hitting major jackpots and 
like to play jackpot machines.  They don't realize that most jackpot  
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machines create the larger jackpots by shortchanging the ordinary 
payoffs and using this amount to fund the jackpots.  Consequently, 
most jackpot machines will take your money more quickly than 
other slots because the "bread and butter" frequent jackpots are 
reduced.  Unless you hit the jackpot, you are not likely to make 
any money playing a jackpot slot machine. 
 
 Some players like to play two adjacent slot machines.  We 
do not recommend this sort of play.  First, it is more difficult to 
manage your money with coins being dumped into two machines.  
Secondly, casinos very rarely place two decent paying machines 
side by side.  The chances are, if one of the machines you are 
playing offers a decent payback, the other machine will not and 
will cost you a lot by playing it. 
 

Rule 7.  Do not play progressive or "jackpot" machines with 
the expectation of winning.  Also do not play two adjacent 
machines simultaneously, as the chances are that at least one 
of the machines will be programmed for a lower payback. 

 
 
 Power players do not play slot machines randomly or 
haphazardly.  By playing the better slots and controlling their play, 
they significantly increase their chances of winning.   
 
 Power players tend to test the water on several slot 
machines before playing long on any machine.  They look for 
short term winning trends which they can exploit, and then they 
run (power players can move pretty fast when they need to) for the 
exit with their winnings.  We'll see exactly how power players 
play and win in the next chapter. 
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Rule 8.  The best way to play slot machines is to use a 
controlled approach which dumps losing machines quickly 
and rides winning machines until the winning trend ends. 
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3 

 
 
 
 
 

 Winning at Slots 
 
      
 If you like to play slot machines mindlessly for hours on 
end, you will not like the Power Gambling approach to playing 
slots.  Power players can spend hours on a winning slot machine, 
but run like uninformed gamblers from any machine that doesn't 
promptly offer winnings.   Power players often quit playing slot 
machines after just a few minutes, having either locked up a 
reasonable profit or lost a fairly low amount and decided to leave 
the slots alone. 
 
 Successful Power players learn several casino games.  If 
the slot machines are not producing, they will move on to video 
poker or roulette.  Power players view slots as a great opportunity 
to rack up quick profits, but recognize that to continue to play slots 
for hours straight, without any regard for profits, is to play the 
game the way the casinos want you to, which is almost always a 
losing strategy. 
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 Power players recognize that to play slots correctly you 
need an adequate bankroll.  It should be large enough to do the 
job, but not so large that a large amount of money is risked on 
slots.  A reasonable bankroll for slot play is the amount of cash 
which will convert into 400 coins or tokens.  For quarter slots, this 
means $100.  A dollar player will need to bring $400 and a $5 
player, needs $2,000 for slots play. 
 
 Because slots players fight an uphill battle in beating the 
machines, most Power gamblers only play quarter slots and use 
$100 as their slots bankroll. 
 

Rule 1.  The bankroll for slots play should be large enough 
to buy 400 coins.  Most Power gamblers stick with quarter 
machines and bring $100 for slots play. 

 
 Power gamblers use all of the rules presented in the 
previous chapter to find the best slot machines.  For example, if 
the slot machines are low payers in a particular casino, a Power 
gambler will not play slots in that establishment.   
 
 Even using all of the special slot rules does not guarantee a 
winning slot machine.  That's why Power gamblers like to divide 
their bankroll into at least ten smaller bankrolls.  This gives them 
ten shots at beating the slot machines while never risking more 
than 1/10 of their bankroll at any time.  With a $100 bankroll, each 
session bankroll becomes a $10 bankroll, which buys 40 quarters. 
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 The goal for each session bankroll is to win as much as 
possible with it, while knowing that the worst thing that could 
happen would be to lose $10.  This approach puts a great deal of 
control on the player's side, while limiting the casino's ability to 
win large amounts in any short time period.  Power gamblers 
know that one of the greatest risks in casino gambling is losing a 
large amount of money in just a few minutes.   With the session 
approach, this risk is eliminated because the amount of money at 
risk is always only a part of the total bankroll. 
 

Rule 2.  The bankroll for slots play will be divided into ten 
smaller bankrolls for session play.  This limits the risk of 
any single session ever costing the entire bankroll. 

 
 
 When beginning slot play, a Power gambler will first pick 
out five likely looking slot machines.  They must be of the right 
denomination, and should accept up to five coins.   
 
 If five coin machines aren't available, the next choice will 
be three coin multipliers.  Two coin machines will be played only 
as a last resort.   
 
 The Power player will carefully review the locations within 
the casino of each of the machines.  Each should be a desirable 
machine using the rule for picking machines in a casino.  After 
picking out the machines, the fun starts. 
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 The Power player will take out one session bankroll (40 
coins) and play eight coins in each of the five slot machines picked 
out.  He will keep track of the results of play on each machine.  
Let's assume he had the following results: 
 
 

 
No. 

Amount 
Played 

 
Amount Returned 

 
Won or Lost 

1 8 6 -2 

2 8 2 -6 

3 8 10 +2 

4 8 7 -1 

5 8 15 +7 

 
 
 This is a test to determine which machine seems to be 
paying off more frequently.  To conduct this test, you will play 
eight coins, one at a time, in each machine and then write down 
the number of coins returned to you.  In the example test, 
machines 3 and 5 both produced positive results, but machine 5 
looked more promising.   
 
 Any machine which doesn't return at least 7 coins is 
automatically eliminated, even if this means that no machines 
qualify.  A machine must return at least 10 coins to qualify as a 
contender for additional play.  If no machines qualify, you may try 
the test one more time, eliminating the two worst machines and 
picking two new ones to include in the test.  If no machines meet 
the benchmark after the second test, then you will not play slots in 
this casino. 
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Rule 3.  A session bankroll of 40 coins will be divided into 
five "mini-sessions" of eight coins each.  These mini-
sessions will be played through five different slot machines, 
one coin at a time.  If any machine returns at least 10 coins, 
then that machines qualifies for additional play.  Any 
machine which doesn't return at least 7 coins is eliminated.  
If no machine qualifies, one more test can be conducted, 
eliminating the two worst machines and retesting the three 
best machines plus two new ones.  If no machines qualify in 
this round of tests, then you will not play slots in this casino. 

 
 
 Let's follow through on our example.  We return to 
machine 5 which returned 15 coins on the test run.  We will now 
use an entire session of 40 coins on this machine.  However, we 
will start playing the machine one coin at a time.   
 
 After any win, we will start increasing our wagers until we 
have another win.  If no win occurs, we will drop back to a one-
coin wager after making a predetermined series of increased 
wagers following a win. 
 
 Here's how this system would work on a five-coin 
multiplier slot machine.  We wait for a win, while making one-
coin plays.   
 
 After a win, we will increase our wagers for the next five 
plays as follows:  2 2 3 4 5, where each number represents the 
number of coins played.  We will use a different series for three- 
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coin and two-coin machines.  If we have a win with one of these 
increased wagers, we will immediately drop our next bet back to 
one-coin.   
 
 If we lose all five of these increased wagers, we will either 
drop back to betting one coin or quit playing the machine.  Table 1 
shows the results of ten plays using this method. 
 
 We start with our minimum bet of one coin.  The first play 
loses, so we again make a one coin wager for the second play.  
The second play also loses, so we continue with a one coin wager 
for the third play.   
 
 Play 3 produces a win of 6 coins so we increase our wager 
on the next play.  On Play 4, we wager two coins and lose.    
 
 For Play 5, we continue our betting sequence and again 
wager two coins.  Since this wager also loses, we raise our wager 
to three coins for Play 6 which produces a win of 9 coins.  Since 
this win occurred during our betting sequence, we drop the next 
bet all the way back to one coin.   
 
 The one coin bet on Play 7 wins so we start a new betting 
sequence, wagering two coins on Play 8.  This play loses so we 
continue our betting sequence and bet two coins on Play 9.  We 
have a win on Play 9.  We drop back to our minimum bet of one 
coin for Play 10. 
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 Table 1.  Power Gambling Slots System in Action 
 
 
Play 

Wager 
in 
Coins 

Payoff 
in 
Coins 

 
Comments 

1 1 0 Continue with minimum bet 

2 1 0 Continue with minimum bet 

3 1 6 Following win, start betting series 

4 2 0 No win, continue betting series 

5 2 0 No win, continue betting series 

6 3 9 Win!  Reduce next wager to 1 coin 

7 1 2 Win!  Start new betting series 

8 2 0 No win, continue betting series 

9 2 8 Win!  Reduce next wager to 1 coin 

10 1 0 No win, continue with minimum bet 

Total 16 25 Net win = 9 coins 

 
 
 We can see that with the Power Gambling method of play, 
we only increase our wagers after a winning play, and then for 
only a maximum of five plays.   
 
 What would we do if there were no wins at all during the 
five plays where our bets were increased?  This depends on how 
the slot machine has performed previously.  If this is our first  
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attempt at catching a win with an increased bet and there is no 
win, we should quit playing this slot.   
 
 If we have previously caught wins during the betting series 
on this machine, then we should reduce our wager back to one 
coin and see if we have another win in the next three plays.  If we 
catch another win, we can attempt another betting series.  If no 
wins occur in the next three plays, then we will quit playing this 
slot machine. 
 

Rule 4.  We will begin playing on a selected machine, 
betting only one coin per play.  We will increase our wagers 
following a win, with a betting series used for the next five 
plays.  If we catch another win, we will resume betting only 
one coin.   

If we do not catch a win during the five plays of the betting 
series, we shall quit playing this machine if we have failed to 
catch a win on our first attempt.   

If we have previously been successful at catching a win 
during a betting series at least one time on this machine, we 
will give the machine three more plays in which to catch a 
win, before quitting. 

  
 
 Several different betting sequences can be used following 
winning plays, dependent on the number of coins accepted by the 
slot machine.  Here are some of the betting series which can be 
used: 
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2-coin machine 1 1 2 2 2 

2-coin machine 1 2 2 2 2 

3-coin machine 1 2 2 3 3 

3-coin machine 1 2 2 2 3 

5-coin machine 1 2 3 4 5 

5-coin machine 1 2 2 3 4 

5-coin machine 2 2 3 3 4 

5-coin machine 2 3 4 4 5 

5-coin machine 2 3 3 3 4 

 
 You can see that this method of increasing bets following a 
win gives us a good opportunity of catching a series of winning 
bets with larger amounts of money wagered during the wins.   
 
 What we do after a large win or a steady number of smaller 
wins is critical to our success at beating the slot machines. 
 
 Anytime we have a larger win, we want to count our coins 
and see how we are doing.  A larger win is any win totaling ten 
coins or more.  If we don't have any wins which qualify, we will 
count our coins after we have inserted all of our session money 
one time.  This is called a "round" of play. 
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 If, after counting our coins, we find that we are up ten or 
more coins, we will remove enough coins from play to reduce our 
session money back to 25 coins.  The money removed from play is 
"locked up" and will not be used for gambling again on this 
particular gaming excursion. 
 
 Let's recap this rule.  If we start with 40 coins, then anytime 
we have more then 50 coins after a round of play, we will lock up 
enough coins to reduce our bankroll to 25 coins.   If we count our 
session bankroll after a large win and we are up at least ten coins, 
we will do the same thing.  In either case, we will continue to play 
with the reduced session bankroll and lock up all coins in excess 
of 25 coins. 
 
 After we have locked up our excess coins, we will continue 
to play the slot unless we encounter a period of eight consecutive 
losing plays or lose a betting sequence following a winning bet.  If 
either of these events occurs, we will quit playing the machine. 
 
 Anytime we complete a round of play on a machine or hit a 
larger payoff, we will count our coins and lock up any coins 
greater than 25 coins.  Anytime we complete a round with fewer 
than 15 coins will signal us that it is time to quit. 
 
It is important to always put a cap on losses.  The general rule for 
losses is that we will quit playing a machine if we lose eight plays 
in a row, lose the first attempted betting sequence, or lose ten or 
more coins in a round of play. 
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Rule 5.  Following large wins or the completion of a round 
of play, we will count coins.  Anytime we have won more 
than ten coins, we will reduce our session bankroll to 25 
coins and continue playing.  All coins in excess of 25 coins 
will be locked up and removed from play.  After any 
additional large wins or the completion of a round of play, 
we will count our coins and remove any coins in excess of 
25 from play.  Any time we lose eight consecutive plays, 
lose a betting sequence or loose ten or more coins in a round 
of play will cause us to cease playing the slot machine. 

 
 
  
 

Rule 6.  The general rule for losses is to quit playing 
immediately after losing eight plays in row, the first 
attempted betting sequence, or ten or more coins in a round 
of play. 

 
 
 This Power Gambling method of playing slot machines can 
produce large wins in just a few minutes.  It can also signal the 
end of a slot session in just a short time period.  When Rule 6 
signals that a session is over, you can do one of several things.   
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 If the original test of five machines produced two winners 
and the second machine is still available, then you may want to 
play on it.  If there were no other machines qualifying for play, or 
if any other machines, which qualify, are now taken, then you may 
want to perform another test to find a likely machine. 
 
 A critical element in playing slots is to not let the house 
edge gradually take your bankroll.  The rules for locking up profits 
are critical as well as the rules for quitting after losses.  When you 
use the Power Gambling system of playing slots, you have to be 
prepared to move on to another game after locking up a good win, 
or hitting the limit of allowable losses.   
 
          Either situation requires that you cease playing slots for a 
while.  If you want to continue gambling, you may want to move 
from slots play to video poker, which is a logical progression.  In 
the next two chapters you will learn exactly how the Power 
players play and win at video poker. 
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4 
 
 
 
 
 

 Playing Video Poker 
 
      
 Power players like to play the five-card draw version of 
video poker.  This game comes in many varieties, and the Power 
players have a favorite version of the game, which is common, and 
which offers, with correct play, the chance to play at an advantage 
over the casino.  Because this game is so favorable to the player, 
many Power players only play regular slots for very short intervals 
before returning to their favorite version of video poker. 
 
 Video poker is basically a machine version of the poker 
card game, with payoffs made at different amounts for different 
hands.  With video poker, the more difficult a hand is to make, the 
higher the payoff for making the hand.  Thus, a straight flush 
always has a higher payoff than a full house because it is more 
difficult to make a straight flush. 
 
 Table 2 reviews the basic poker hands found in video 
poker.  In the draw version of the game, the player inserts his  
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coins into the machine which then deals five cards, displayed on 
the video screen.  The player uses buttons to hold or discard 
anywhere from no cards to all five cards, then receives cards to 
replace the ones discarded.  The final hand determines whether 
there is a payoff to the player. 
 

Rule 1.  Learn the rankings of poker hands.  These hands are 
summarized in Table 2. 

 
 
 Table 2.  Rank of Video Poker Hands 

 
Hand 

 
Description of Hand 

Example  
of Hand 

Royal Flush The top five cards, all of the 
same suit 

T♥ J♥ Q♥ K♥ A♥  

Straight 
Flush 

Any five cards, in sequence 
and of the same suit 

9♥ T♥ J♥ Q♥ K♥  

4 of a Kind Four matching cards 3♥ 3♦ 3♣3♠  

Full House Three matching cards plus a 
pair 

7♥ 7♣7♠ 3♦ 3♠  

Flush Five cards of the same suit 2♥ 4♥ 7♥ 9♥ K♥  

Straight Five cards in sequential 
order, but not of the same 
suit 

3♥ 4♦ 5♣6♠ 7♥  

3 of a Kind Three matching cards 5♦ 5♥ 5♠  

Two Pairs Two pairs of matching cards 6♥ 6♦ 8♣8♠  

Pair A Pair of matching cards 4♦ 4♠  

No Pair 
Hand 

A hand with no pairs or other 
poker hands 

2♥ 4♣7♠ 9♣A♥  
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Abbreviations used in the preceding table are:  Ace = A, King = K, 
Queen = Q, Jack = J, Ten = T. 

___________ 
 
 
 There are several differences in how video poker is played 
as compared to card poker.   The first thing to learn for video 
poker is never to hold a card as a "kicker."  A kicker is usually a 
high valued card, such as an Ace, which adds no value to the hand, 
but which the player decides to hold anyway.  Many times, in card 
poker, a kicker is held to confuse the other players.  In video 
poker, there are no other players, and holding a kicker will only 
hurt your chances of completing a winning hand. 
 
 

Rule 2.  In video poker, we never hold a "kicker" because 
there are no opponents other than the machine.  Holding 
kickers always reduces our chances of drawing a winning 
hand, which is the object of the game. 

 
 Many players underestimate the difficulty of making 
straights and straight flushes.  The difficulty of completing these 
hands is dependent on the number of ways that the hand can be 
made. 
 
 Assume that we draw a hand of 3♥ 4♣5♦ 6♥ 9♣ .  If we 
discard the 9 we have a 4 card potential straight, which we will 
call a 4 Card Straight.  We can make this hand by drawing either a 
2, for a hand of 2 3 4 5 6 (there is no reason to show the suits as  
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they are irrelevant in completing a straight), or a 7 for a 3 4 5 6 7.  
Because we have two ways of making this hand, it is called "open 
ended" or an "outside" straight. 
 
