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Manrique
Laws of Manrique
1- You have to put a limit on losses and not on gains. 2- Everything that can happen will happen.
3- Bad streaks better catch them playing little. 4- A bad streak begins with the first ball lost.
5- Once you win a chip that chip is already yours, especially if you leave the casino. 6- There are no 2 without 3.
7- Before losing everything, something is always lost.
8- Everything ends at last, nothing can escape, everything has an end, everything ends.
9- Only an intelligent person can lose a lot in the casino.
10- If you can't fly, try to fall slowly.
11- What happened happened and does not affect what will happen.
12- The pitcher goes so much to the source that it finally breaks.
13- It is better not to get on any train if we know that one is full of thieves.
14- A part of the whole is always less than the whole.
15- Who can do the most, can do the least.
19- To see things in a different way, you have to look at them in a different way.
20- If you are in a well, the only thing you don't have to do is keep digging. 21- They can't kill you in Beirut if you left Beirut.
22- There is no worse blind than the one who does not want to hear.

-------------------------------------------------- -------------------- 
THE PERFECT LOSER (PP)

What is the Perfect Loser?, a fictitious figure that allows for the absurdity to become a Perfect Winner (actually approaching that). How does a Perfect Loser behave, that is, someone who ALWAYS loses?
The Perfect Loser phase 1

-When you win, you play until you lose. -When he loses he plays more (because he cannot bear the pressure to play, if he loses because he is intelligent and knows what it costs to win money, if he wins because it is difficult to sustain this way of life socially. He wants to lose and end this suffering, this fight internal) .- If he recovers, he stays until he returns to step 1 (the pressure continues, the internal struggle now fired by adrenaline).
The Perfect Loser phase 2
When the PP gets tired of losing the tun tun, it becomes a systemist. Choose according to your criteria, the systems that present the most logic.
What happens then with the PP?

The Perfect Loser, "buys" systems based on the "logic" that sometime what I bet will come out, just have patience and nerves of steel ... He clings to this and closes to all other criteria, especially because these Systems turn out to be winners most of the time, and lead you to the grand system of seeing your winnings of days or weeks dilute in a single game session. Of course, the Perfect Loser comes from playing without behavior and then believes that his behavior was failing. Of course, his behavior was failing, as he is intelligent he clings to a method that prevents him from deviating.
How does this continue then?

The PP is now more distrustful, it takes more time and dedication to analyze systems and strategies, it reads and investigates more and more ... ultimately it is on the right track ... it is surely beginning to stop being the Perfect Loser.
The Perfect Loser phase 3
The PP in phase 3, becomes distrustful, disbelieving, wanders through different systems, becomes less enthusiastic and in a short time abandons them, especially when the first loss is found, continues to wander elsewhere waiting for the miracle.
This phase can last for years and even a lifetime. As you will see, casinos are full of PP in all three phases.
The Perfect Loser phase 4
Through so many blows and so many systems studied, the PP phase IV becomes skeptical, it will no longer buy systems, or allow itself to be cheated, but will continue to believe that the solution to win is a system.
As long as the search is directed towards a "system" it will continue to be a Perfect Loser.
Does this mean that the systems are useless? No, but they are only part of what it takes to win.
A professional will need to master much more than systems to win. What differentiates the professionals from the Great Professionals is not so much the domain of knowledge, but the criteria for executing that knowledge.
Don't give me a system, give me a concept my great teacher Nono Santelli always said.
The central characteristic of the PP Phase IV is that it puts aside strategies that have been working well at the first sign of losses with extreme ease, its skepticism blocks it and ultimately clouds its reasoning.
Sometimes he handles a powerful concept and entertains himself in very long tests on all kinds of permanence, as if waiting to confirm that what he believes works, instead of investing time in squeezing the variants of the concept and attacking them from logic.
To trust the results of the tests in permanence is almost certainly doomed to a resounding failure, since we will never see situations like the ones we tested again.
In any case, the stays will be used to practice the surgery, to analyze possible variants and situations, but never to determine that a system will work in the future.
Does anyone know a formula that allows you to always win at chess?
Why should there be one for roulette?
The only way to stop being a Phase IV Perfect Loser is to accept that we must deal with uncertainty and forget about the Fable of Absolute Control.
Why do the systemists lose?
We call a systemist a player who faces the enterprise of winning at roulette or gambling, when in reality it is a metaphor for the Perfect Loser Phase IV.
The systemists lose for 2 reasons:
A) Because they use bad systems, that is, they lose “systematically”, they are based on false premises and violate all “business” logic. It is easy to detect a bad system, just see if the behavior proposed by the system corresponds to what an entrepreneur would do. Example: no good businessman would buy an item that did not sell again, and of course he would never compare more the less it is sold, observe the systems that are out there, and then he tells me. What is an increasing progression to loss but an investment in what is not coming out? It is true that we must have a certain degree of perseverance, but not so much as to continue buying black balloons, those that nobody asks us for.
B) Because of having relatively good systems, they do not have either the perseverance to run them continuously, or the patience and tranquility to go through the adverse moments, which there will be.
Professional players
Professional Players are people who dominate, not only their behavior but all the parameters of the game, time and profitability in proportion to investment risk and also face the activity with a business mentality.
As good entrepreneurs they know that they must deal with adversity and uncertainty, that nobody gives anything away, and that making money is not easy in any honest profession. 
A Perfect Professional proceeds as follows:

1- He is never in a hurry to lose 2- He is never in a hurry to recover 3- He is never in a hurry to win 4- He is never in a hurry to leave 5- He does not stay in the casino longer than the time he needs to win.6 - When he is losing, he plays less or does not play, or stops playing. 7- When he wins, he does not get excited or do not count on how much he will win, he only thinks about what to do when he starts to lose. 8- Always, even if he loses, he goes with Some of what he brought. 9- Read Manrique. 
--------------------------------------------------
How to win?
Through impeccable conduct, professionalism and mastery of a minimum set of techniques, tactics and strategies, better still supported by solid theoretical foundations. 
-------------------------------------------------- --------- 
ARCANUS IV
Well then will you teach me how to win?
I am going to help you learn by yourself. 

What is the password? 

Fight dispersion, he told me categorically. 

And what do you eat with, I asked irreverently.

The dispersion is the one that eats you. 

You talk about arrears ... 

No, not exactly although the delay is a manifestation of a dispersion. I'm talking about the events that happen more or less times than the theoretical balance indicates, one full for every 37 balls.

Most believe, with mistaken logic, that progressions are enough to compensate them, that is, with fewer hits, losses are compensated by betting stronger when losing. They generally forget a detail, if the streak lasts, you lose more and more and when you recover little you win. Passport to failure.
But you told me about Marigny and staggered progressions on simple chances.

Of course that's very good, it's a smart way to play against scatters, a very smooth progression. A simple chance plays a flat unit until it is up or -7 down and from there it goes to 2 units, until it comes to recover and continue with 1 or go to 3 in a balance of -21. But this is more than 80 years old and I am over it ...

How do I get over it? 
Look at the simple chance game it seems simpler but it is more complex because it limits it to a single payout rate. 

Playing with the whole cloth you can adapt the postures according to your snare position looking to hit the full at the end of an accentuated dispersion. 

-But I play full time all the time? 

-No, only when more comprehensive bets lose a lot in the short term. 

But I watch him play full time all the time. 

Yes and also to streets, checkered lines, etc. 

Yes, but he always plays a plenary session, bah, almost always. 

Almost always, the door must be left open for the dispersions to play in favor…. 

Only then did I begin to understand how useless it had been to search for a system.
--------------------- 
And how do you choose what to play? 

-What difference does it make… 

-How does it matter? 

-Of course it doesn't matter ... If you play what you play, you will have moments when you win more than the expected averages and other times less, what matters is how much you play depending on how you win or how you lose. It's random, remember that.

-But the deviated roulettes and all that ... 

There are a few small casinos left that still have those old wagons, but the big casinos have taken action years ago. Forget everything and focus on what I tell you.

-But the statistics ... 

-It is the worst way you can name me to win, mathematically it is impossible. But since there is dispersion ...

-But you know a lot about statistics. 

-If you have to study a lot and then forget everything.

-The law of the third, the big numbers, the Ecarts ... 

All very nice, but when it comes to winning, send the box, just like in any business. Over time the cash will have more and more weight. You want to destroy a country, take the cash from its inhabitants ...

-I do not understand anything. 

-You will understand. 
(Dialogue between Manrique and Santelli, from the Arcano Series)
------------------------ 
Remember Manrique's Law: Everything that can happen will happen, and also remember something that I never tire of emphasizing: the main enemy of the professional player is dispersion.
------------------------------ 
ARCANUS VII

Consistently gaining attention which is not the same as always winning using a system (PP Hope). 
Betting what we bet we will have in one way or another hits and misses. 