 If we had been dealt a hand of 3 4 6 7 9 and discarded the 
9, we could make a straight only by drawing a 5.   Because there is 
only one way to complete this 4 Card Straight, it is called a 
"closed" or "inside" straight.   
 
 With three and four card straights and straight flushes, we 
can run into situations with several gaps in a potential hand.  
Consider how we classify each of the following hands: 
 

3♥ 4♥ 5♥ 6♥  _   4 Card Straight Flush (Outside)  

3♥ 4♥ 6♥ 7♥  _   4 Card Straight Flush (Inside)  

3♥ 4♥ 5♥ 8♥  _   4 Card Straight Flush (Double Inside)  

 
 The version the Power gamblers like to play is called 
Deuces Wild.  In this version of video poker you will draw to 3 
Card Straight Flushes (Double Inside) and 4 Card Straights 
(Inside). 
 
 

Rule 3.  Learn to recognize potential straights and straight 
flushes which are classified as Outside, Inside and Double 
Inside, for these hands are playable in versions of video 
poker using wild cards. 
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 Many times in video poker there are several ways that any 
five cards can be played.  How these cards are played can have a 
great deal to do with how well you do in the game.  Say we are 
dealt a hand of 5♥ 6♥ 7♥ 8♣8♠ .  We can play this hand three 
different ways: 
 
1.  Discard the 5, 6 7 and keep the 8 8 as a Low Pair. 
2.  Discard the 8♠  and keep the 5 6 7 8 as a 4 Card Straight. 
3.  Discard 8, 8  and keep the 5♥ 6♥ 7♥  as a 3 Card Straight Flush. 
 
 For each version of video poker, there is only one right 
answer as to how to play this hand.  Using a complex calculation, 
we can compute the value of each hand in terms of the dollar value 
of the expected payoff by playing the hand a certain way.   
 
 This is done by computing the value of each different draw 
option, multiplying the frequency of each hand times its possible 
value and comparing these values with the total number of draws.  
It is not important to understand these calculations.   
 
 Using computers, these calculations are done easily.  What 
is important is to understand the concept of the relative values of 
different hands which are called expected values.   If we look at 
the options for playing the hand of 5♥ 6♥ 7♥ 8♣8♠ , we can easily 
reach a decision comparing the expected values of the different 
options. 
 
 Assuming we are playing this hand in the Jacks or Better 
version of video poker, we would have: 
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Hand Expected Value 
Keep Low Pair (8 8) $.82 
Keep 4 Card Straight (5 6 7 8) .68 
Keep 3 Card Straight (5♥ 6♥ 7♥ ) .58 
 
 
 Our answer on how to play this hand is easy once we know 
the expected values of the hands.  We always play the hand with 
the highest expected value, in this case, the Low Pair. 
 

Rule 4.  Each version of video poker can have all of its 
possible hands ranked by the expected value of each hand.  
When there is a question as to how to play a hand, always 
play the hand with the highest expected value. 
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 Winning at Video Poker 
 
      
 The Power gamblers favorite version of video poker is 
Deuces Wild video poker.  This high paying version, which is 
found all over Nevada pays back 100.76% with correct play!  
When you play this version of video poker, you are favored to win 
money. 
 
 There are many versions of Deuces Wild video poker 
around, and it is important to look for the high paying versions.  
As with all video poker games, the payoffs are displayed on the 
front of the machine.   
 
 The most critical payoff to look for is the 5 for 1 payoff for 
a 4 of a Kind hand.  Inferior machines will reduce this payoff to 4 
for 1 which reduces the payback of the game by almost 6%.  This 
is too much to give up, and Power gamblers will not play this 
version of the game. 
 
 Two other paybacks, which are commonly reduced, are the 
paybacks for Wild Royal Flushes, which may drop as low as 20  
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(the full pay version is 25), and the payback for 5 of a Kind, which 
may be reduced from 15 to 12.  Either reduction will cost you 
about .9% in the overall payback, which is tolerable and 
playable. 
 
 

Rule 1.  Only play the version of Deuces Wild with a 
payback of 5 for 1 (with one coin played) on a 4 of a Kind 
hand.  (Refer to Table 3 for the best payoffs.) 

 
 Deuces Wild uses 52 cards and each of the four twos, 
called deuces is a wild card, which can be used to complete any 
hand.  Because of the use of wild cards, new poker hands appear 
in this version of poker.      
 
 A Natural Royal Flush is a Royal Flush made without using 
any deuces, and it is still the top hand.  The next higher hand is 
now Four Deuces.  A Wild Royal Flush is a Royal Flush made 
using deuces as wild cards, and it pays much less than a Natural 
Royal Flush.  Five of a Kind is any combination of deuces and 
other cards to create the Five of a Kind formation. 
 
The lowest hand with a payback of any kind is Three of a Kind, 
which is a push (the amount of the wager is returned).  Nothing is 
paid for Two Pairs or a High Pair in Deuces Wild. 
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 Table 3.  Deuces Wild Pay Schedule 
 

 
 
Hand 

Payoff  
in 
Coins 

 
 
Comments 

Natural Royal 
Flush 

800 Shown as 4,000 coins for 5 coins 
played 

4 Deuces 200  

Wild Royal Flush  25 Critical Number — Do not 
accept lower than 20 

5 of a Kind  15 Critical Number — Do not 
accept lower than 12 

Straight Flush   9  

4 of a Kind   5 Most Critical Number — Do not 
accept lower than 5 

Full House   3  

Flush   2  

Straight   2  

3 of a Kind   1  
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 The most important aspect of playing the game correctly is 
to first notice the number of deuces in your hand.  Any deuces in a 
hand are never discarded as these cards are wild and can be used 
to complete any other hand. 
 
 The only single cards ever kept in Deuces Wild are deuces.  
You will never keep a single high card as you might in other 
versions of video poker. 
 
 With Deuces in a hand, you may discard some "made 
hands."  A made hand is one which is an automatic winner without 
changing any cards.  However, the correct strategy may be to 
break up this hand when you hold deuces.   
 
 The only two cards ever held in Deuces Wild, other than 
deuces, are a Pair or a 2 Card Royal Flush.  The only 3 card hands 
ever held are 3 of a Kind hands, 3 Card Royal Flushes and 3 Card 
Straight Flushes.  You will never hold just one card with one, two, 
three or four deuces. 
 

Rule 2.  The number of deuces in a hand determines how 
every hand is played.  Deuces are the only single cards ever 
kept in Deuces Wild.  Even some made hands will be 
discarded with deuces in the hand, and it is important to 
learn these variations. 
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 Table 4 shows the rules for playing Deuces Wild.  The 
rankings for cards (based on expected values) are shown in each 
section of the table by the order in which the hands are listed.  For 
example, if you are dealt one deuce in a hand, a 4 Card Straight 
Flush is ranked higher than a 3 Card Royal Flush. 
 
 Here are some examples of how different hands will be 
played, using the rules in Table 4. 
 
1. You are dealt 2 2 2 2 A.  Why not discard the Ace?  Why 

discard anything?  Four deuces is the highest hand other than a 
Natural Royal Flush.  There is no way you can improve the 
hand by discarding the Ace, but you could make a mistake and 
discard a deuce.  When you receive four deuces just enjoy the 
win. 

 
2. You are dealt A♥ K♥ 5♣7♦ 9♠ .  Your first impulse will be to 

keep the A♥ K♥  as a 2 Card Royal Flush.  But the correct 
answer is to discard all five cards.  We never keep Ace high 2 
Card Royal Flushes. 

 
 
3. You are dealt 2 2 5♥ 8♥ T♥ , a made flush!  Check the hands in 

Table 4 for 2 deuces.  There are no flushes listed there.  The 
correct strategy is to discard all cards except for the two 
deuces.  With two deuces you are guaranteed at least 3 of a 
Kind with many more possible winning hands. 
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4. You are dealt 5 5 6 6 9, Two Pairs.  What do you do?  There is 

no payoff in Deuces Wild for Two Pairs, so keep one pair and 
discard the other.  Keeping only one pair gives you a better 
chance of drawing 3 of a Kind, 4 of a Kind, a Full House or 
another winning hand. 

 
5. You draw a 3♣8♥ 9♦ J♥ Q♥ .  Do you keep the 2 Card Royal 

Flush (J Q) or go for the 4 Card Straight (Inside) of 8 9 _  J Q?  
With no deuces in a hand, a 4 Card Straight is ranked higher 
than a 2 Card Royal Flush.  Discard the 3 and go for the 4 Card 
Straight. 

 
6. You draw a 2 2 6♥ 7♦ 8♠ , a made straight.  Do you keep all 

five cards?  Nope.  Look at Table 4 for hands with two deuces.  
Straights are not listed there.  The correct answer is to discard 
all cards except for the deuces. 
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 Table 4.  Rules for Deuces Wild Video Poker 
 

# of 
Deuces 

 
Only keep Deuces except — 

4 Hold all 5 cards 

3 Any Wild Royal Flush 
Any 5 of a Kind hand 

2 Any Wild Royal Flush 
Any 5 of a Kind 
Any Straight Flush 
Any 4 of a Kind 
Any 4 Card Royal Flush 

1 Any made hand, except break 3 of a Kind, a 
Straight or a Flush to go for a 4 Card Royal Flush 
or a 4 card Straight Flush (Outside) 
Any 4 Card Straight Flush 
Any 3 Card Royal Flush 

0 Any made hand 
Any 4 Card Straight Flush (Outside or Inside) 
Any 3 Card Royal Flush 
Any Pair (If dealt Two Pairs, keep either but not 
both) 
Any 4 Card Straight (Outside) or 4 Card Flush 
Any 3 Card Straight Flush (Outside, Inside, 
Double Inside) 
Any 4 Card Straight (Inside) 
Any 2 Card Royal Flush, except Ace high 
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 It is critical that you learn to play hands correctly in Deuces 
Wild.  With the rules I have given you, you will outplay 95% of 
all video poker players, and you will have the chance to beat the 
casinos. 
 

Rule 3.  Learn the playing strategies shown in Table 4.  
Practice with a deck of card until you can play this strategy 
flawlessly. 

 
 While Table 4 summarizes how you will play different 
hands dealt you at Deuces Wild video poker, you still have to 
learn how to bet in this game. 
 
 The easiest betting system to use is to modify the one used 
for playing slot machines.  In fact, you will use an almost identical 
betting strategy for video poker which will make it easier when 
you switch from slots to Deuces Wild video poker. 
 
 The bankroll for video poker should be large enough to 
convert into 400 coins or tokens.  For quarter video poker, this 
means $100.  A dollar player will need to bring $400 and a $5 
player needs $2,000. 
 
 The most common version of Deuces Wild which offers 
the best payoffs accept quarters.  Most Power gamblers only play 
the quarter version of Deuces Wild and use a bankroll of $100. 
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Rule 4.  The bankroll for Deuces Wild video poker needs to 
be large enough to buy 400 coins or tokens.  With the 
quarter version of Deuces Wild, this works out to $100 for 
video poker play. 

 
 There is no reason to test video poker machines as is done 
with slot machines.  If you find the high paying version of Deuces 
Wild video poker, you have eliminated the need for testing to find 
a machine paying frequently.   
 
 You know that this machine has been programmed to 
payout over 100% of the coins inserted so long as you use the 
correct playing strategy as shown in Table 4. 
 
 However, you will still need to divide your bankroll into 
ten, or at least five smaller bankrolls.  You will use between 40 
and 80 coins on a particular video poker machine at a time.  You 
will do this to limit the amount you can lose on a given machine.   
 
 Even though the high pay version of Deuces Wild is a net 
winner, it can still have lengthy losing streaks, and you don't want 
to risk your entire video poker bankroll on one machine in one 
session which turns out to be a loser! 
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Rule 5.  Divide your bankroll into at least five or ten smaller 
bankrolls for session play.  Each session bankroll will be 
between 40 and 80 coins and will be used for play on a 
video poker machine. 

 
 With a bankroll for a single session ready for play (lets say 
we decided to use a session bankroll of 40 coins), we start playing 
the video poker machine one coin at a time.  We will continue to 
play, inserting only one coin at a time until we have a winning 
wager.     
 
 Please note that a 3 of a Kind hand is not a winning wager, 
it is a push, where the amount bet is returned.   Do not count a 
push as a winning wager, but wait until a straight or a higher hand 
is made.  After this winning hand, start increasing the amount of 
your wagers using the following betting sequence:  2 2 2 3 3 4 4 5. 
 
 If you lose this betting series, that is, wager all eight bets 
without a single win, stop playing on this machine.  You have lost 
this session.  Take your remaining coins and set them aside.  They 
will not be used for gambling again on this trip.   
 
 You are not finished playing video poker, as you have 
additional session bankrolls set aside for this purpose.  In fact, you 
may want to play the same machine at a later time.  But for now, 
you will pull off the machine and accept a loss. 
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 On a happier note, what do you do after a winning wager?  
After a win, you immediately resume making one coin wagers and 
wait for another win to begin a new betting sequence. 
 
 

Rule 6.  Play only one coin at a time until you have a win 
(not a push).  With a win, begin betting the following series 
of bets:  2 2 2 3 3 4 4 5.  Following a win in this series, 
resume wagering one coin at a time.  If the entire series of 
wagers is made with no wins, stop this session. 

 
 After all of the coins from a session have been played and 
all of the credits on the machine played off, you will need to check 
the size of the session bankroll.  If you have lost too much money 
in this "round" of play, then you will take a break.   
 
 If you have made enough money to hit your target win 
goal, you will make some special moves to lock up some of your 
winnings. 
 
 If, after a round of play, you have lost one-half or more of 
your session money consider the session a loss and quit playing.  
For a 40-coin session, a 20-coin or greater loss would conclude the 
session. 
 
 If you have won at least ten coins above your session 
bankroll, set aside all coins in excess of 25 coins.  The money 
removed from play is "locked up" and will not be used again for 
gambling on this trip. 
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 After locking up the excess coins, you may continue to 
play.  After each round, a round consisting of inserting all 25 coins 
through the machine and playing off any credits built up during 
the round, you will again count your coins.  Any coins above 25 
coins will be locked up after each round.  If you have a round with 
15 or fewer coins left, then it is time to quit playing this machine. 
  

Rule 7.  Count coins after completing a round of play.  If the 
winnings for the round are at least ten coins, lock up all 
coins in excess of 25 coins.  Continue to play with 25 coins, 
stopping at the end of each round to lock up any coins 
greater than 25 coins.  If the coins left after a round of play 
are 15 or fewer, quit playing and lock up all remaining coins. 

 
 
 There is no doubt that some excellent profits can be made 
at the video poker game.  The Power Gambling style of play 
allows for maximum wins while minimizing losses.   
 
 We're going to leave the machines for a while and move on 
to the most popular table game in the world.  Blackjack?  Nope.  
Craps?  Nope.  It's roulette.  While this game runs a distant third in 
popularity in this country, behind the other table games of 
blackjack and roulette, overseas roulette is king.  It is by far the 
oldest of the three table games and may be the most beatable.   
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 We will learn about roulette in the next chapter and about 
how to beat the game in the chapter which follows.  Hold on to 
your chips.   It is about to get interesting! 
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6 

 
 
 
 
 

 Playing Roulette 
 
 
 
 Roulette is easy to play, and a wide variety of wagers can 
be made.  The American version is fairly fast with the dealer 
spinning the wheel from 80 to 110 times per hour. 
 
 The French version of the game is more leisurely with only 
30 or 40 spins per hour. 
 
 The bets are basically the same in the French and American 
versions of the game, with the principal difference being that the 
American wheel has both a zero and a double zero on it. 
 
 The French wheel has numbers 1 to 36 plus a zero.  It is the 
zero that accounts for the house edge of 2.70%.  This percentage is 
cut in half on the even-money wagers in European casinos, where 
these bets are placed en prison when a zero shows up.  They 
remain on the table "in prison" until the next spin.  



 

The Power Gambling Strategy                   © 2009 Silverthorne Publications Inc. 
 

52

 
 For even-money wagers that win, the bets are returned; for 
those that lose, the casino takes the wager.  A second option is also 
offered, that of le partage (sharing).  With this option, when a zero 
comes up, a player with an even-money bet keeps half his wager 
and gives up half.  In Britain, no choice is offered; only le partage 
is allowed. 
 
 With the en prison and le partage rules in force, the house 
edge is reduced to about 1.38% for even-money wagers. 
 
 The American wheel, with the addition of the double zero, 
offers the same payoffs on wagers, but the extra zero increases the 
house edge to 5.26%.  When a zero or double zero occurs, all 
wagers lose, including all even-money bets. 
 

Rule 1.  Given a choice, always play the single zero version 
of roulette. 

 
 The game is played with a wheel containing 37 numbers in 
the European version (1-36 plus zero) and 38 numbers in the 
United States version (1-36 plus zero and double-zero).  The 
numbers are printed on spaces marked on a wheel and separated 
by metal dividers called frets.  The numbers do not run 
consecutively and there are different layouts for the French and 
American wheels. 
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          Wagers are made by placing chips in various positions on 
the table.  The American tables are much smaller than the French 
ones, and the players can usually reach the portion of the layout on 
which they wish to wager and therefore place their own wagers.  
In the French version, the table is much larger, and the croupiers 
use a rake to place and pay wagers. 
 
 In either game, the croupier or dealer will assist a player 
wishing to make a wager. 
 
 The casino allows you to bet all of the numbers, including 
the 0 and 00.  If you bet any of the numbers "straight up," and 
your number comes up on the next spin of the wheel, you will be 
paid 35 to 1 (you will have your original wager, plus chips equal 
to 35 times your wager).  You can also bet different combinations 
of wagers, including two, three, four, five and six number bets, as 
well as dozens, columns, red or black, odd or even and high or 
low. 
 
 The players make their wagers by placing chips on the 
spaces of the layout in any manner allowed by the rules.  The 
dealer starts the wheel spinning, then flips the ball on the bowl's 
back so that it travels in the opposite direction of the spinning 
wheel.   
 
 Players may continue to place bets while the ball and wheel 
are still in motion until the dealer announces "no more bets."  In 
the French version, the dealer will state "rien ne va plus," meaning 
the same thing.  Bets placed on the layout after this announcement 
are not valid and will be returned to the player. 
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 When the ball comes to rest, it marks the winning number, 
the winning color and any other combination bet made.  The 
dealer announces the winning number. 
 
 On the first spin the dealer has no fixed point from which to 
spin the wheel or ball.   Thereafter, he will spin both from the 
position of the winning pocket of the preceding spin. 
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 The various bets are shown in the table below, as well as 
the payouts, and typical (American) maximum wagers for each 
bet.  
 Table 5.  Roulette Wagers 
Type of Bet 
American term 
French term 

Maximum  
Bet 
Allowed 

 
 
Payout 

 
 
Reference 

Straight or single number 
En plein 

 
  $25 

 
 35 to 1 

 
A 

Split or two numbers 
A cheval 

 
   50 

 
 17 to 1 

 
B 

Street or three numbers 
Transversale pleine 

 
   75 

 
 11 to 1 

 
C 

Square or Four numbers 
En carre 

 
  100 

 
  8 to 1 

 
D 

Line or Six numbers 
Sixaine or tranversale 
simple 

 
  100 

 
  5 to 1 

 
E 

Dozen (1st, 2nd, 3rd) 
Douzaine (premiere, 
moyenne, derniere) 

 
 
  250 

 
 
  2 to 1 

 
 
F 

Adjacent dozens (only on 
French wheel)  
Douzainea  cheval 

 
 
  500 

 
 
  1 to 2 

 
 
G 

Column  
Colonne 

 
  250 

 
  2 to 1 

 
H 

Adjacent columns (only 
on French wheel) 
Colonnea  cheval 

 
 
  500 

 
 
  1 to 2 

 
 
I 
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Type of Bet 
American term 
French term 

Maximum  
Bet 
Allowed 

 
 
Payout 

 
 
Reference 

Red or black 
Rouge or noire 

 
  500 

 
  1 to 1 

 
J 

Odd or even 
Impair or pair 

 
  500 

 
  1 to 1 

 
K 

High (19-36) or Low (1-
18)    Passe or 
Manque 

 
 
  500 

 
 
  1 to 1 

 
 
L 

 
 
 
 
Rule 2.  Learn how to make bets on red and black (rouge or 
noire) and odd and even (impair or pair).  These are the only 
wagers used by the Power players. 

 
 A single number bet is made by placing a chip on the 
number itself without touching any lines.  Bets on two numbers 
are placed on the line between numbers.  Three number wagers are 
made on the outside line of the layout.  Four number bets go on 
the intersection of four numbers. 
 
 A five number wager is made on the American wheel and 
covers 1, 2, 3, 0 and 00.  This wager is placed on the line 
separating the 1,2, 3 from the 0 and 00 spaces at a corner 
intersection.  This becomes a four number wager on the French 
wheel.  Incidentally, the five number American wheel wager has 
the distinction of giving the house an edge of 7.89% as compared 
to 5.26% for all other wagers on the American wheel. 
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 A six number bet is made by placing the chip at the 
intersection of the sideline and the line between two rows of 
numbers.   
 
 Bets on columns are made by placing chips on one of the 
three spaces on the bottom of the layout, under the columns of 
numbers.   
 
 Dozens are wagered by placing the wager in the 
appropriate box.  On the French table, 12P, 12M and 12D 
correspond to 1st, 2nd and 3rd 12s.  Bets on adjacent columns or 
dozens are placed on the line between the two columns or dozens.   
 
 Bets on even-money chances are made by placing the 
wager inside the box corresponding to the wager.  For instance, a 
wager on red is made by placing the bet in the red box on the 
outside of the layout. 
 
 In the American version of the game, each player is issued 
a different colored chip, so that no two players play with the same 
color chips.  Typical colors used are white, yellow, brown, red, 
green and purple.  These chips themselves have no value as a 
player determines the value of the chips when he buys in.  For 
instance, one player's chips may represent $.25 each, while 
another player's chips may be worth $1.00 each.  The dealer 
"marks" the value of each color chip with a button. 
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An American Wheel 
 

 
 
 A player using the colored roulette chips should never 
leave the table with the colored chips, as they may not be cashed 
in or used in any other casino game.  When you are ready to leave  
the table, ask the dealer for color and he will change the roulette 
chips for regular casino chips. 
 
 In the French game, chips represent fixed amounts, such as 
five francs, twenty five francs and so on.  You need to watch your 
own wagers like a hawk as there is no difference in color to 
differentiate your wager from anyone else's.  Consequently, there 
are many more disputes in the French game, and more than once, 
another player has tried to grab my winnings.  I have found that it 
pays to stand firm in these matters and that if the dispute can be 
resolved in no other way, the house will pay both players. 
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 Because of the size of the French table, you will require the 
croupier's assistance in placing many of your wagers.  An 
experienced croupier will remember your wager (especially if you 
tip after winning a large payoff) and can be your ally when these 
disputes arise. 
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TABLES OF NEIGHBORS 
 
 
 Single Zero Wheel 
12 35 3 26 0 32 15 19 4 
5 24 16 33 1 20 14 31 9 
15 19 4 21 2 25 17 34 6 
7 28 12 35 3 26 0 32 15 
0 32 15 19 4 21 2 25 17 
30 8 23 10 5 24 16 33 1 
2 25 17 34 6 27 13 36 11 
9 22 18 29 7 28 12 35 3 
13 36 11 30 8 23 10 5 24 
1 20 14 31 9 22 18 29 7 
11 30 8 23 10 5 24 16 33 
6 27 13 36 11 30 8 23 10 
18 29 7 28 12 35 3 26 0 
17 34 6 27 13 36 11 30 8 
16 33 1 29 14 31 9 22 18 
3 26 0 32 15 19 4 21 2 
23 10 5 24 16 33 1 20 14 
4 21 2 25 17 34 6 27 13 
14 31 9 22 18 29 7 28 12 
26 0 32 15 19 4 21 2 25 
24 16 33 1 20 14 31 9 22 
32 15 19 4 21 2 25 17 34 
20 14 31 9 22 18 29 7 28 
36 11 30 8 23 10 5 24 16 
8 23 10 5 24 16 33 1 20 
19 4 21 2 25 17 34 6 27 
28 12 35 3 26 0 32 15 19 
25 17 34 6 27 13 36 11 30 
22 18 29 7 28 12 35 3 26 
31 9 22 18 29 7 28 12 35 
27 13 36 11 30 8 23 10 5 
33 1 20 14 31 9 22 18 29 
35 3 26 0 32 15 19 4 21 
10 5 24 16 33 1 20 14 31 
21 2 25 17 34 6 27 13 36 
29 7 28 12 35 3 26 0 32 
34 6 27 13 36 11 30 8 23 
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 Double-Zero Wheel 
30 26 9 28 0 2 14 35 23 
29 25 10 27 00 1 13 36 24 
25 10 27 00 1 13 36 24 3 
26 9 28 0 2 14 35 23 4 
1 13 36 24 3 5 34 22 5 
2 14 35 23 4 16 33 21 6 
3 15 34 22 5 17 32 20 7 
4 16 33 21 6 18 31 19 8 
5 17 32 20 7 11 30 26 9 
6 18 31 19 8 12 29 25 10 
7 11 30 26 9 28 0 2 14 
8 12 29 25 10 27 00 1 13 
17 32 20 7 11 30 26 9 28 
18 31 19 8 12 29 25 10 27 
10 27 00 1 13 36 24 3 15 
9 28 0 2 14 35 23 4 16 
13 36 24 3 15 34 22 5 17 
14 35 23 4 16 33 21 6 18 
15 34 22 5 17 32 10 7 11 
16 33 21 6 18 31 19 8 12 
21 6 18 31 19 8 12 29 25 
22 5 17 32 20 7 11 30 26 
23 4 16 33 21 6 18 31 19 
24 3 1`5 34 22 5 17 32 20 
0 2 14 35 23 4 16 33 21 
00 1 13 36 24 3 15 34 22 
19 8 12 29 25 10 27 00 1 
20 7 11 30 26 9 28 0 2 
12 29 25 10 27 00 1 13 36 
11 30 26 9 28 0 2 14 35 
31 9 8 12 29 25 10 27 00 
32 20 7 11 30 26 9 28 0 
33 21 6 18 31 19 8 12 29 
34 22 5 17 32 20 7 11 30 
35 23 4 16 33 21 6 18 31 
36 24 3 15 34 22 5 17 32 
28 0 2 14 35 23 4 16 33 
27 0 1 13 36 24 3 15 34 
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7 

 
 
 
 
 

 Winning at Roulette 
 
      
 While Roulette offers more possible combinations of 
wagers than any other table game, the Power players prefer to 
keep their game simple and direct.  There are six even-money 
wagers in roulette: red and black, odd and even, and low numbers 
(1-18) and high numbers (19-36).   
 
 The Power players have found that playing red or black and 
odd or even simultaneously offers superior performance and has 
the added advantage that only two bets are required. 
 
 

Rule 1.  Only play for even-money plays at roulette, betting 
red or black and odd or even.  The maximum number of bets 
up at any time will be only two wagers. 
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 As always, you will divide your bankroll into smaller 
session bankrolls before playing this game.  The minimum wagers 
allowed on "outside" bets will help determine the size of the 
session bankroll needed for roulette.    
 
 Table 6 shows the session size needed for different 
minimum outside wagers.  With a smaller minimum wager, you 
can always play with a larger bankroll, but the higher minimum 
wager requires that you use a higher session bankroll. 
 
 To correctly play roulette, you need to have a total bankroll 
with you in an amount at least five times the size of the session 
bankroll.  If you plan on playing at a table requiring a $1 
minimum bet, you can use a minimum of $75 a session, and you 
need to have a total roulette bankroll of $375 (5 x $75).   
 
 Play at a $2 minimum table requires a session bankroll of at 
least $150, with a total bankroll of $750 (5 x $150), and play at a 
$5 table necessitates a session bankroll of at least $300 and a total 
roulette bankroll of $1,500 (5 x $300). 
 
 Table 6. Size of Session Bankrolls for Roulette 
 

Minimum "Outside" 
Wager 

Minimum Session 
Bankroll 

$1 $  75 

$2 $ 150 

$5 $ 300 
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 The bankroll requirement is a little larger for roulette than 
for slot machines or video poker.  However, you will find that 
your win rate at roulette will be very good when you use the 
Power Gambling Strategy and that you will want to increase your 
bankroll to the level needed for correct roulette play as soon as 
possible. 
 

Rule 2.  Always divide the bankroll set aside for roulette 
into five smaller session bankrolls.   The absolute minimum 
session bankroll for roulette is $75 for $1 tables.  You will 
need a session bankroll of $300 for play on a $5 table.  

 
  
 You will begin your play at roulette by exchanging cash for 
chips and taking a seat at the table.  The best place to sit is 
adjacent to the red-black, odd-even wagers so that you can easily 
reach the betting areas and make your own wagers. 
 
 After converting your cash to chips, you will observe one 
spin of the wheel.  After the spin, you will bet that the color (red or 
black) and either odd or even will repeat.  This is easy to do.  Here 
are some examples: 
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Spin 

 
Color Wager 

Odd-Even 
Wager 

12 Red Red Even 

5 Red Red Odd 

28 Black Black Even 

25 Red Red Odd 

7 Red Red Odd 
 
 For wagering purposes, a betting progression will be used.  
A betting progression is a sequence of wagers to be made with the 
size of the wager dependent on the outcome of the previous bet.   
We will increase our wager one level following a loss.  We will 
reduce our wager one level following a win and reduce it two 
levels following two consecutive wins, or two out of three wins. 
 

Rule 3.  Only wager on either red or black and either odd or 
even.  Always bet the same as the previous decision except 
for skipped wagers.  See Rule 8. 

 
 Two betting sequences will be used; one for wagers on red 
or black and one for wagers on odd or even.  The size of the 
sequence is dependent on the size of the session bankroll used.  
Table 7 shows the betting sequence used with different session 
bankrolls. 
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 Table 7.  Roulette Betting Sequences 
 

Minimum 
Wager 

Session 
Bankroll 

 
Betting Sequence 

$1 $  75 1 2 3 5 8 12 20 30 

$2 $ 150 2 4 6 10 15 25 35 50 

$5 $ 300 5 8 13 20 35 50 80 100 

 
 

Rule 4.  Increase wagers following losses and reduce wagers 
following wins.  The wager is increased one level in a 
betting sequence following a loss.  The wager is reduced one 
level after a winning wager.   

Following two consecutive wins or two out of three wagers 
winning, the wager is reduced two levels.   

Example:  In the $300 Betting Sequence, if you win $35, 
reduce your wager to $20.  If this wager also wins, reduce 
the next bet two levels to $8.  But also see Rule 6. 

 
 Let's look at the results of a game of roulette, as shown in 
Table 8.  This game lasted 28 spins, or less than fifteen minutes on 
an American wheel with its fairly rapid spin rate.   
 
 The minimum wager allowed was $5 so we used a $300 
session bankroll and a betting sequence of:  5 8 12 20 35 50 80 
100.   
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 The game was played on a single zero wheel where one-
half of all outside bets are lost when a zero shows.  Whenever 
possible, it is highly recommended that you play on a single zero 
wheel with its lower house edge of 1.38% on outside wagers. 
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 Table 8.  A Roulette Game Illustrated 
 (Wins shown in Bold) 

   Color  Odd-Even  

Spin 
No. 

 
Spin 

 
Red 

 
Black 

 
Even 

 
Odd 

 
Bankroll 

1 12 R     $300 

2 36 R $5  $5   310 

3  5 R  5   5   310 

4  7 R  5   $8  323 

5 12 R  5    5  323 

6 28 B  5   8   326 

7 10 B   $8  5   339 

8  0    5  5   333 

9  3 R   8  8   317 

10  1 R 13   13  343 

11  4 B  8    8  327 

12  0  13 13   313 

13 18 R  20 20   313 

14 25 R 20   8   325 

15 31 B 13    13  325 

16 20 B  20   8  353 

17 34 R  13    340 

18  7 R 20     360 
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 Table 8 is set up with the spin number shown in the first 
column, the results of the spin in column two, the wager made on 
either red or black in column three, the wager made on odd or 
even in column four and the running balance of the session 
bankroll shown in the last column. 
 
 We begin the game on Spin 1 by observing that the number 
12 Red shows.  On the next play we wager that red will repeat and 
make a wager of $5, the lowest number in the betting sequence.  
Since 12 is an even number, we wager that an even number will 
repeat, betting $5 on even. 
 
 On Spin 2, 36 Red shows causing a win for both wagers.  
Our session bankroll is now $310.  Since each wager won, we 
repeat our wager of $5 each on red and even. 
 
 For Spin 3, 5 Red shows, causing a win of $5 on red and a 
loss of $5 on even.  We repeat our wager on red of $5 since it won 
and switch to betting odd following 5 showing.  Since our 
previous wager on even lost, we raise our bet to $8, betting $8 on 
odd. 
 
 Spin 4 produces 7 Red for a win on the red wager of $5 and 
a win on the odd wager of $8.  Since each wager won, we continue 
to wager red and odd.  Following a win on the odd wager of $8, 
we now reduce this wager to $5. 
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 On Spin 5, 12 Red shows, a win for the bet on red and a 
loss for the bet on odd.  Since the odd bet lost, we now switch to 
betting even and increase our wager to $8.   
 
 Spin 6 produces 28 Black, a loss for the wager on red and a 
win for the bet on odd.  Our session bankroll now stands at $326, a 
net win of $26.  We now raise the color wager to $8 and bet on 
black.  The odd-even bet is reduced to $5, and we bet for even to 
repeat.   
 