The failures (sooner or later) will be more than the hits or they will steal enough from us in a few plays to take away what we gain from the hits. 

This condemnation can only be avoided by doing one thing if what we lose is N that what we win is N + 1, if so, even hitting less than the average will be a victory. 

Another way of saying it is "win more when you win and lose the minimum (or even better, nothing) when we lose."

Both factors are impossible to predict but we can act accordingly once we know if our bet has won or lost.
------------------------------ 
ARCANUS IX 
Lose less when I lose, gain more when I win.Every rope has 2 ends, you must take it from both ends. Lose less when you lose, earn more when you win.

A professional player is called a player who, when a losing stretch occurs, is no longer playing.

It is better to play small but with large chips. To play small is to try to win a small percentage compared to the total cash. Playing big is trying to win a lot in percentage compared to the total cash.
A professional plays with large chips, but playing with large chips does not make a professional.
-------------------------------------------------- ----------------------- 
Limit losses
The central part of Manrique's strategy is to limit losses. Everything that can be done in that sense is never enough. Naturally, it is easier to know what to do when you win than when you lose, but inevitably, no period of gains is unlimited (not even the period of losses, if we have enough cash) .Then there are 2 circumstances in which we lose:

1) When we do not have hits. 2) When we have less charges than what we bet.

Even playing flat, we know that we will have periods of dispersion in favor and against. If we play with mass progression, the chained losses are catastrophic. If we play with risk progression, the ball-to-ball probability decreases. So in a given situation losses we must know in advance what our limit is (mini game). We must not regret a lost mini game, nor try to recover it immediately, that will happen anyway, if we have the necessary patience and capital, to the extent that that section in which we have to lose (whose extension and duration we do not know) always represents for us the smallest loss that we can have. Before betting a chip we must clearly know the consequences of doing so in case we lose it.
---------------------------------- 
NEVER, be understood well NEVER risk the totality of the winnings beyond the daily objective, it is played with the same prudence as the rest of the bets.
-------------------------------------------------- 
The 4 game situations
Situation 1:

We have hits clearly above the expected average. It is about extracting the maximum benefit from the session but risk taking is stopped at the first negative impact.

Situation 2:

We have alternate hits with losses slightly above the expected average, giving an overall balance that is still positive. It is about minimizing the impact of potential losses as soon as balances begin to be threatened.

Situation 3:

We have alternate hits with losses slightly below the expected average, giving a negative overall balance. It is about progressing in risk and reducing the bet.

Situation 4:

We have hits clearly below the expected average. The session is abandoned, fictitious game, or the position is reduced to the minimum with the maximum coverage, only looking for a cut "for the average".
--------------------------------------- 
It is better not to start from full back if the partial balance is negative. In the moderately balanced sections, a good relationship is to have only one or two plenary sessions and two or three sixenas or frames, if things go moderately well with the cashier (I say close to zero) continue that way and if it begins to decrease, concentrate more risk, if any success puts it up, return to the conservative format; If the recovery streak rewards you more than normal, keep concentrating fully as far as it will go, but mark a retirement floor or go back to very conservative positions, if you are still in balance at that new level, continue or evaluate if time does not advise leaving, yes you want to stop at the first negative stretch, never let them get too much of what you won. You will always find short streaks where you will multiply the winnings quickly,
----------------------------------------- 
The enemy is not at the wheel, it is within you, never forget it. When the dispersion works in our favor, the mass that we win grows since the mass that we bet grew, small very profitable sections, limited at the first sign of change, when we lose we try to make those small sections be that. Small en masse. Most of the time you will be hovering around balance.
-------------------------------- 
How can the sum of losing tools make a profit? 
You cannot make a house with just a hammer, or just with a saw or a pliers, each tool is a loser to make a house, all together can achieve it. The parachute serves to progress in risk, not to win, we will win if we have known how to size the bets so that the inevitable success or sections of successes have arrived, the result is positive. 
-------------------------------------------------- --------- 
Manrique's parachute
Let us first remember the concepts of Manrique's Parachute Manrique's Parachute, or Application of Manrique's Paradox that comes from Manrique's Law that says Who can do more, can do less ”.
Progressions can be made without increasing posture.
We will not stop for the moment on the criteria for selecting the number but on the betting methodology. You take a certain number, say 36, and you bet on it as follows:

Management is envisaged with a maximum of 34 bets for each number, which in the event of losing all of them will obviously result in a loss of 34 chips.
As long as the general balance of the management is not at least one chip, the bet is continued according to:

1st Stage: A chip is bet for 4 balls to the natural sixteen (natural line) that contains the number that is the one that comprises the numbers 31 to 36. Natural lines are those made up of groups 1-6, 7-12, 13- 18, 19-24, 25-30, 31-36.