 The results of Spin 7 are 10 Black causing a win for both 
bets.  Our session bankroll has now been increased to $339.  We 
wager $5 on black and $5 on even.  On Spin 8, a zero shows.  
Playing a single zero game, the house takes one-half of each of the 
wagers.   
 
 Since this game doesn't deal in half-dollars, we lose $6 ($3 
on each wager) on our total bets of $10.  Our session bankroll is 
now reduced to $333.  Following a zero, we don't have a color or 
the odd-even scheme for determining our next wager.  This 
occurrence brings into play another rule.  Whenever a zero shows, 
the next wager will be a repeat of the ones made when the zero 
showed, with the appropriate dollar amounts to reflect a loss. 
 

Rule 5.  Following a zero, wager in the same spots, i.e. color 
and odd-even as before, but raise the bets one level. 
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 For Spin 9, we wager $8 on red and $8 on even, and lose 
both wagers when 3 Red shows. 
 
 On Spin 10, we bet $13 on red and $13 on odd and win 
both wagers on 1 Red.  For Spin 11, we wager $8 on red and $8 on 
black and lose both wagers when 4 Black shows on the wheel. 
 
 On Spin 12, we bet $13 on black and $13 on even, and also 
lose one-half of each bet ($7 each) when a zero appears.   For Spin 
13, we again wager in the same pattern, betting $20 on black and 
$20 on even.  The number 18 Red shows, causing a win of $20 on 
even and a loss of $20 on black.   
 
 Using our normal betting rules, our next wagers would be 
$30 on red and $13 on even, reflecting the loss of the previous bet 
on black and the win of the wager on even.  However, we decide 
to drop each bet one notch and bet $20 on red and $8 on even.    
 
 Whenever we are called on to make a wager larger than 
$20, we may elect to reduce the wager on each side by one level to 
keep the wagers as low as possible. 
 

Rule 6.  Whenever a level 4 wager is called for ($20 in the 
$300 betting sequence, $10 in the $150 sequence, $5 in the 
$75 sequence), reduce the amount of each wager by one 
level if possible.  If the next wagers would be $30 and $20, 
they can be reduced to $20 and $13.  However if the next 
wagers were $30 and $5, no reduction would be possible as 
the second wager can not be reduced below $5.  In this case, 
you should make the $30 wager. 
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 We wager $20 on red and $8 on even on Spin 14, winning 
the red wager and losing the even wager when 25 Red shows. 
 
 On Spin 15, we wager $13 on red and $13 on odd and win 
the odd wager with 31 Black. 
 
 Betting $20 Black and $8 odd we win both wagers on Spin 
16 when 29 Black shows on the wheel.  We note that our bankroll 
is now $353, with a win of over $50.  We decide to cease betting 
odd-even and go for one final win on the colors.   
 
 Wagering $13 on black, 34 Red shows on Spin 17 causing 
a loss of the red wager.   On Spin 18 we wager $20 red, winning 
the wager when 7 Red shows. 
 

Rule 7.  A good way to end a game is with a winning bet.  
Since it is more difficult to win two bets simultaneously, it is 
permissible to cease making one of the wagers and to go for 
a final win with only one wager.  In some cases it may be 
necessary to make several wagers in order to have the one or 
two winning wagers needed to end a session 

 
 
 At a spin rate slightly faster than one spin a minute, this 18-
spin game took less than fifteen minutes to complete, and we won 
$60.  This works out to $3.33 a spin and over $4.00 a minute of 
time spent playing. 



  

The Power Gambling Strategy                   © 2009 Silverthorne Publications Inc. 
 

73

 This game was fairly easy to win as the betting rules 
produced fairly regular wins.  There are occasions however, when 
the decisions will chop back and forth, as in this sequence:  red 
black red black.   
 
 Using our betting rules of betting the previous decision to 
repeat will cause a loss of every wager.  To reduce the risk of 
losing more than three wagers in a row, following the loss of the 
third consecutive wager, it is permissible to skip betting on one 
spin of the wheel and then resume betting, once again betting for 
the previous decision to repeat.  This rule need not to be followed 
automatically, but it is a good rule to have in reserve for those 
difficult games when it is hard to string together a series of 
winning wagers. 
 

Rule 8.  Following the loss of three consecutive wagers of 
either colors or odd-even, it is permissible to skip betting a 
decision and then to wager that the skipped decision will 
repeat.  This procedure is optional and should not be pursued 
too frequently. 

 
 
 Just how effective is this procedure?  Power gamblers 
report winning rates in excess of 90% of the sessions played when 
all of the rules are followed.  Table 9 shows the results of six 
quick sessions played recently on a single zero wheel using a $300 
session bankroll.  Total winnings were $309 over 122 spins for an 
average win rate of $2.53 per spin.   These sessions were played in 
about two hour's time, for a win rate of over $150 an hour.   
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 Table 9.  Six Typical Roulette Sessions 
 ($300 Bankroll, Single Zero Wheel) 
 

Number of Spins Amount Won 

20 spins $ 68 

25 spins   62 

21 spins   48 

23 spins   27 

15 spins   44 

18 spins   60 
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 Playing Craps 
 
      
 Craps is undoubtedly the most exciting game in casino 
gambling.  When a Craps table is in full swing, the shooter will be 
throwing number after winning number, and players will be 
crowded around the table, each trying to put money down to get in 
on the hot streak.  As larger and larger bets are placed and the 
shooter hurls the dice down the table, the noise and excitement 
mount.  Each time a winning total is called out, a new yell of 
triumph is heard.   
 
 There are many wagers possible in casino craps (also called 
bank craps as the casino banks all the wagers).  Because the casino 
acts as the bank, it must earn a small percentage of every wager 
allowed, although with the few bets preferred by the Power 
gamblers, this percentage is surprisingly small.  The house relies 
on the volume of wagers made at the table, and on many craps 
wagers offering outrageous percentages against the players, to 
make up the difference. 
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 Craps is played on a table about one and one-half times the 
size of a billiard table.  The craps table has high sidewalls, which 
have grooves for chips on the tops, called rails.  The table is 
designed so that each end is identical, with a different section in 
the middle of the table.   
 
 The center section contains bets known as proposition bets, 
none of which offers favorable odds to the players.  Power 
gamblers never make proposition bets. 
 
 Each of the end sections offers the bets of interest to us.  
Each end section has its own standing dealer whose job is to assist 
players in making wagers, to remove losing wagers and to pay off 
winning bets.   
 
 Standing near the center of the table is the stickman who 
handles the proposition bets in the center of the table, moves the 
dice about with his stick, and calls the game.   
 
 Across from the stickman is the boxman, who is seated, 
and is in charge of the table.  Behind the boxman stands a 
floorman who is sometimes joined by the pitboss when the dice 
action is hot and heavy. 
 
 To start playing craps, simply walk up to a table and find a 
place to stand.  You will want to observe a small placard next to 
each dealer which shows the limits of wagers allowed on the table 
to make sure that your bankroll is geared to the range of bets 
permitted. 
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 To change your cash into chips, place your cash on the 
table near the dealer and request chips.  The dealer will replace 
your cash with casino chips.  A different color is used for each 
denomination, with the typical chips being $1, $5, $25, $100 and 
$500. 
 
 The next thing to observe is the placement of the buck, or 
marker, used to show the shooter's point number.  If the buck is in 
the Don't Come betting box, turned with the black side saying 
"Off" up, the shooter has not yet established a point.  If the buck is 
on a box for a point number with the white side saying "On" 
facing up, then the shooter has established a point and is rolling 
the dice trying to repeat the point number. 
 
 To make a Pass Line wager, Don't Pass bet, Come Bet or 
Don't Come Bet, place your chips in the appropriate area of the 
table for the wager you want to make.  If the wager loses, the 
dealer will remove your chips.  If the bet wins, the dealer will 
place your winnings next to your original bet.  After winning a bet, 
it is important to pick up your winning chips before the next dice 
roll as any chips left on the table are considered wagers. 
 
 When you have finished playing a game or session of 
craps, you will need to take your chips to the casino cashier to 
convert the chips back to cash, as the table does not provide this 
service.   
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 If you have a large number of chips, you may ask the dealer 
to change the chips into larger denomination chips before you 
leave the table by placing your chips on the table and stating 
"color coming in" or "color change." 
 

Rule 1.  Before beginning play, check to see if the table 
betting limits fit your bankroll.  If you are a $5 minimum 
bettor, don't try to play on a $25 minimum wager table.  
Convert your cash to chips and wait for a new come out.  
You are now ready to begin wagering. 

 
 
 Anyone can be the shooter as the dice pass around the table 
in a clockwise manner.   In Craps, one of the player's throws or 
shoots the dice and everyone at the table bets on the outcome.  The 
player is known as the "shooter" and naturally all eyes are on him 
or her.   
 
 Some players perform an elaborate ritual in throwing the 
dice, dancing up and down, moving their hands in circular motions 
on the table or pronouncing some inspired supplication, such as 
"Baby needs new shoes!" and then hurling the dice to the opposite 
end of the table.  Unless you delay the game too much or move 
your hand holding the dice out of view of the stickman, about the 
only rule needed to shoot the dice is to bounce the two dice off the 
opposite end of the table.  This is required to discourage "dice 
mechanics," the bounce being necessary to prevent the dice from 
being set to land on certain combinations. 
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 Always keep your hands and arms behind the rails when 
the shooter is throwing the dice.  It is considered terrible craps 
etiquette to ever let the dice hit your arm or hand, and the entire 
table may boo you if this happens and the next roll is a losing one 
for the majority of players. 
 
 There are only four bets ever considered by Power 
gamblers.  These wagers are Pass Line, Don't Pass, Come and 
Don't Come bets.  Even though there are many other bets which 
can be made at craps, we will only learn how to make these 
wagers as successfully using the Power Gambling system of craps 
play requires nothing more. 
 
 The odds against making a Pass Line or a Come Bet are 
1.414% meaning that, on the average, for every $100 wagered, the 
expected loss is $1.41.  With such a low house edge, how you 
make the wagers is much more important than the house edge, 
especially when you will only play for an hour or so for each 
session. 
 
 
 Pass Line wagers are made on Come Out rolls, before the 
shooter has established a point.  If a shooter rolls a 7 or 11 on his 
come out roll, he has rolled a winning bet for the Pass Line wager, 
known as a "natural."  If a 2, 3 or 12 shows, the bet loses for he 
has rolled a "craps." 
 
 If the shooter rolls any other number (i.e. 4, 5, 6, 8, 9 or 
10), this number becomes his point.  The buck will be moved to 
the back of the box showing the shooter's number or point.  If the  
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shooter is able to roll this number again before a 7 shows, he wins 
his bet.  If a 7 shows before the point number is repeated, he has 
sevened out and his wager loses.   
 
 Once a shooter has sevened out, that is, rolled a 7 before 
rolling a point number, he loses his chance to shoot, and the dice 
pass to the next person to the shooter's left. 
 

Rule 2.   Pass Line wagers are made on come out rolls, 
before a point is established.  They are even-money bets.  On 
come out rolls, they win if a 7 or 11 is rolled (naturals) and 
lose if a 2, 3 or 12 shows (craps).  Any other number rolled 
becomes the shooter's point (4, 5, 6, 8, 9 or 10).  If the 
shooter repeats the point number before a 7 is rolled, the 
pass line wager wins.  If a 7 is rolled before the point 
number, the shooter has sevened out and the pass line wager 
loses. 

 
 The odds against making a Don't Pass or a Don't Come Bet 
are 1.403%.  For every $100 wagered, the expected loss is $1.40. 
 
 Don't Pass wagers are also made on Come Out rolls.  A 
shooter betting Don't Pass will lose if a 7 or 11 shows on a come 
out roll and will win if a 2 or 3 is rolled.  Most craps games bar the 
12 for Don't Pass bets.  If a 12 is rolled on the come out roll, it is a 
"push" for a Don't Pass wager, which neither wins nor loses.  
Northern Nevada and European casinos typically bar the 2 instead 
of the 12.   
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 With this rule in place, the Don't Pass wager wins when a 3 
or 12 is rolled on a come out roll.  If any number other than a 2, 3, 
7, 11 or 12 is rolled, that number becomes the Don't Pass point 
number.  If a 7 is rolled before this point number is repeated, the 
Don't Pass bet wins.  If the point number shows before a 7, then 
the Don't Pass bet loses.   
 

Rule 3.  Don't Pass wagers are made on come out rolls, 
before a point has been established.  They are even-money 
bets.  On come out rolls, they win if a 2 or 3 is rolled (in 
Northern Nevada and Europe if a 3 or 12 is rolled) and lose 
if a 7 or 11 shows.  Any other number becomes the point (4, 
5, 6, 8, 9 or 10) that the Don't Pass wager is betting against.  
If the point number shows before a 7 appears, the Don't Pass 
bet loses.  If a 7 shows before the point number is repeated, 
the Don't Pass bet wins. 

 
 Before a Come Out roll, the shooter, and any other player 
at the table, can wager either Pass Line or Don't Pass.  Many 
times, using the Power Gambling system, you will be wagering 
Don't Pass when the shooter and most of the other players at the 
table are betting Pass Line.   
 Come Bets are even-money wagers which are exactly the 
same as Pass Line wagers except that they are made after the 
shooter has made a come out roll and established a point.  Come 
Bets are made by placing the wager in the large box marked 
"Come."   
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 If a 7 or 11 is rolled on the Come Bet Come Out roll, the 
wager wins.  If a 2, 3 or 12 shows, the bet loses.  If any other 
number appears (4, 5, 6, 8, 9 or 10), that number becomes the 
point for the Come Bet.  The dealer will move the Come Bet to the 
box for the Come Bet point number.  Once a Come Bet is "up," in 
a point number box, it will win if the come point number is rolled 
before a 7.  If a 7 is rolled first, the Come Bet will lose. 
 

Rule 4.  Come Bets are even-money bets which win or lose 
exactly like Pass Line wagers except that they are made after 
the shooter has established a point.  If a 7 or 11 is rolled 
before a Come point has been established, the Come Bet 
wins.   

If a 2, 3 or 12 shows on the Come Bet come out roll, the bet 
loses.  Any other number rolled on the Come Bet Come Out 
becomes the point number for the Come Bet.  If this Come 
point number is rolled before a 7, the Come Bet wins.  If a 7 
shows before the Come point number, the Come Bet loses. 

 
 Don't Come Bets are even-money bets which are exactly 
the same as Don't Pass wagers except that they are made after the 
shooter has established a point.  Don't Come bets are made by 
placing the wager in the Don't Come box.   
 
 On the Don't Come Bet Come Out roll, if a 2 or 3 shows, 
where the 12 is barred or a 3 or 12 is rolled, where the 2 is barred, 
the wager wins.  If a 7 or 11 is rolled on the Don't Come Bet Come 
Out, the wager loses.  Any point number rolled becomes the Don't 
Come point.   
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 The dealer will move the Don't Come Bet to the back of the 
box for the point number.  Once a Don't Come Bet is up in the rear 
portion of a point number box, it will win if a 7 shows before the 
Don't Come point number.  The wager loses if the point number is 
rolled before a 7. 
 

Rule 5.  Don't Come Bets are even-money bets which win or 
lose exactly like Don't Pass wagers except that they are 
made after the shooter has established a point.  If a 2 or 3 is 
rolled on a Come Out roll, with the 12 barred, the wager 
wins.  If a 7 or 11 shows on the Come Out roll, the wager 
loses.  Any other number rolled on the Come Out becomes 
the point number for the Don't Come Bet.  If a 7 is rolled 
before the Don't Come point number shows, the wager wins.  
If the Don't Come point number is rolled before a 7, the 
wager loses. 

 
 
 Most players play craps using strictly hunches to guide 
their betting.  About 90% of all players are "Right Bettors" 
meaning they only wager Pass Line and Come Bets.  About 10% 
of players are "Wrong Bettors" making Don't Pass wagers.  
Players who make Don't Come bets are extremely rare. 
 
 Let's take a look at a series of craps rolls to see how our 
wagering might proceed.  At the end of each event, any winnings 
or losses are shown parenthetically. 
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1. The shooter is preparing to make a Come Out roll.  We wager 
$10 on Pass Line.  A 7 is rolled; we win $10, pick it up and put 
it in the rail in front of us. (+10) 

 
2. We wager $10 on Pass Line again.  The shooter rolls a 2 for a 

loss of our Pass Line wager. (-10) 
 
3.  We wager $20 on Pass Line.  The shooter rolls a 6, which now 
becomes the point number for the Pass Line wager.  
 
4.  We make a $10 Don't Come bet by placing $10 in the Don't 
Come box.  The shooter rolls a 3, an instant win for the Don't 
Come Wager.  We pick up our $10 winnings and leave $10 as a 
wager in the Don't Come box.  (+10) 
 
5.  With $10 still wagered as a Don't Come Bet, the shooter rolls a 
4.  Our Don't Come Bet is moved by the dealer to the back part of 
the box for the number 4.  This bet will remain there until it wins 
or loses. 
 
6.  The numbers 5, 9 and 10 are rolled.  These numbers have no 
effect on our Pass Line wager with its point number of 6 or our 
Don't Come Bet with its point of 4.  Next a 6 is rolled winning the 
Pass Line wager.  (+20) 
 
7.  Since the shooter made his point, a new come out roll will 
occur.  We wager $10 on the Pass Line.  The shooter rolls a 7.  
This causes a $10 win on the Pass Line wager and a $10 on the 
Don't Come wager.  (+10 and +10) 
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 If we add our wins and losses for this series of wagers we 
total winnings of $50.  Let's take a look at a different example of 
wagers. 
 
1.  It is a Come Out roll.  We wager $10 on Don't Pass.  The 
shooter rolls a 3, a win for the Don't Pass wager.  The dealer 
places our $10 winnings next to our Don't Pass wager.  We pick 
up the winnings and place them with our other chips in the rail 
(+10). 
 
2.  We wager $10 on Don't Pass again.  The shooter rolls a 9.  The 
buck is moved to the box for 9 which becomes the shooter's point.  
Since we are wagering Don't Pass, it becomes the point number 
we are wagering not to repeat before a 7. 
 
3.  We bet $10 on Don't Come by placing the chips in the Don't 
Come Box.  The shooter rolls an 11, a loss for the Don't Come 
wager.  The dealer picks up the chips wagered for Don't Come.  (-
10) 
 
4.  We wager $20 on Don't Come.  The shooter rolls a 5.  Our 
Don't Come bet is placed by the dealer in the rear portion of the 
box for number 5. 
 
5.  The shooter makes his point by rolling a 9.  We lose the Don't 
Pass wager of $10.  (-10) 
 
7. We wager $20 on the Pass Line on the new Come Out roll.  

The shooter rolls a 4. 
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7.  The shooter rolls a 2, 9, and a 4.  The Pass Line wager wins.  
(+20). 
 
8. We wager $10 on Pass Line on a new Come Out.  The shooter 

rolls a 7.  We win $10 on the Pass Line wager and $20 on the 
Don't Come bet.  (+10 and +20). 

 
 If we add our wins and losses for this series of bets, we find 
that we have won a total of $40. 
 
 It is not important that you understand the amounts of the 
wagers or the pattern used to select wagers at this point.  We will 
explain that in the next chapter.  However, you do want to develop 
a feel for how each wager won or lost.   
 
 You will also notice how making more than one wager 
tended to smooth out the wins and losses and that we ended each 
series of wagers with a net win. 
 

Rule 6.  Learn how to make Pass Line, Don't Pass and Don't 
Come wagers.  These bets are incorporated in the Power 
gambler's craps betting strategy. 
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 Winning at Craps 
 
      
 Craps offers dozens of different bets.  It is possible to 
hedge almost any bet made in craps, or to make numerous bets in 
different combinations.  Usually craps wagers are considered to 
fall into one of two camps:  Right bets, which will win if the 
shooter makes his point, and Wrong bets, which win if the shooter 
sevens out. 
 
 A typical Right Bettor might make Pass Line and Come 
bets as well as taking Odds on these wagers.  (We haven't 
discussed Odds bets as they are not necessary to understand the 
Power gambler's Low-Roller approach to craps.  If you want to 
delve further into the craps game, check the list of books available, 
shown at the end of this manual.)   
 
 A typical Wrong bettor would make Don't Pass and Don't 
Come bets.  With either of these approaches, the player has to 
assume a certain philosophy.  As a "Right" bettor, the player is  
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assuming that the shooter will make his point.  If he fails, the 
player betting "Right" can be in the position of losing numerous 
wagers when the shooter fails to make his point and sevens out. 
 
 A Wrong bettor takes the position that the shooter will fail 
to make his point.   But if the shooter rolls enough numbers, the 
player betting "Wrong" can lose every single bet made. 
 
 The heart of most craps systems is the determination of 
whether to bet Right or Wrong.  There have been many books 
written on the subject.  The truth of the matter is that there is no 
known way to predict how any shooter will perform.  However, a 
flexible approach is more likely to be successful than an inflexible 
one.  That is why the Power gamblers approach the craps game 
with a "show me" attitude.  They are neither Right nor Wrong 
bettors, but "switch hitters."  Power gamblers believe in betting 
whichever way the dice are flowing. 
 
 The Power gambler approach to craps entails making a 
Pass Line or Don't Pass bet.  To determine which way to bet, just 
observe how the previous dice decision turned out.   Here's a series 
of dice decisions and the bet to be made on the next come out roll. 
 
1. Shooter rolls a 7 on a Come Out winning his Pass Line bet.  

Bet Pass. 
 
2.  Shooter rolls a 2 on a Come Out, losing his Pass Line Bet.  He 
replaces the lost wager with another bet on Pass Line.  Bet Don't 
Pass.  The fact that the shooter is betting Pass Line again has no 
effect on our betting. 
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3.  The Shooter establishes a point and then rolls a seven.  His Pass 
Line loses and the dice pass to a new shooter who wagers on the 
Pass Line.  Bet Don't Pass as the previous shooter did not make his 
point. 
 
4.  The Shooter rolls a 12 on Come Out roll, losing his Pass Line 
Bet.  This one is interesting because even though a 12 (a craps 
number) causes a loss for a Pass Line wager on a come out roll, it 
is a push (doesn't win or lose) for a Don't Pass wager.  Power 
gamblers treat a come out 12 as a Don't Pass decision.  Bet Don't 
Pass after a Come Out 12 shows. 
 
5.  The shooter rolls a 7 on his come out roll, losing his Don't Pass 
wager.  He bets Don't Pass again.  Bet Pass Line.  The shooter's 
choice to wager Don't Pass has no effect on our wagering. 
 

Rule 1.  Make either a Pass Line or a Don't Pass wager.  The 
wager will be the same as the previous Pass Line-Don't Pass 
decision.  The wager is not dependent on how the shooter 
bets, only on the outcome of his rolls. 

 
 
 In addition to a Pass Line or a Don't Pass bet, the Power 
Gambling's strategy entails making one more wager, for a total of 
two craps bets up at any one time.  Power gamblers will make a 
Don't Come bet after a point has been established.    
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 If a Don't Come bet loses, one more Don't Come wager will 
be made while the same shooter holds the dice.  If the second 
Don't Come Bet loses, no more Don't Come bets will be made 
until the shooter sevens out. 
 

Rule 2.  One Don't Come Bet will be made after a point has 
been established.  If the bet loses, it will be replaced one 
time per shooter.  If the second Don't Come wager loses, no 
more Don't Come bets will be made until the shooter sevens 
out. 

 
 
 The interaction between Pass Line, Don't Pass and Don't 
Come is interesting.  Table 10 shows the effects of different dice 
decisions on these wagers. 
 
You can see from the table that it is possible to win or lose on just 
about any combination of these bets.  The theory behind making 
two of these wagers simultaneously is that having two bets up will 
help smooth out the wins and losses of playing craps 
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 Table 10.  Effects of Decisions on Pass Line,  
 Don't Pass and Don't Come Bets 
 

 
Event 

Pass  
Line 

Don't 
Pass 

Don't 
Come 

Come Out 7 Win Loss Win 

Come Out 11 Win  Loss No 
effect 

Come out 2 or 3 Loss Win  No 
effect 

Shooter makes point Win Loss No 
effect 

Shooter sevens out Loss Win Win 

Shooter rolls Don't Come 
point 

No 
effect 

No 
effect 

Loss 

Shooter rolls 7 on Don't 
Come Come Out 

Loss Win Loss 

Shooter rolls 11 on Don't 
Come come out 

No 
effect 

No 
effect 

Loss 

Shooter rolls 2 or 3 on 
Don't Come come out 

No 
effect 

No 
effect 

Win 

 
 .   
 For betting purposes, a betting progression will be used.  A 
betting progression is a series of wagers to be made with the size 
of the wager dependent on the outcome of the previous wager.  
We will increase our wager one level following a loss.  We will 
reduce our wager one level after a win and reduce it two levels 
following two consecutive wins, or two out of three winning 
wagers. 
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 Two betting sequences will be used: one for bets on Pass 
and Don't Pass and one for bets on Don't Come.  The size of the 
sequence depends on the minimum bet required at the table and 
the size of the session bankroll used.  Table 11 shows the 
minimum table wagers for each level of play, the session bankroll 
used and the betting sequence used. 
 
 Table 11.  Craps Betting Sequences 
 

Minimum 
Wager 

Session 
Bankroll 

 
Betting Sequence 

$ 1 $    50 1 2 3 4 6 8 10 

  2     100 2 4 6 8 12 16 20 

  5     250 5 10 15 20 30 40 50 

 10     500 10 20 30 40 60 80 100 

 25   1,250 25 50 75 100 150 200 250  

 
 

Rule 3.  Increase wagers following losses and reduce the 
size of the wager following a win.  A bet is increased by one 
level after a loss.  The wager is reduced one level after a 
win.  Following two consecutive winning bets, or two out of 
three wagers winning, the bet is reduced two levels.  
Example:  In the $500 Betting Sequence, if you win $40, 
reduce you wager to $30.  If you win this wager also, reduce 
the next wager two levels, back to $10.   
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 One of the risks of following a pattern of decisions in 
selecting bets is that blindly following the pattern will ultimately 
cause the loss of all wagers in a betting sequence.  While all 
wagers are lost on occasion, several rules have been developed 
which help reduce the likelihood of losing all of the wagers.   
 
 The first of these rules concerns selecting either a Pass Line 
or Don't Pass Bet.  Our primary rule is to "bet the same as the 
preceding decision."  This is a fairly dependable method of betting 
except when the Pass Line and Don't Pass decisions alternate as in:  
P D P D P D.   
 
 With this series of outcomes, every wager would be lost, as 
you would be on the wrong side of every wager.  To break up a 
losing pattern like this, we add a rule requiring that after four 
consecutive losses, we bet the opposite of the previous decision 
for one time only and then resume wagering the same as the 
previous decision. 
 

Rule 4.  Following the loss of four consecutive Pass Line - 
Don't Pass wagers, bet the opposite of the preceding decision 
one time and then resume wagering the same as the 
preceding decision. 

 
 Let's recap the Power Gambling system.  We will start a 
session by observing whether the shooter has a Pass Line or Don't 
Pass decision.  Our first wager will be the same as the shooter's 
preceding Pass Line or Don't Pass decision for the lowest bet in 
the series. 
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 Assume that we have bought in for $500 and are using the 
betting series: $10 20 30 40 60 80 and 100.   We observe that the 
previous shooter has just sevened out (a win for Don't Pass).  We 
wager $10 on Don't Pass.  The shooter rolls a 3, an instant win for 
Don't Pass.  The dealer places $10 in winnings next to our Don't 
Pass Wager.   
 
 We pick up our winnings and wager Don't Pass again.  The 
shooter then rolls a 7, a Pass Line winner.  The dealer picks up our 
losing Don't Pass wager.  We now bet $20 on Pass Line.  We have 
increased our wager one level in the betting series and following 
the preceding decision, we wager on Pass Line.  The shooter now 
establishes a point by rolling a 6. 
 
 Our $20 Pass Line wager will remain in place until the 
shooter makes his point by rolling a 6 or rolls a 7 causing our Pass 
Line bet to lose.  Since we are using a betting series, we need to 
keep track of our wager.   
 
 We do this by using a designated spot in the chip rail and 
by placing an amount equal to our wager on Pass Line or Don't 
Pass in a certain spot for Pass Line and Don't Pass wagers.  In this 
case, we place four five-dollar chips in our spot showing that we 
have wagered $20. 
 
 Now that we have a line bet (either a Pass Line or a Don't 
Pass wager) in place, we will make a Don't Come bet.  We make a 
$10 Don't Come wager by placing the chips in the Don't Come 
Box.  The shooter rolls a 3.  This number doesn't affect our Pass 
Line wager which stays in place, but give us an instant win on our 
Don't Come wager.    
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 We pick up our winnings and again wager $10 on Don't 
Come.  The shooter rolls a 6.  The dealer moves our Don't Come 
Bet to the back of the box for six.  It will remain there until either 
a 6 (a loser for the Don't Come Bet) or a 7 (a winner for our Don't 
Come Bet) is rolled.  We place $10 in chips in the chip rail in a 
separate spot from our line bets to track the amount wagered on 
Don't Come. 
 
 Since the shooter made his point, our $20 Pass Line bet has 
won.  We pick up the winnings and wager $10 on Pass Line.  The 
next roll is a 7, a winner for both the Pass Line and Don't Pass 
wagers.  We sit out a roll to count our winnings.  We are now up 
$40 in less than ten minutes of play.  We decide to take a break at 
the coffee shop. 
 

Rule 5.  Use chips stacked in designated spots to track the 
size of wagers made.  One spot represents Line wagers (Pass 
Line and Don't Pass) and a different spot is used for Don't 
Come wagers. 

 
 An important aspect of the Power Gambling system is to 
frequently count the amount of the session bankroll and to take a 
break anytime the session bankroll has been increased by about 
20%.  If you are playing with $500, a $100 win would target a 
break.  Or, as we have seen in our example, we can take a break 
anytime we want, preferably after winning two bets. 
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Rule 6.  Track the amount of winnings.  Anytime winnings 
are equal or greater then 20% of the session bankroll, 
consider taking a break.  However, a break can be taken 
anytime, especially after winning both wagers. 

 
 Another Power player trick is to reduce the size of both 
wagers following a simultaneous win of both bets.  Assume that 
we have $40 up on a Don't Come bet and $30 up on Don't Pass.  
The shooter rolls a 7 causing both bets to win.  Normally if this 
was the first win on each wager, we would next make a $20 bet on 
Don't Pass and a $30 bet on Don't Come.  However, since we have 
just won both bets simultaneously, we should consider reducing 
the Don't Come wager to $20 and the Don't Pass bet to $10.  This 
is a conservative move designed to keep us from ever approaching 
the upper limits of a betting sequence. 
 

Rule 7.  After winning two wagers simultaneously, consider 
reducing the size of each wager by two levels for the next 
bet.   

 
 It is important to anticipate ending a game with a winning 
wager.  If we have just won two bets simultaneously, it may be a 
good time to think about calling the session over.  However, we 
may not have quite enough winnings to satisfy our 20% criteria.  
So what do we do? 
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 An excellent approach is to cease making wagers on the 
side calling for the largest wager and to attempt to make one or 
more winning wagers betting just one side. 
 
 Assume that we have just won a $40 Don't Come and a $10 
Pass Line bet.  We count our chips and see that we are ahead $85.  
Normally our next Don't Come bet would be either $30 (following 
one win) or $20 (following a second win).  However, we decide 
not to make a Don't Come wager at all but to only make a Line bet 
and to quit following a winning bet or two out of three winning 
bets.  We wager $10 on Pass Line.  The shooter rolls a come out 7, 
an instant win for the Pass Line bet.  We pick up our winnings and 
take a break, having won $95. 
 

Rule 8.  When preparing to end a session, one approach is to 
cease making wagers on the side calling for the largest 
wager and to only wager the side requiring the smaller bet.  
Once this procedure is used, you should take a break after 
winning the wager, or winning two out of three wagers.  
Should you lose two wagers, call the session over. 

 
 If you use the Power Gambling approach to playing craps, 
you should expect a win rate of over 90% of the sessions played.  
Table 12 recaps ten sessions played using this system.  For your 
information, winnings are broken down between Pass Line, Don't 
Pass and Don't Come winnings. 
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 Table 12.  Ten Typical Craps Sessions 
 ($500 Bankroll, Series 10 20 30 40 60 80 100) 
 

 # of 
Rolls 

Pass 
Line 

Don't 
Pass 

Don't 
Come 

Total 
Won 

1  39 + 30  +30  +40 +100 

2  38  -0-  +60  +40 +100 

3  91 + 80  -10  +40 +110 

4  60 + 80  +30  +30 +140 

5 127 + 90 -120  +30  -0- 

6  83 - 50  +70  +90 +110 

7  45  -0-  +70  +40 +110 

8  22  +10  +50  +40 +100 

9  61 -100  -10 +220 +110 

10  69  +70  -30  +60 +100 

Total 635 rolls +210 +140 +630 +980 

 
 
 As shown in Table 12, over 635 rolls, which is about six to 
seven hours of play, the system won $980, or $98 per session 
played.  This works out to about $140 an hour.   The amount won 
from Pass Line wagers was $210, while the winnings from Don't 
Pass wagers was $140.  Don't Come supplied the bulk of the 
winnings with $630 of the total winnings coming from Don't 
Come wagers.   
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 However, we can't generalize and state that Don't Come 
typically wins more than Pass Line and Don't Pass combined.  If 
we played another series of sessions, the odds are that the Pass 
Line and Don't Pass bets would be the big winners.  This is the 
advantage of using a balanced system with wagers which are both 
offsetting and complimentary. 
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 Playing Blackjack 
 
      
 Blackjack is a card game played between the casino, 
represented by a dealer, and one or more players.  The dealer runs 
the game, shuffles and deals cards, changes cash into chips and 
pays and collects bets.   Blackjack games are played on tables with 
chairs for six or seven players.  To enter a blackjack game, you sit 
down in any unoccupied chair and change your cash into chips. 
 