2nd Stage: A chip is bet on the box that contains the number in this
case at 32-33-35-36. for 3 balls. For other numbers where different combinations of tables can be presented, either a general criterion will be established, or it will be adapted according to some parameter dictated by the specific strategy that is followed. The setting of an a priori criterion could be for example: If the number belongs to the first column, its table will be the one formed between the first and second (it could not be otherwise. If the table belongs to the second we must choose by forming the table with the first or the third, being able to set the first for odd numbers and the third for even ones or vice versa.

3rd Stage: A chip is bet on 34th, 35th, 36th fairway for 3 balls. In the case of lines there is no possible ambiguity.

4th Stage: A chip is bet on the 35-36 split for 6 balls. In this case there is no possible ambiguity. For other numbers follow the suggested criteria for the tables.

5th Stage: A chip is bet on the plenary in question for 18 balls. The play ends at any stage in which a hit occurs, which in any case will determine a gain of at least one chip.

Game variants.

We call Evolution, the passage of a token from a given stage to the next.
We call Involution the passage of a token from a given stage to the previous one.
Manrique's Parachute is a game mechanic adaptable to the general strategy pursued. The parameters that can be varied are:

The speed of Evolution and Involution
The length of the stadiums
The number of simultaneous numbers to follow
The Court Stage, a system can be based on Evolve up to a certain Stage and then Involve.
Strong dependence or not on general cash balances when
produces a positive balance (valid when more than one number is played
simultaneous)
The use or not of Cash Management Strategies for each individual number. Communicating Vessels by Manrique, Russian Dolls by Manrique, Golden Rule by Manrique, Selective Erosion by Manrique, Vegetative Growth by Manrique.

-------------------------------------------------- ------
Suggested Exercises
1-Take any permanence that is available and begin to continue with Manrique's Parachute each number that appears from ball 1 onwards. Before the first win that yields that number promptly stop playing and record your gain or loss.
Stop counting if a number lost 35 chips.
Observe how many of the isolated phenomena were positive and how much and what the balances would have been.
2-Repeat the previous exercise looking for only 3 numbers simultaneously, each time one wins, stop that number and incorporate the previous one in the sequence.
Take global control of the bets and stop at the first win of the set. Quantify the winning and losing series and analyze their effectiveness or not.
3- Repeat the previous exercise for 4, 5, 6 and more numbers. Draw conclusions about the most convenient number of simultaneous numbers to play.
-------------------------------------------------- ------------------------ 
Inverted parachute
You start by playing 6 fulls and progress according to the evolution of the box, regressing from full to half, street, square, line one by one. The evolution-involution speed is increased as a function of balances, leading to greater coverage in the event of a higher negative balance.

By mastering this technique and without paying any attention to the numbers you can win 90% of the sessions. Limit profit, none, except for a drop in surpluses that exceed 20% of the original box. 100-150 chips are enough to go away with 50 per day 90% of the time, as long as enough has been practiced.

For those who say that this is a "system", calculate the evolution-involution combinations and the balances and you will see that it is not, it requires making strategic decisions throughout the game.

-------------------------------------------------- ----- 
Simon Basi  
Add up the small daily that you earn, and keep a very meticulous accounting of the growth of the boxes. For that I have explained to them that they must keep "a personal diary", attaching permanence, since they played, and how they finished each day. It has already happened to all; that evolve without realizing it, and sometimes revise old pages; it even makes us laugh; noticing our innocent ignorance that made us make mistakes in the early days. What you see from the past, must be burned, as one of the many basic lessons not to forget.