 Players make their wagers before the cards are dealt.  The 
dealer deals the cards, one at a time, starting with the player at his 
immediate left, and deals left to right. 
 
 Two cards are either dealt face up or face down to the 
players.  The dealer only deals his second card face up.  His other 
card, called the hole card, is dealt face down. 
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 Each player has the option to stand with the two original 
cards dealt him, double down, split a pair, surrender (if the casino 
allows it) or have additional cards dealt him.  After the player has 
finished with his options, the play moves on to the next player and 
finally to the dealer, who plays out his hand. 

 
 
 The object of the game is to beat the dealer.  The dealer can 
be beaten in two ways;  if the player has a higher total than the 
dealer's without exceeding 21 or if the dealer busts by exceeding a 
total of 21. 
 
 Number cards count at face value, i.e. a 9 is counted as nine 
points.  Suits have no bearing on the game.  Face cards count as 
ten points and Aces count as either 1 or 11 points. 
 
 If the first two cards dealt are an Ace and a 10-valued card, 
totaling 21, that is considered to be a blackjack.  If the player  
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receives a blackjack and the dealer does not have one, the player is 
paid 3 to 2 for his wager.  If the dealer has a blackjack, and the 
player does not, the dealer is not entitled to receive a 50% bonus, 
but wins only the amount wagered by the player. 
 
 Dealers play by a fixed set of rules while players have a 
number of options.  The dealer must draw to any hand totaling 16 
or less, and he must stand on any hand totaling 17 to 21.  Rules 
vary by location on whether a dealer will stand on a soft 17 (a 
hand with an Ace counted as 11).  In some casinos, dealers will 
stand on any 17, including soft hands, and in other casinos, the 
dealer will draw on a soft 17. 
 
 The casino gains its advantage in the game by playing out 
its hand last.  A player who busts (goes over 21) loses his wager 
immediately, even if the dealer also busts later.  In effect, the 
casino wins all ties when both the player and the dealer bust.  This 
gives the casino a powerful edge.   
 
 The player has a number of options available to offset the 
casino edge.  In fact, if the player learns how to play his hands 
using a proven strategy called Basic Strategy, he will have 
neutralized the house's advantage and be able to play just about 
even with the casino. 
 

Rule 1.  The object of the game is to beat the dealer.  The 
dealer can be beaten in two ways: by attaining a higher card 
total than the dealer's without exceeding 21 or by standing 
and having the dealer bust. 
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 The player's options include hitting or standing, doubling 
down, splitting pairs, taking insurance and surrender, when it is 
offered. 
 
 Each player, as well as the dealer, is initially dealt two 
cards.  The player, as well as the dealer, has the option of drawing 
additional cards, called "hitting" or accepting only the cards dealt, 
called "standing."   
 
 If the player wants another card, he will signal the dealer by 
scratching the surface of the felt covered table with his fingers if 
the cards are dealt face up or with his cards when the cards are 
dealt face down and held by the players.  The dealer will continue 
to deal cards to the player so long as the player requests them. 
 
 Doubling down is an option which allows the player to 
double the amount of his original wager by placing a bet of equal 
amount in the betting circle next to his original wager.  If he 
signals the dealer to double down, he will be dealt only one 
additional card and he can not draw any additional cards to that 
hand.   
 
 In a game dealt with the cards face down, the player will 
turn his cards face up, make an additional wager and announce 
"double down" to the dealer.  In a face down game (multi-deck 
games are dealt face down and the player will not touch his cards), 
the player will add an additional wager and tell the dealer "double 
down."  Doubling down is advantageous to the player in certain 
situations and allows the player to double his wager at a time 
when the wager favors him. 
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 When the first two cards dealt a player consist of a pair, 
such as 2 2, 3 3, 4 4, 5 5, 6 6, 7 7, 8 8, 9 9, 10 10, or Ace Ace (A 
A), the player has the option of splitting the cards so that two 
separate hands are formed.  Any combination of 10 value cards 
(10, Jack, Queen or King) are considered a pair.   
 
 To split a pair in a game dealt face down, the player turns 
the cards face up and adds another wager behind the second hand.  
In a game dealt face up, the player does not handle the cards and 
signals the dealer that he is splitting a pair by placing an additional 
wager on the outside edge of the betting box next to the original 
wager. 
 
 If a dealer shows an Ace as his upcard, he will ask the 
players if they want to take insurance.  If a player decides to take 
insurance, he is making an additional wager that the dealer has a 
ten-valued card as his hole card and has a blackjack.  To take 
insurance, the player will make a wager of one-half of his original 
wager by placing chips in the area marked insurance.   
 
 If the dealer does have a blackjack, the player gets paid 2 to 
1 on the insurance bet.  If the dealer has a blackjack and the player 
does not, the player saves his original wager by making the 
insurance bet which wins an amount equal to the original wager. 
 
 Some casinos offer the player the option of surrendering 
one-half of his wager after the first round of two cards have been 
dealt. 
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 Surrender allows a player the option of giving up one-half 
of his wager after being dealt his first two cards, but only after it 
has been determined that the dealer does not have a blackjack.  It 
the dealer has a blackjack, the player does not have the option of 
surrender. 
 
 Early surrender, which is very rare, offers the player the 
chance to give up one-half of his wager before the dealer checks to 
see if he has a blackjack.   To surrender, the player announces 
"surrender."  The dealer will collect the cards and remove one-half 
of the player's bet. 
 

Rule 2.  Learn how to exercise the basic player options of 
hitting and standing, doubling down, splitting pairs, taking 
insurance and surrender. 

 
  
 The player has two pieces of information after the first two 
cards have been dealt.  He knows the value of the cards dealt him, 
and he can see the dealer's upcard.  This information is all that is 
available to make the decisions on how to play each hand. 
 
 The best playing strategy, usually called Basic Strategy, 
was derived by playing millions of blackjack hands on a simulated 
basis on computers.  Basic strategy was designed to answer the 
questions on whether to hit or stand, double down, split pairs or 
surrender.   
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 Let's say that you are dealt a 9 and 3 for a hand totaling 12.  
The dealer shows an upcard of 3.  Do you ask for another card?  
Once you know basic strategy, you will know exactly how to play 
this hand.  (This situation is close, but the player should hit in this 
situation.) 
 
 Basic Strategy varies slightly based on the number of decks 
used and slight variations in playing rules.  For example, the 
doubling down rules are slightly different for single and multi-
deck games.   
 
 However, Power players know that the variations in Basic 
Strategy yield only marginal differences in theoretical win rates.  
Rather than trying to learn a different playing strategy for every 
variation in the game, they use a conservative strategy, which we 
will call the Power Gambling Strategy.  Because it is conservative, 
the Power Gambling Strategy can be used in single or multi-deck 
games and with just about every variation in doubling down, pair 
splitting and surrender rules.   
 
 Let's look at the hitting and standing rules first.   A hard 
hand is a hand with no Aces, or where Aces must be counted as 1 
to avoid going over 21.  Here are the rules for hitting and standing 
on hard hands: 
 
1. If the dealer shows an upcard of 2 or 3, draw cards until your 

total is at least 13.  For example, if you have a 12 and the 
dealer shows a 2 you will draw a card. 

 



  

The Power Gambling Strategy                   © 2009 Silverthorne Publications Inc. 
 

107

2. If the dealer's upcard is 4, 5 or 6, you will draw until your total 
is at least a 12.   

 
3.  If the dealer's upcard is a 7, 8, 9, 10 or Ace, you will draw or 
hit until a total of 17 is reached. 
 

Rule 3.  If you have a hard hand (a hand with no Aces or 
where Aces are counted as 1): 
If the dealer has: Hit until you have: 
2 or 3 13 
4, 5, 6 12 
7, 8, 9, 10 or Ace 17 

 
 A soft hand is one in which the Ace can be counted as "1" 
or "11."  Some soft hands are:  A,2 (valued as 3 or 13), A,A 
(valued as 2 or 12), A,9 (valued as 10 or 20) and so on. 
 
 The following hands are not soft hands since if the Ace is 
counted as "11," the hand exceeds 21: A,5,6 (valued as 12), A,3,8 
(valued as 12), A,4,9 (valued as 14). 
 
 Here are the rules for hitting and standing with soft hands: 
1. Always hit any soft hand with a total less than 18.  With a hand 

of A,6, you will hit the hand no matter what the dealer's upcard 
is, as there is no way that you can bust this hand. 

 



 

The Power Gambling Strategy                   © 2009 Silverthorne Publications Inc. 
 

108

2.  If the dealer shows a 2, 3, 4, 5, 6, 7 or 8 as an upcard, you will 
stand on any totals of 18 or more.  If the dealer shows an 8 for his 
upcard, you would stand on a hand of A,7. 
 
3.  If the dealer has a 9, 10 or Ace as his upcard, you must draw 
until you have a soft hand totaling 19.  If the dealer shows a 10, 
and we have an A,7, we will draw, as this hand totals less than 19. 
 
 Notice that a draw to a soft hand can convert the hand to a 
hard hand, which uses a different set of rules.  If we have a soft 
hand of A,7 and the dealer's upcard is a 10, we must draw.  If we 
draw a 7 we now have A,7,7, which must be counted as a hard 
hand with a total of 15.  Using the rules for hitting hard hands, we 
compare a hard 15 versus a dealer's 10 and ask for another card. 
 

Rule 4.  If you have a soft hand (a hand with an Ace which 
can be counted as either "1" or "11"): 
If the dealer has: Hit until you have: 
2, 3, 4, 5, 6, 7 or 8 Soft 18 
9, 10 or Ace Soft 19 

 
 
 Doubling down is a valuable player option in which a 
player may double his wager in favorable situations.  The only 
disadvantage is that when he doubles down, he may draw only one 
additional card.   
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 Doubling down is used in two ways to help the player win.  
A player will double down when a dealer's upcard is so weak that 
the dealer is likely to bust.  A player will also double down when 
his cards are so strong that he is likely to beat the dealer's total. 
 
 The most important thing to consider in doubling down is 
the high probability of drawing a 10-value card.  We will double 
down aggressively when our first two cards total 10 or 11 as by 
drawing a 10-value card our totals would be 20 or 21, which are 
strong hands.   
 
 When we are holding cards with a value of 9, we will 
double less aggressively as our prospect of drawing to a total of 19 
does not give us as strong a potential hand. 
 
 The rules for doubling down with hard hands are: 
 
1.  Double any hard hand totaling 11 versus a dealer upcard of 2 
through 10. 
 
2.  Double any hard hand totaling 10 versus a dealer upcard of 2 
through 9. 
 
3.  Double any hard hand totaling 9 versus a dealer upcard of 3 
through 6, 
 
4.  Never double any other hard hands and especially not any 
hands with totals of 12 or greater. 
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Rule 5.  After the first two cards have been dealt, and you 
have a "hard" hand (no Aces), double down: 
If the dealer has: Double if your hand totals: 
2-10 11 
2-9 10 
3-6 9 

 
 The dominant cards in Blackjack are the 10-value cards.  
With Tens, Jacks, Queens and Kings valued at 10, we are four 
times more likely to draw a 10-value card as any other card. 
 
 Much of our play is governed by the likelihood that the 
next draw will most likely be a 10-valued card or that the dealer's 
hidden or hole card has a value of ten.   
 
 When we double down, we believe that our next card is 
most likely to have a value of 10.  Likewise, when we see the 
dealer's upcard, we tend to believe that the value of his hand is 10 
higher than the value of the upcard. 
 
 Because the dealer plays by an inflexible set of rules, he 
must draw to hands totaling 12 through 16, which can be busted 
by a number of cards.   When we see that a dealer's upcard is a 2 
through a 6, we categorize these hands as potential bust hands as 
the dealer may have a 10 valued card as his hole card.   
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 Even if the dealer does not have a 10-valued card as the 
hole card, hands with upcards of 2 through 6 are still the most 
likely hands to bust. 
 
 In contrast to doubling with hard hands totaling 9, 10 or 11, 
where we expect to beat the dealer's total, we will double down 
with certain soft hands, such as A,6, with the expectation of the 
dealer busting.  We will only double down on soft hands when the 
dealer shows an upcard of 3 through 6 
 
 The rules for doubling down with soft hands are: 
 
1.  Never double down on hands of A,8 and A,9.  With totals of 19 
and 20, these hands are strong enough that no doubling is needed. 
 
2.  Double down on hands of A,6 (value 17) and A,7 (value 18) if 
the dealer's upcard is a 3, 4, 5 or 6. 
 
3.  Double down on hands of A,4 (value 15) and A,5 (value 16) if 
the dealer's upcard is a 4, 5 or 6. 
 
4.  Double down on hands of A,2 (value 13) and A,3 (value 14) if 
the dealer's upcard is a 5 or 6.  
 

Rule 6.  After the first two cards have been dealt and you 
have a "soft" hand (an Ace), double down: 
If the dealer has: Double if you have: 
3, 4, 5 or 6 A,6 or A,7 
4, 5 or 6 A,4 or A,5 
5 or 6 A,2 or A,3 
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 Splitting pairs is an option allowed by virtually all casinos 
dealing blackjack.  Splitting pairs may be advantageous to the 
player for two reasons.  First it offers the chance of turning a weak 
hand into two potentially stronger ones.  For example, it is always 
to the player's advantage to split a hand of 8, 8, as a hand totaling 
16 is the weakest possible hand.  By splitting the hand, the player 
ends up with two hands starting with 8 each which have the 
possibilities of becoming hands totaling 18. 
 
 Another reason a player will want to split pairs is to exploit 
a dealer's weakness as revealed by his upcard.  A pair of 6s will be 
split versus a dealer's cards of 3 to 6 to take advantage of the 
dealer's weakness. 
 
 Some hands will always be split, regardless of the dealer's 
upcard and other hands will never be split, no matter what the 
dealer shows.  You will always want to split a pair of Aces or 8s 
against any dealer upcard.  With a pair of Aces, the original total 
of either 2 or 12 are not strong hands, while the split Aces, having 
starting totals of 11 each, will tend towards hand totaling 21.   
 
 With split Aces, the casinos only allow one additional card 
to be drawn.  Most casinos will not allow Aces to be resplit if 
another Ace is drawn to a split pair. 
 
 Power gamblers, using their simplified playing strategy will 
never split pairs of 4s, 5s or 10s and each of these hands are more 
advantageous than the possibilities offered by split hands. 
 
 The Power Gambling rules for splitting hands are: 
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1.  Never split a 4,4, 5,5 or 10,10. 
 
2.  Always split an 8,8 or a A,A. 
 
3.  Split 9,9 versus a dealer 2 through 6 and 8 to 9.  Do not split 
versus a dealer upcard of 7. 
 
4.  Split 7,7 versus a dealer 2 through 7. 
 
5.  Split 6,6 versus a dealer 3 through 6. 
 
6.  Split 3,3 and 2,2 versus a dealer upcard of 4 through 7. 
 
 The most important pair splitting rules to learn are rules 1 
and 2.  If you only learn which cards to never split and the pairs to 
always split, you will be able to play well enough to beat the game 
when you use the Power Gambling strategy. 
 

Rule 7.  If you have a pair, split it: 

If the dealer has: 
Any card 
Any card 
2 to 9 except 7 
2 to 7 
3 to 6 
4 to 7 

Split if you have: 
Never split a 4,4, 5,5 or a 
10,10 
Always split an 8,8 and a 
A,A 
9,9 
7,7 
6,6 
2,2 and 3,3 
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 Insurance is offered in virtually every blackjack game as 
taking insurance favors the house by 8%.  Every time you take 
insurance, you are giving the casino a 8% edge.  Power players 
never take insurance. 
 

Rule 8.  Never take insurance. 

 
 Surrender and early surrender are rules variations, which 
are always favorable to the player and are fairly rare.   As of the 
date of publication we are not aware of any decent blackjack 
games offering early surrender.  Games offering surrender are 
currently found at Harrah's in Shreveport, Louisiana, the Copa in 
Gulfport, Mississippi, both the Rio and Tropicana in Las Vegas, 
Nevada and the casino at Isleta Pueblo near Albuquerque, New 
Mexico.  Blackjack games in South Dakota and Washington state 
offer surrender. 
 
 The Power Gambling rule for surrender is simple.  
Surrender any hard hand totaling 16 versus a dealer upcard of 9, 
10 or Ace, unless the player hand consists of 8,8, in which case it 
will be split instead of being surrendered.  A soft hand of A,5 will 
not be surrendered. 
 

Rule 9.  If the dealer's upcard is a 9, 10 or Ace, surrender if 
you have a hard hand totaling 16 unless it is a pair (8,8).  
Never surrender a soft hand. 

 
 The best way to make these decisions is to think of them in 
a logical order.  The following steps summarize this process: 
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1.  Compare your hand with the dealer's upcard. 
 