See how his spirit and his will change, with the small but sustained gains ... " 

-------------------------------------------------- ----------- 
That makes the player continue without limit; achieve the miraculous feat of breaking the bank, or wanting to gain a lot to "reduce" previous losses?
How much ignorance in not seeing time as the essential element to achieve important objectives.
----------------------------------------- 
There is no teacher who will lend you money, or calm you down when you lose. Learning to win he achieves it alone, and leaving aside luck as an absolutist phenomenon.
Winning is the triumph of theory, patience, cash and behavior over the ignorance of believing in bad fortune as an inscrutable design. 
Winning is man's victory over himself.
-------------------------------------- 
“… The sea has its secrets. I respect him in amazement; and he, ironically and fleetingly, gives me the best ... "

“… The tightrope walker before the rope looks down because he is afraid of falling. Practice with a network. It achieves its objective.
The tightrope walker before the rope, looks at his goal and is more concerned with achieving balance than in arriving; because he knows that doing the right thing is going to get there. The rope is long. Millions have fallen and are falling.
The sense of balance is neither taught nor learned. It is achieved or it is not achieved ... "
------------------------------------------------ 
...it is a process 

it is a philosophy that is not incorporated from one day to the next ... 

The one who wins steadily, carries the game inside and knows its cycles and climbs in the good times and meditates with himself in the bad times, owns himself, abstains, and lets the wind pass because it is inevitable, he waits for the moment and raises his Sails and navigates a separate case for those who sail continuously, because ductility is made by hitting but sailing without getting off, for now I do not think so, later we see (trial / error)? 
something more than that persist until you succeed ...
-------------------------------------------------- ---------------------------- 
You are his own worst enemy, you do not give him random time to favor him. And when it favors it, it passes by.
The experienced player assumes that he must experience all the roughest scatters firsthand. How it happens is the secret. There is a time for everything. If you were at the right time and did the right thing, beyond winning, you will realize the true value of disciplining yourself at all times.
------------------------------------ 
Avoiding losing, you win ... 

“… The times I won it was because I was lucky. The times I lost it was my fault…. "

Winning is a process that often requires more balls than we can bear. Stopping on time is the great secret, as or more important than taking care of the few chips won, in all possible ways.
The only thing that will justify the difficult mission of beating the Casino is the "heavy" chip; but she is only for professionals or irresponsible masochists. Of the former I know very few.
We are the ones prepared for everything, the ones who win despite what comes out. Accustomed to amazement, nothing disturbs us, because we hope as something inexorable, the chain of failures in the short or long term. How we survive it is the question. Be guided by the cloth or by the cylinder, the day you limit the positions, and only allow yourself to lose what is fair and necessary, in the long run you will win; although doing that he loses many balls.
When you assimilate the concept of flattening negative long series, you will accompany with a slight smile, the path of chance against you, without risks; and you will feel that you are a step above the rest of the bettors. You will get tired of seeing, how hundreds of players lose playing flat, that is, 5 or 6 times to the same dozen, although before losing everything, they had some success or other. Imagine if they progress and each time they lose, they increase 1 chip. The sample where the mistakes appear comes to them sooner than they would like and only then, the intelligent player understands that a crazy progression is not enough to win.
Let's agree that the differences between a player who interacts with the game and "negotiates" are very clear; with the simple bettor, without the minimum criteria or strategy, or conduct. Bettors succumb to their own personal permanence; playing straight, and bad signing. But how to affirm that after a very long bad streak, after a small success, another very long bad streak does not continue? Or can you know who will come out in the next ball?
The streaks change slowly, violently or alternately and raising or lowering the risk is the economic theory that in the long run will favor it. 
If you want to earn money more quickly, I can advise you some other business, but I don't think you feel comfortable doing it; And if you really have a good way to make good money easily, I don't think you will be too interested in this reading, unless you like challenges, and if so, you are closer to winning than anyone else.
There is no way to hit more than the average every time, but you don't need that to always win; it is necessary to abstain when nothing comes out, and to get on or off the wave when it is time. What does the bullfighter do when the bull is most furious? Do you face it knowing that it can go very badly, or does you let it pass and wait for the right moment to attack it? Even the best can lose if they don't take precautions. But he has extensive experience in the ring, time, patience and cash; don't play for money. If you have all that and you don't understand why bettors lose in the long run; don't go either. There are people who go to the Casino to win, and there are people who go for something else.
-------------------------------------------- 
He goes up and down, he must go up more than he goes down and the measure of this is a limited number of balls, which only we know. Although, in reality, the bank tokens treasured in our possession are the parameter of when it is time to rest. Although there are few days to lose, it is also good; If we're close to losing control When I understood almost in its entirety, the harsh concept of assuming partial losses, I even wanted to leave the game when discovering the hundreds of troubles and bitterness, produced by the hard task that is the assimilation of the lack of chips that belonged to me. .
When you go to play, do like me, I wouldn't mind being in absolute misery; but I assume the chips, as the only thing I have in life ...

---------------------------------------  
There are days when you are going to win from the beginning and there are days when it will be difficult for you to be even a positive chip. There are going to be days where you will be winning and you can end up losing even what I have. Playing until you win is sometimes losing and it is more difficult than always winning. Whatever you do, you are going to get it right. Your personal stay is also a law of series formation and you will have varied days of consecutive or staggered gains or losses. Those series are precisely the ones that have to be passed in the best way. The winning series does not need much explanation, and it only remains to advise you not to return your winnings to the Casino, ergo, to withdraw on time.

Now, of the series with loss there is much to say. Could a progression in risk be the solution to the mistakes? By putting more chips on the cloth, do I have a better chance of hitting it? Does a prolonged streak of mistakes in one session give me more concrete chances of hitting the next balls?

Nothing will change the probability, so it follows that the day of the record of mistakes that could happen in years, happens twice the same day. And we playing with the cloth full of chips ... How much ignorance we have had. How delusional. Wanting to always hit more than the average and with more chips ... Similar to those who with $ 500 want to win $ 3000, in one night.

Playing "flat" is the solution? In a certain amount of balls, the payout rate is exhausted, as there are no hits, and the future hits the vast majority of the time do not compensate for the losses. What could have won playing flat, for example a dozen for 3 balls and then fictitious game, and entering a hit and for 3 balls again ... yes, of course, but the more you play, the faster you will find the alternate that despite By applying a smooth "smart" progression, you will drag entire boxes, won and to be won. A progression that consists of putting more chips when losing, in a game of negative mathematical hope, can never be the solution. Although we play "a short term", the sum of "our short terms" can lead us to ruin if we do not take care of the box.

Which is the solution then? Play the same amount of chips and fewer numbers, when we are losing. For example: Playing 4 lines with 3 tiles each, have more or less chances than 3 lines with 4 tiles? That more cloth, has more probability percentage, does not mean that it will come out in the next ball! What is the difference? Fewer hits in concentrated chips, they leave us closer to what we had before reducing the amount of numbers bet. If permanence does not benefit us, losing what is just and necessary is part of the game, and assuming the recovery of something or all the losses of the last balls, in this or another mini-game, is vital to be professionals.
All strategies boil down to that, and shrinking or enlarging the cloth is the pending matter, along with bearing with nobility the partial negative balances. How many chances do you have of achieving a surplus, carrying a chip through several balls, from its maximum coverage to its minimum?

The examples are not a system in themselves, they are just examples (and there are thousands of variants) to be able to explain the even deeper concept, that mistakes are part of the game and our stubborn aspiration is to be a little above the theoretical average of success. As you may have noticed, that is the ultimate goal, to quit the game almost immediately, and take some chips off the bench. Losing during several hours of play does not have to affect him too much, if he is a cold and calculating player and fundamentally, if he played and won at home hundreds of times.

Never forget that the more chips you place on the cloth, the more likely you are to make mistakes; Therefore, it can be deduced that intelligent players find profitability in the game by enduring adverse and sometimes very long streaks within sessions; and they settle for a few high-denomination chips.

A daily session is made up of many mini-games; and terminate some or let them finish "working" on their own and start another mini-game, would it be playing as a team? Can you play as a team alone?

There are no magic formulas. Smart strategies, yes. All of them depend on a great experience, an iron conduct and a great capital. Everything would be much easier, but it will take so much time and dedication.