2.  If surrender is available, should it be considered?   
 
3.  Do you have a pair?  Should it be split? 
 
4.  Should this hand be doubled? 
 
5.  Do you hit or stand with this hand. 
 
6.  Play the hand. 
 
 The easiest way to learn all of these skills is to practice 
them.  You should use four decks of cards and practice dealing 
blackjack hands.  After you have dealt two cards to yourself and 
the dealer, go through the decision making process.  At first you 
can refer to the rules.  As you practice more and more you should 
be able to make the decisions without looking them up.   
 
 You will probably not be able to learn all of the strategy 
rules in one setting.  The best way to learn them is to practice no 
more than an hour at a time until you have all of the rules down. 
 
 Table 13 summarizes the Power Gambling strategy for 
playing blackjack.  There are more complicated versions of this 
strategy around, and the experts teach different variations for 
different rule variations in blackjack.  However, this strategy has 
been proven to work well in Power Gambling play, and it should 
work well for you. 
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 Table 13.  Summary of Blackjack Playing Strategy 

 Hitting and Standing Rules 

Dealer Upcard: Minimum to Stand: 

2 or 3 Hard 13 

4, 5 or 6 Hard 12 

7, 8, 9, 10 or Ace Hard 17 

2, 3, 4, 5, 6, 7 or 8 Soft 18 

9, 10 or Ace Soft 19 

 Doubling Down Rules 

Dealer Upcard: Double Down: 

2-10 Hard 11 

2-9 Hard 10 

3-6 Hard 9 

3-6 Soft Hands:  A,7  A,6 

4-6 Soft Hands:  A,5  A,4 

5-6 Soft Hands:  A,3  A,2 

 Pair Splitting Rules 

Dealer Upcard: Split Pair: 

Any card Never split 4,4  5,5  10,10 

Any card Always split 8,8  A,A 

2-9, except 7 9,9 

2-7 7.7 

3-6 6,6 

4-7 2,2 and 3,3 

 Surrender Rules 

Dealer Upcard: Surrender: 

9, 10 or Ace Hard 16 except 8,8 

 Insurance 

 Never take insurance 
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 Once you master the playing strategy, you will be able to 
play close to even in most blackjack games.  For short-term play, 
any mathematical edge that you give the casino will be irrelevant.   
 
 However, we want you to know more than how to 
breakeven at blackjack. In the next chapter you will learn the 
special Power Gambling betting strategy that will help you gain an 
edge over the casinos. 
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 Winning at Blackjack 
 
      
 Blackjack tends to be a streaky game.  It can be streakier 
than craps or roulette.  By "streaky" we mean that a winning or 
losing trend will continue for several decisions.  Card games like 
blackjack and baccarat tend to have longer streaks than games 
played with mechanical devices like dice or a roulette wheel 
because the cards are never shuffled enough to be in truly random 
order. 
 
 You may have sat down at a blackjack game and lost hand 
after hand.  Conventional wisdom has it that the dealer is hot.  Or, 
on a more pleasant note, you may have won hand after hand, 
seemingly without trying. 
 
 Either of these experiences is fairly common in blackjack 
and reflects the fact that the cards are in nonrandom clumps, 
favoring either the player or the dealer. 
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 Exhaustive computer research has shown that certain card 
groups favor the player more while other groups will favor the 
dealer.  The theory of card counting is based on tracking cards as 
they are dealt to try to determine if the remaining undealt cards 
have more of a dealer bias or a player bias. 
 
 The most favorable cards to a dealer are the low cards of 2, 
3, 4, 5 and 6.  The reason these cards favor the dealer more is that 
he can draw low cards to what would normally be bust hands for 
him and still stay under 21. 
 
 The most favorable cards for the player are the higher 
valued cards of 10 and Ace.  With more higher valued cards being 
dealt, the dealer is more likely to be dealt a blackjack.  Even 
though the dealer is equally likely to be dealt a blackjack, the 
player has an edge in that his blackjack will be paid 3 to 2, while 
the dealer blackjack only wins even money. 
 
 Another advantage to the player of more high cards being 
dealt is that the casino drawing and standing rules for dealers will 
force the dealer to bust more often as he draws higher valued cards 
to his bust hands. 
 
 Card counting attempts to track the cards dealt to determine 
if more higher or lower valued cards remain to be dealt.  When 
more higher valued cards remain to be dealt, the player will raise 
his bets.  When the deck is rich in lower valued cards, the player 
will lower his wager. 
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 We will use a mechanical betting strategy which attempts 
to raise bets during winning streaks and limits losses during losing 
streaks.  By using a strategy which raises bets moderately after 
wins and limits losses during losing streaks, we can gain the 
advantage of following clumps of cards favoring the player and 
limit losses to clumps of cards favoring the dealer. 
 

Rule 1.  We will use a mechanical betting strategy to take 
advantage of card clumps favoring the player and to limit 
losses to clumps favoring the dealer. 

 
 Our betting strategy will always start with four numbers 
arranged in a group like this:  5 10 10 5.  We will wager the total 
of the two outside numbers.  Our starting wager would be for 10, 
determined by adding the outside numbers of 5 + 5.  If we win this 
bet, we will cancel the two outside numbers in our group like 
this:5/   10 105/  .   
 
 With the two outside numbers canceled, we would next 
wager the total of the two remaining numbers.  Our wager would 
be for 20, computed by adding 10 and 10.  If we win this wager, 
we will have completed our betting series by canceling all four 
numbers like this:5/1/10/1/10/5/     .  If we wish to continue wagering, we 
will set up a new series of 5 10 10 5 and began again by wagering 
the total of the outside numbers. 
 

Rule 2.  The amount wagered will always be the sum of the 
two outside numbers in a special series of four numbers.  
After any win, the two outside numbers will always be 
canceled.   
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 If we lose a wager, we will add the amount of the lost 
wager to the last number in the series which has not previously 
been added to.  Lets start again with the series 5 10 10 5 and wager 
10 as the total of the two outside number of 5 and 5.  This time our 
wager loses.  We add the amount lost to the last number in the 
series which has not been previously added to.  In this case, we 
add the amount lost of 10 to the last number of 5 and our series 
becomes 5 10 10 15.  Our next wager is the total of the two 
outside wagers of 5 and 15 and we wager 20.   
 
 Assume that this wager also loses.  We now add the 
amount lost of 20 to the last number in the series which has not 
previously been added to.  We add 20 to the second to the last 
number and our series becomes 5 10 30 15.  Our next wager is for 
20, the total of the two outside wagers.  If this wager wins, we 
cancel the two outside wagers and have:5/    10 301/5/  .  Our next 
wager is 40, the total of the two remaining wagers.  If this wager 
wins, we have completed our series and we will set up a new 
series if we wish to continue betting. 
 
 Let's learn one more rule.  If we are down to less than four 
numbers and a wager loses, the amount lost will be added as a 
separate number in the series.  We only add the amount lost to an 
existing number when we have four numbers in a series.  If we 
have less than four numbers left in a series, because of previous 
cancellations, we must add the amount lost to the end of the series 
after a loss.   
 
 Assume we start wagering with the series 5 10 10 5, and 
our first wager is 10 (the sum of the two outside wagers).  This  
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wager wins, we cancel the two outside numbers, leaving a series 
of 10 10.  Our next wager is 20, the sum of 10 and 10.  We lose 
this wager.  We will add the amount lost to the end of the series.  
Our series becomes 10 10 20, and our next wager will be 30, the 
sum of the two outside numbers.   
 
 Assume that this wager also loses.  We now add 30 to the 
series, which becomes: 10 10 20 30.  Our next wager is for 40, the 
sum to the two outside wagers.  If this wager wins, we cancel the 
two outside bets and our series looks like1/0/   10 203/0/  .  Our next 
wager will be for 30, the sum of 10 + 20. 
 

Rule 3.  Following a loss, add the amount lost to the last 
number in the series which has not previously been added to.  
If there are less than four numbers left in the series because 
of previously cancellations, add the amount lost to the end of 
the series. 

 
 There is a final rule we will use.  We will limit our losses to 
three consecutive losses or to a wager five times the size of our 
smallest wager.  With the series of 5 10 10 5, our smallest wager 
will be 10 and the largest wager we will lose is for 50.  If we lose a 
bet this size or if the next wager we are called on to make is larger 
than 50, we will call the series finished.   
 
 Once we call a series finished, we will use other rules to 
determine if we continue playing the session or consider the 
session completed.   



  

The Power Gambling Strategy                   © 2009 Silverthorne Publications Inc. 
 

123

 
 

Rule 4.  If there are three consecutive losses or if the next 
wager would be at least five times the size of our smallest 
wager, end the series.  If you decide to continue play, start 
over with the original series. 

 
 Let's take a look at a sample number of blackjack plays.  
Table 14 shows 13 blackjack plays including the loss of the entire 
betting series.  The first column shows the betting series with the 
numbers which are added to make the bet underlined.  The next 
column shows the amount bet, the third column the outcome of the 
wager (win or loss) and the fourth column shows the total amount 
won or lost.  The final column has comments. 
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 Table 14.  A Series of Blackjack Wagers 
 

 
 
 
Series 

 
 
 
Bet 

 
 
Out- 
come 

 
Amt 
Won 
(Lost) 

Total 
Amt 
Won 
(Lost) 

 
 
 
Comments 

5 10 10 5 10 L -10 -10 Add loss of 10 to last wager 

5 10 10 15 20 L -20 -30 Add loss of 20 to third wager 

5 10 30 15 20 L -20 -50 Lost 3 bets in row, series over 

5 10 10 5 10  L -10 -60 Add loss of 10 to last wager 

5 10 10 15 20  W +20 -40 Cancel two outside numbers 

10 10 20 L -20 -60 Add loss of 20 to third position 

10 10 20 30 W +30 -30 Cancel two outside numbers 

10 10  W +10 -20 Start new series 

5 10 10 5 10 W +10 -10 Cancel two outside numbers 

10 10  20 W +20 +10 Start new series 

5 10 10 5 10 W +10 +20 Cancel two outside numbers 

10 10  20 W +20 +40 Start new series 

      

 
 This series started out poorly with four straight losses.  
After the third loss, we were forced to start a new series.  
Eventually, we had a nice string of wins and were able to show a 
profit for the series.  Let's take a look at another series of blackjack 
wagers.  This time we will encounter a doubling down and a pair 
splitting situation. 
 
 Whenever we are called on to increase our wager because 
of a doubling down or a pair splitting opportunity, we should take 
advantage of the situation if the Power Gambling Playing Strategy 
calls for  
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the move.  To double or split a pair entails bringing in chips from 
reserve for the play.  If we win both of the wagers, we will cancel 
the two outside numbers.  If we only win one of the wagers, we 
will leave both of the outside numbers alone.  If we lose both of 
the wagers, we will add the total amount lost to the last two bets in 
the series. 
 
 Assume that our betting series is 5 10 10 15, and we wager 
the total of the outside numbers for $20.  Either a doubling down 
or a pair splitting opportunity occurs, and we add another $20 
wager from reserves.  These are the possible outcomes of these 
wagers: 
 

 
Outcome 

Starting 
Series 

 
Bets 

Ending 
Series 

Win both bets 5 10 10 15 20 - 20 10 10 

Won one bet 5 10 10 15 20 - 20 5 10 10 15 

Loses both 
bets 

5 10 10 15 20 - 20 5 10 30 35 

 
 
 

Rule 5.  When doubling or splitting pairs, use reserve chips 
to make the second wager.  If both bets win, cancel two 
outside numbers.  If one wager wins, leave the betting series 
the same.  If neither bet wins, add the amount lost to each of 
the last two numbers in the betting series. 
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 Table 15 shows a series of 7 blackjack decisions where 
both doubling down and pair splitting situations occurred.  With 
the double down, we won both wagers and started a new series as 
our win was large enough to equal or exceed the bets we would 
have made if we had bet the entire series.   
 
 When we split a pair, we split the decisions winning one 
wager and losing the other.  With this situation, we used the same 
betting series for the next wager, as our position had not changed 
with a "push" decision. 
 
 Table 15.  Another Series of Blackjack Wagers 

 
 
Series 

 
 
Bet 

 
Out- 
come 

Amt 
Won 
(Lost) 

Total 
Won 
(Lost) 

 
 
Comments 

5 10 10 5 10 W +10 +10 Cancel 2 outside 
numbers 

10 10 Double 20-20 W-W +40 +50 Start new series 

5 10 30 5 10 W +10 +60 Cancel 2 outside 
numbers 

10 10 20  W +20 +80 Start new series 

5 10 10 5 Split 10-10 W-L -0- +80 Use same series 

5 10 10 5 10 W +10 +90 Cancel 2 outside 
numbers 

10 10 20 W +20 +110 Start new series 

 
 
 Once you start using this betting series in blackjack, it will 
become second nature to you.  The easiest way to keep track of 
bets is to use chips to represent the numbers in a series.  If you 
were using the series 5 10 10 5, you could use $5 chips to  
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represent each bet.  To cancel numbers, you will pull the chips 
back.  To add to a number for a losing bet, just add chips to the 
series. 
 
 There is a betting series for every size bankroll.  For $1 
tables, use the series 1 2 2 1.  Two dollar minimum bet tables 
require the series 2 4 4 2.  Ten dollar tables use the series 10 20 20 
10.  Table 16 summarizes minimum wagers, the size of the session 
used and the betting series needed for different blackjack games. 
 
 Table 16.  Blackjack Sessions and Betting Series Used 
 

Minimum Wager Session Bankroll Starting Series 

$1 $  50 1 2 2 1 

 2   100 2 4 4 2 

 5   250 5 10 10 5 

10   500 10 20 20 10 

25 1,250 25 50 50 25 

 
 For blackjack, you will need to divide your bankroll into 
five session bankrolls.  You can set your loss limit per session as 
equal to 50% of your session bankroll or the loss of two betting 
series (due to losing three consecutive wagers or a bet greater than 
ten times the minimum wager).  Like the other casino games we 
have covered, you will need to guard your bankroll at all times. 
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Rule 6.  For blackjack, use a loss limit per session of 50% of 
the session bankroll.  Also quit the session if you lose a 
betting series two times either because of consecutive losses 
or the size of bets required. 
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12 
 
 
 
 
 

 Watching Your Money 
 
      
 There is no way that you can gamble without some money.  
Unfortunately, many people plug into the wrong side of this 
equation.  The reason they gamble is so that they can win money. 
 
 I have no qualms with the idea of gambling to win money.  
This makes perfect sense.  But consider that being successful at 
gambling is all about controlling your money.  And, like it or not, 
it takes money to make money. 
 
 I don't know how many times I have seen some poor soul 
walk up to a $5 craps or blackjack table and place a $20 bill on the 
table for the dealer to change into casino chips.  I can count on one 
hand the number of times I have seen these individuals win any 
money at the table.  Usually their time at the table is 
extraordinarily short.  With four five-dollar chips as their total 
bankroll, their play may be extended as long as ten minutes, but is 
usually finished in about five. 
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 Each of the sections of this book concerned with winning at 
a particular game has discussed the bankroll needed to play the 
game.  The size of your bankroll determines which games you can 
play and the number of sessions you will be able to play. 
 
 With slot machines and video poker, you need a bankroll of 
at least $100 in order to play on quarter machines.  The idea of 
using $100 is to divide your bankroll into ten smaller session 
bankrolls of $10 each.  When you play this way, it is impossible to 
loose all of your bankroll in any one session because you will only 
risk one-tenth of your bankroll at any one time. 
 
 If you want to play on dollar machines, you need to bring at 
least a $400 bankroll.  If $5 play is your cup of tea, you need at 
least a $2,000 bankroll.  Table 17 recaps the bankroll needed to 
play on nickel, quarter, half-dollar, dollar and five-dollar slot and 
video poker machines. 
 
 
 Table 17.  Slot and Video Poker Bankroll Requirements 
 

Coins Accepted > $ .05 $ .25 $ .50 $1.00 $5.00 

Session Amount $2 $10 $20 $40 $200 

Bankroll (10 Sessions) $20 $100 $200 $400 $2,000 

 
 If you have a grand total of twenty bucks as your gambling 
bankroll, you will probably enjoy the experience a lot more if you 
play on nickel slot machines where your money will buy you 
multiple opportunities to win rather than playing on a five dollar  
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minimum table game with little chance of winning.  For a 
reasonable chance at winning playing slots or video poker, most 
players should play with bankrolls of at least $100.  While there is 
no guarantee that you will win using this larger bankroll, you will 
have a reasonable chance of winning, especially if you play on the 
correct version of Deuces Wild video poker. 
 
 Now lets consider the table games.  First let's look at craps 
and blackjack, as using the recommended Power Gambling 
systems, they have exactly the same bankroll requirements. 
 
 
 Table 18.  Craps and Blackjack Bankroll Requirements 
 

Minimum Wager > $1 $2 $5 $10 

Session Amount  $50 $100  $250  $500 

Bankroll (5 Sessions)  250  500 1,250 2,500 

 
 With these table games, $250 is the minimum bankroll you 
need to play on tables allowing $1 minimum wagers.  The most 
common minimum wagers allowed are $5 bets, and you will need 
$1,250 to play at these tables. 
 