------------------------------- 
Step to develop the subject of systems (which gives a lot to write); and the different types of games. Cooperative games where some tiles are played individually but with a common box are ideal for visualizing streaks and navigating them. They are very noble strategies, which generally win little or lose little, but they help us to understand other questions, fundamentally, if these player-tokens support the strategy with progression at risk and not with the addition of chips. Does that help me to win unfailingly? Unfortunately not. There are elements that must be combined to complete "the formula." No resource is exaggerated, if it allows us to treasure our chips to the maximum. Bear in mind, that it is always less bad, to lose by cornering the success; (let's play whatever we play); but with a limit on the mini games. Their limits are given by exhausting the payment rate, and starting over, and you don't want to make it easier, because you can't. Despite what comes out (and as we already know), the one that always commands is the balance. If I tell them that you have to start over and over again, it would seem like I'm encouraging them to play, but understanding this concept, and within a certain period, will bring them a near-tie with the bench. The art of winning is sustained over time, and whoever wants to speed up processes, dedicate himself to something else. but understanding this concept, and within a certain period, will bring them a near tie with the bank. The art of winning is sustained over time, and whoever wants to speed up processes, dedicate himself to something else. but understanding this concept, and within a certain period, will bring them a near tie with the bank. The art of winning is sustained over time, and whoever wants to speed up processes, dedicate himself to something else.

----------------------------------------- 

If it were simple, we would have to dedicate ourselves to something else, because the Casinos would have already closed. 

Take, for example, a neighborhood merchant, how long does he have to wait for a customer to buy him a few things and with coins ... When he opens the business, he raises the blind with a start-up loss, which is the daily fixed expense to have your business; and despite that, he knows how to wait and does not worry if the buyers do not appear in the first hours. Because we would have to go to the Casino and pretend to win what we want. Everything needs a sacrifice, knowledge, dedication, and capital at stake.

Mastering anxiety and managing negative streaks, with a minimal posture or no gambling; I cannot teach him, because he has to experience it alone and alone too, he must discover what is the limit of experimentation, how far the mistakes persecute him, and what to do. Let's not even talk if he is losing ugly and wants to recover in a couple of balls what he lost in several. Something that will get tired of seeing in the cloths, is that the game turns in favor of the player, when the majority run out of chips. Or did you never see a guy run dry looking for the second dozen and the dealer after the guy left, throws all the numbers at him?

The numbers come out as they want; we are the ones who modify our participation.

When you can't win, and you can't avoid losing, you have to limit losses. Limiting losses is also missing little, on days when nothing comes out. The same goes, for those who do not find profitability in the game, who must inevitably abandon it and recover their losses with something else, and never play again. The expectation of a good night should not be changed by partial results; but for everything there is a limit. Never forget, that in this, the losses can be rapid, and almost always the recovery is slow. To dedicate yourself to this you must be very well physically and mentally and you must have plenty of time.

Many times I assume partial losses between sessions of the same day and there are times that I take negative balances home. It has happened to me to dilute losses in several subsequent sessions. If I don't win a lot, I win little, and if I don't I can win a tie, and if not, I try to lose little.

To get into the game is to conform to the circumstances. 

If I lose abandonment and leave. If I am losing I stay until I win, but I only give my time, as many times as necessary.

There are people who die for this. There are people who make a living from this.

------------------------------------------ 

"We could summarize the strategy, such as the switching and self-recovery of token / s by reverse escalation of positions in a timely manner." 

"The calculation of the SNIF (Summation of Failed Individual Numbers) as any quantitative numerical data in the observation of experienced permanence, will in no way serve to win as an absolutist data. In spite of that, the cyclical redundancy on possible corrections in certain dimensions, we they can maintain on possible limits of errors; many times with surprising results for those who have not remained in the mere probabilistic mathematical refutation. " 

"When the future is present, many dismiss" the theory "when the bad streak continues; especially when it is in the search stage of superfluous issues and sometimes far from the game itself." 

"To pay" cheap "the mistake, and a bad night; it implies a deep control of itself." 

"You win more than you lose? If so, it all depends on the time and the person." 

"The first transmutation begins, when we succeed in changing the" today I need to win ", for the" today I need to liquefy the failures losing as little as possible, and in a few or several sessions I will achieve a surplus " 

"The three goals (in this order) will always be, temper behavior, beat the game, and earn money to use it wisely." 

"Despite losing many" micro ", you can win in the" macro "... although the" when "can lead us to a deep reflection on the profitability of the venture, where the benefit can not always be obtained in the desired period, and humanly bearable. " 

"The soldiers who confront at random are mercenaries of themselves and must always defend their homeland, which is their heritage; and this is always economic and psycho-physical." 

"The chips (in and out of the game) go to the beat of the melody of chance ... did you hear it?" 