 The bankroll needed for roulette is slightly higher.  Table 
19 shows the bankroll levels for roulette.  For play on $1 tables, 
you will need a total bankroll of at least $375, which can be 
broken into five session bankrolls of $75 each.  For $5 play, you 
will need a bankroll of $1,875, which will be broken into five 
smaller bankrolls of $375 each. 
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Table 19.  Roulette Bankroll Requirements 

 

Minimum Wager> $1 $2 $5 $10 

Session Amount  $75 $150  $375  $750 

Bankroll (5 Sessions)  375  750 1,875 3,750 

 
 There is no law that says you have to play exactly ten 
sessions at slots or video poker and five sessions at any table 
game.  Assume that you like to divide your time between slots, 
video poker and blackjack.   
 
 You may decide that a bankroll which covers five sessions 
of quarter slots/video poker and three sessions of $1 blackjack is 
all that you need.  Your bankroll requirement would be: 
 

 
Game 

Number of 
Sessions 

Minimum 
Bet 

 
Bankroll 

Slots/Video 
Poker 

5 $0.25 $ 50 

Blackjack 3 $1.00  375 

Total Bankroll $425 

 
 Or you may want to mix a full number of sessions of 
quarter video poker and craps.  If you plan a mix of ten video 
poker sessions and five craps sessions, your required bankroll 
would be: 
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Game 

Number of 
Sessions 

Minimum 
Bet 

 
Bankroll 

Video Poker 10 $0.25 $100 

Craps 5 $2.00  500 

Total Bankroll $600 

 
 The key ingredient here is not to plan every play to the last 
coin.  It is about controlling the amount of money you use for 
gambling and recognizing that each level of play requires a 
minimum amount of money for you to have a reasonable chance 
of winning. 
 
 Remember the player who buys in for twenty bucks in a $5 
minimum wager game?  He (or she) nearly always loses.  
Unlucky?  No, just undercapitalized.  Simply put, $20 in just not 
enough money to have a reasonable chance of winning a game 
with $5 minimum wagers. 
 
 To minimize your risk and maximize your opportunity to 
win, you will bring money which you can afford to risk for your 
gambling bankroll.  This is important as you will be under too 
much pressure if the money is essential for living expenses, and 
you absolutely can not afford to lose it.  Of course, as events 
usually transpire, it is the essential money that is lost, while 
"extra" money can be parlayed into even larger amounts. 
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 After you have gone through the process of putting together 
a bankroll, you want to think about how much money you choose 
to make.  Most people will say that they want to win as much as 
they possibly can.  Nothing wrong with that.  But I want you to 
think about how much money you think you might realistically 
make on a gambling trip. 
 
 Is it $500?  How about $1,000?  Or $10,000?  Before we 
can put your possible winnings in dollars, we need to know how 
much money you are bringing for gambling because the possible 
amount of your winnings is directly related to the size of your 
gambling bankroll. 
 
 If you bring $1,000 for gambling, you might realistically 
expect to win $100 or $250 or even $500.  It is possible, but not 
likely, that you will win $1,000.  It is highly unlikely that you will 
do more than double your money unless you hit a jackpot on a slot 
machine or win multiple royal flushes in video poker. 
   
 The amount you can win is usually a fraction of the size of 
your bankroll.  I like to use 50% as a reasonable Win Goal.  If I 
bring $1,000, I will be happy if my winnings are $500.  With a 
bankroll of $2,500, I will shoot for a win of $1,250.  With a 
$5,000 bankroll, $2,500 would be a reasonable goal. 
 
 If you only bring $500 as your gambling bankroll, you 
should be satisfied if you win $250.  I know that this is not enough 
for most people.  You want to bring $100 and win $10,000.  But 
consider the following. 
 



  

The Power Gambling Strategy                   © 2009 Silverthorne Publications Inc. 
 

135

 If you use $500 as your gambling bankroll and win $250 
per trip, in just two trips you will have doubled your money.  If 
you are able to win 50% of your bankroll per trip, then, starting 
with $500, you will have a bankroll of over $2,500 after four trips.   
This growth of bankroll is shown in Table 20. 
 
 My point in illustrating this is not to present a solid plan for 
growing your bankroll.  It is not likely that you will win 50% or 
more on every gambling excursion.   I am merely trying to show 
you that a 50% win is a very respectable win, and that if you can 
average anywhere near this percentage, your bankroll will grow at 
a very rapid rate. 
  
 
 
 Table 20.  Growth of Bankroll With 50% Wins 
 

Beginning 
Bankroll 

Winnings (at 
50%) 

Ending Bankroll 

$  500 $  250 $  750 

   750    375  1,125 

 1,125    563  1,688 

 1,688    844  2,532 

 
 
 If you agree that with a win rate of 50% your bankroll can 
mount up quickly, then I'll show you some tricks on how you can 
win even more. 
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 The key is to first accept 50%, 30% or some other 
reasonable percentage of your bankroll as a realistic win goal.  
Once you do this, then you are over a major psychological hurdle.  
Most gamblers have no idea how much they would accept as a 
win.  Now you have a number. 
 
 Let's say that you have decided to use 50% as your win 
goal.  You are playing video poker and have just hit a Natural 
Royal Flush for a payoff of $1,000 on a quarter machine.  Here are 
your options: 
 
1.  Take a break from video poker.  With a win this large, it makes 
good sense to take a break from the game.  You can go for a walk, 
go shopping or hit the coffee shop. 
 
2.  Switch games.  It may be time to switch to your favorite table 
game.  I have found that switching games works well for me.  Not 
only does changing games provide for more variety, it may be an 
opportunity to extend a win at a different game. 
 
3.  Consider quitting gambling for this trip.  Anytime you have a 
large win, it is time to assess how you are doing.  Let's say that 
you brought $1,000 for this trip.  Your summary of play to this 
point is: 
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Game 

 
Session # 

Session 
Amount 

 
Won or Lost 

Blackjack 1 $250 +   54 

Blackjack 2 $250 +   98 

Video Poker 3, 4, 5, 6   40 -   33 

Video Poker 7, 8, 9   30 -   12 

Video Poker 10   10 +  998 

Total   +1,105 

 
 
 With a win of $1,105, your goal of winning $500 has been 
exceeded.  Now is the time to quit. 
 
4.  Continue playing, but lock up excess winnings to protect your 
gain.  Let's continue with our example.  You are now ahead 
$1,105 but are not ready to quit.  You would like to play five more 
video poker sessions and one more blackjack session.   You 
compute your cash requirements this way: 
 
Total Bankroll (with winnings) $1,605  
Sessions Planned: 
Video Poker:  5 sessions at $10 each (50) 
Blackjack:  1 session at $250 (250) 
Amount needed for play $300  
Amount to be locked up $1,305  
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 In this case you will lock up $1,305 and continue to play 
with $300. 
 
 If you plan on continuing play using either option 3 or 4, 
you are not limited in the amount you win.  The win goal of 50% 
is simply used as a signal or guide for when to lock up profits. 
 
 Let's consider another example.  Here our game has been 
craps.  We started with a $1,250 bankroll and have played for two 
days.  We now have a bankroll of $1,685, for a gain of $435, or 
34% of our starting bankroll.  We plan on leaving in a few hours.  
What do we do? 
 
 First, there is nothing wrong with quitting and keeping the 
win of $435.  Any win after a gambling contest is a worthwhile 
accomplishment, and the fact that it is less than 50% does not 
diminish the value of the win.  It is always better to stop playing 
with a win intact rather than continuing play and losing all or most 
of the win. 
 
 If you are not ready to quit, but are concerned that you 
might lose your winnings, a good compromise is to continue 
playing but at a game with a much smaller bankroll requirement.  
You could continue to play craps but on a $1 table with a session 
bankroll requirement of only $50 and limit your play to two 
sessions.  This would limit your downside to $100 even if you lost 
every cent during two craps sessions! 
 
 Another way to protect your winnings would be to switch 
to slots or video poker with their even lower bankroll 
requirements.  You might want to play five sessions of video  
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poker, using $10 for each session, for a total risk of $50.  I would 
probably opt for this approach.  Not only is the downside less than 
with continuing playing craps, you have greater upside potential 
because of the possibility of drawing a Natural Royal Flush or 
even 4 Deuces. 
 
 This is another reason why you want to learn how to play 
video poker or slots in addition to a table game.  Video poker or 
slots gives you the chance of gaining a large win with limited 
downside risk, while the table games provide steadier winnings, 
but with more downside risk because of the larger bankroll 
requirements.  By balancing the machine games and the table 
games, you will have more flexibility on the ways to generate 
winnings and to set them aside. 
 
 In addition to setting a target win goal, you also want to 
limit losses.  There are several built-in loss limits because you will 
be using smaller bankrolls for each session: 
 
1.  Loss of a session bankroll is a signal to cease playing and re-
evaluate your position.  If the loss follows a decent win, maybe it 
is time to consider quitting and walking out with your net 
winnings intact.   
 
2.  If the loss is one of several in a short time period, it is time to 
take a longer break.  Perhaps the game you have been playing is 
just not favorable to the players.  This is a common occurrence 
with slot machines.  The best strategy may be to quit playing slot 
machines and to switch games.  Consider a switch to video poker 
or a table game. 
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3.  Loss limits equal to a percent of the session bankroll can be 
used with the machine games.  You could use a loss limit of 50% 
or 60% of your session bankroll for slot machine and video poker 
play. 
 
4.  The most logical loss limits for the table games are limits based 
on loss of the betting series used in the games.  A simple rule is to 
quit playing whenever the betting series has been lost.   
 
5. As a minimum, the loss of a session bankroll should result in 

some change in your behavior.  You may take a short break, 
change games or cease gambling altogether, dependent on your 
mood, your previous winnings and the amount of time you 
have left before your planned departure.   You never want to 
ignore losses and reach for more money immediately following 
a loss.  This is a sure prescription for disaster and the bane of 
many losing gamblers.  At the very least, a loss should be used 
as time for reflection and as a break from gambling so that if 
you do decide to continue playing, it will be with a clear head 
and when you are relaxed and in the proper frame of mind to 
do battle with the casino. 
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13 
 
 
 
 
 

 Being a Winner 
 
      
 This is the age of the Power gambler.  There are only a 
limited number of High Rollers or Whales that can afford to lose 
several million dollars a weekend.  However there are millions of 
power players who will contribute several hundred dollars a day 
each to the casinos' profits.   
 
 There is nothing wrong with being a Power player.  But 
there is nothing wrong with winning money from the casinos 
either. 
 
 Winning is the name of the game.  If you want to gamble 
for fun, you will have more fun when you leave a winner.  Here is 
a brief summary of the steps you need to take to become a winning 
Power player: 
 
1.  Learn how to play a few casino games correctly and then play 
only on the best versions of these games.  You can choose from a 
large selection of casino games but probably shouldn't play most 
of them.  Keno is a good example of a game you shouldn't play.   
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 The odds against winning at Keno average about 25% 
against the player.  These are poorer odds than just about any slot 
machine or video poker game and are far worse than the odds 
facing a skillful player at blackjack, craps or roulette.  The best 
way to play Keno is not to, or to limit the wagers to a very small 
amount, say $5.00 a day.   
 
 On the other hand, I have showed you the version of 
Deuces Wild video poker where you can play at an advantage to 
the casino.  If your favorite casino offers this game, you should 
consider learning the correct playing strategy and adding the game 
to your repertoire.  If this game is not available where you play, 
then you should play a different game.  By picking the best games 
available where you like to play, you will develop a much stronger 
playing strategy and be much more likely to win when you do 
play. 
 
2.  You should pick at least two casino games to learn well.  If the 
high-pay version of Deuces Wild is available you should include it 
as one of your games.  In addition to video poker, you should pick 
at least one table game.  Since blackjack games are more common 
than craps or roulette in this country, you may want to pick 
blackjack as your table game.  Once you have made your choices 
you must be willing to invest the time to learn how to beat the 
games.  With Deuces Wild and blackjack, you will need to set 
aside a reasonable amount of time to practice the playing strategies 
before you venture into a casino.  Once you do, you will be amply 
rewarded, as you will have the skills to be a winning player.   
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2. You will plan your bankroll before you start gambling.  The 
amount of cash you bring is directly related to the games you 
plan to play and the number of sessions you plan on playing.  I 
have given you some guidelines; however, you can create your 
own bankroll rules.    

 
 Assume that you want to play video poker and craps.  You 
know that the casino where you will play offers $1 craps and 
quarter video poker, and you plan on playing these games for the 
next two days.  You plan on three craps sessions and as many as 
ten video poker sessions.  You decide to bring $250 as your 
gambling bankroll, computed as follows: 
 
Video Poker Bankroll (Quarter machines):  10 sessions x $10 each 
= $100 
Craps Bankroll ($1 minimum bet):  3 sessions x $50 = 150 
Total Bankroll $250 
 
 
3. You will divide your bankroll into smaller amounts for playing 

sessions.  The session sizes I have suggested for table games 
are fixed.  You will vary from these sizes at your peril.  
However the session amounts used for the machine games can 
be quite flexible.  For example, let's say that you plan on 
playing video poker mostly, and if you continue to win, you 
may not even switch to a different game.  You decide that 
since you will be playing on the high-pay version of Deuces 
Wild that there is no reason to use a session bankroll of a 
certain number of coins since you will be playing at an 
advantage over the casino.   
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 However, you are still concerned that your bankroll is large 
enough to allow for three days of play.  You may decide to use a 
daily session bankroll rather than gearing your session bankroll to 
play on a given machine.  With a bankroll of $750 set aside for 
video poker play, you divide this into three daily bankrolls of $250 
each.  If you lose the session bankroll, or better yet, some portion 
of it, such as 60% or 75%, your video poker play will be over for 
that day.   
 
5.  You will use win or profit goals.  Before you start to play, 
decide on your goal.  It can either be expressed in dollars or as a 
percentage of your bankroll.  If your goal is much larger than 50% 
of your bankroll, you are not being realistic.  By locking up wins, 
you can continue to play, but with smaller amounts at risk.  This 
strategy of "locking up" most of your profits will allow you to 
continue to pile up winnings when you are on a winning streak but 
will prevent you from giving all of your winnings back when you 
encounter a losing spell. 
 
6.  You will use loss limits to prevent the "crash and burn" cycle 
that so many gamblers encounter.  A loss is a signal that its time to 
take a break, reassess, or change games.  It is not a time to 
immediately pull out more cash and continue playing.  Loss limits 
for slots and video poker can be set as percentages of your session 
bankroll.  You might set 50% or 75% as your loss limit on a 
particular machine, and when you hit it, take a break.  With table 
games, the session bankroll is the upper limit for losses although a 
session should be considered finished whenever you lose all of the 
bets in a betting sequence. 
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6. When you are on a winning streak, you will want to stay with 
it.  I very seldom quit in the middle of a winning trend.  I wait 
until the trend starts to change and I start having losses.  Then I 
will call the session over.  By playing this way there is no limit 
to the amount you can win.  However, you will continue to 
lock up winnings so that when the tide turns the other way (as 
it always does), you will not give back all of your winnings.   

 
 This is one of the most powerful tools you can use to 
become a consistent winner.  By not limiting your upside 
potential, you do not put any limits on the amount you can make 
during a hot streak.   However, by limiting the amount you are 
willing to lose, you will never give back all of your winnings once 
you are ahead. 
 
7.  By learning how to play and beat more than one game, you will 
not only enjoy your gambling more but you will have a better 
opportunity of going home a winner.  One of the worst times for 
many gamblers is the period when they have become tired and are 
looking for a break.  Many times, the player will not take a break 
until he or she has lost all of the session bankroll, subconsciously 
using the lack of money as an excuse to take a break.  Obviously, 
using this approach to time breaks can be devastating to your 
bankroll.  A better way is to change games whenever you have 
become tired.  I have found that switching back and forth from 
video poker to table games gives me a lot more variety in my play 
without jeopardizing my bankroll.  When I feel like interacting 
with people, I play craps, roulette or blackjack.  If I just feel like 
sitting with no obligation to say anything to anyone, I will 
probably play video poker.    
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 I hope you have become a believer in the Power player 
approach to gambling.  This approach combines the concepts of 
using a low bankroll, selecting the games to play carefully, using 
proven strategies to beat the games, locking up profits and 
preventing losses. 
 
 If you are ready to become a Power player, your first step is 
to pick at least two of the games presented in this book and learn 
how to beat them.  Video poker and at least one table game are 
recommended.   
 
 Practice your play until you can play the correct strategy 
flawlessly before you attempt to play in a casino. 
 
 Use a moderate bankroll on your first trip using the Power 
Gambling approach to gambling.  Be prepared to accept a small 
win as a victory, but to fight like mad to prevent having a loss.   
 
 Take frequent breaks during your casino visits.  When you 
do, you can observe the uninformed gamblers running like mad 
trying to overcome their losses.  You can continue at your own 
methodical pace.   Lock up your winnings.  Cut your losses short.  
And go home a winner! 
 

 