-------------------------------------------------- ----------------------------------- 

“… Winning at roulette is a way of life; it is knowing how to live in harmony with everything.
Winning at roulette is winning in life; it is to experience the invisible forces of random destiny, with the peace of mind that we know what it is about.
Our participation does the rest. 
The multiplicity of simultaneous questions is the formula, and that's it! There are some!
In this whirlwind of facts without sense or apparent reason, the one who plays the best wins, although sometimes he loses. 
No one will give you secrets. Although we all have them.
You see it or you don't. 
In case you don't like what I say, or how I say it, or the one who says it: 
Each one is his own God. 

This according to the circumstances ... " 

--------------------------------------------------- ---------------- 
Neo Mutant Cooperative Fan. Phase I

1 PLENARY -1 1 SEMI PLENARY -2 1 STREET -3 1 TABLE -4 1 LINE -5 1 PLENARY -6 1 SEMI PLENARY -7 1 STREET -8 2 TABLE -10 2 LINE -12 1 PLENARY -13 1 SEMI PLENARY - 14 2 CALLE -16 2 CALLE -18 2 CALLE -20 2 CALLE -22 2 CALLE -24 1 PLENARY -25 1 PLENARY -26 1 PLENARY -27 1 PLENARY -28 1 PLENARY -29 1 PLENARY -30 1 PLENARY -31 1 PLENARY -32 1 PLENARY -33 1 PLENARY -34 1 PLENARY -35 First column number of chips x position. My great friend Guillermo says that each player chip has a 29-ball credit, to exhaust the payout rate. As it follows later, no idea. He also says that every 9 or 10 balls (sometimes before, sometimes after), he adds a player token, and is always infatuated with the 3rd or 4th appearance of a plenary session in I don't know how many balls ... and he always plays them with the highest payout rate posture as indicated by the strategy for each player-token. Surely,

Simon Basi
-------------------------------------------------- ------------ 

First of all clarify some questions. This methodology is not mine, it is Guillermo's. (Personal friend whom he fully trusted) (And a great admirer of GG, from whom he said he was inspired to develop this strategy). I simply copy and paste your Excel that you sent me by mail. A separate issue is that by mistake he sent me a previous Excel (draft), and not the one he actually uses, which he modified some time ago, due to the errors correctly pointed out by Sergio in the comment above. Sergio is also right when he says 28 balls as the duration of the mini-game. My mistake in this case, I read 29, because a place occupied the Excel box, the title of each column. Having received from someone I trust, a material to study and improve, I preferred to publish it, as is, without doing the necessary analysis that any fairly serious publication deserves. (I prefer that we analyze this issue together and draw the conclusions of the case). Hence, PHASE I. I just received the information that analyzed in thousands of balls, and using fictitious game in order to adapt the strategy to the criteria of the pointers and their frequency of appearance, it behaves very stable. Please note: low chip exposure, and opportune times to add player chips.

The new form, I present it below. 

1 PLENO -1 1 SEMI PL -2 1 STREET -3 1 TABLE -4 1 LINE -5 1 PLENARY -6 1 SEMI PL -7 1 STREET -8 2 TABLE -10 2 TABLE -12 2 TABLE -14 1 SEMI PL - 15 2 STREET -17 2 STREET -19 2 STREET -21 2 STREET -23 1 PLENARY -24 1 PLENARY -25 1 PLENARY -26 1 PLENARY -27 1 PLENARY -28 1 PLENARY -29 1 PLENARY -30 1 PLENARY -31 1 PLENARY -32 1 PLENARY -33 1 PLENARY -34 1 PLENARY -35 

Let's keep going. 

--------------------------- 

GGasoft says:

Now moving on to the game. Although we have seen very little of his strategy. The sample only of this mj reveals the following: Boxes of 35 or 36 Units that have more mechanical, but that play with the amount of balls that are going to play to make a creative increase in apparent mass, but that does not actually increase pq use the same box of 35 or 36 chips according to taste. In other words, to understand it better, let's see a super classic parachute.

Six x6 Square x3 street x3 semi x6 Full x18 

36 units and 36 balls to lose 

The mutation that I think that is if it is not correct me could be represented like this: 

Six x6 First posture 2 units rest of postures 1 unit. Frame x3 street x3 semi x6 Full x17

Reaching a MJ with a higher payment rate than the previous one through a slight progression but still at risk, because although it seems that it is in mass, at no time does it take more units in relation to the first MJ, this is very creative. Coming to summarize for my part that you can assemble many more than 34, 33, 32, 31, 30, 29, 28 balls etc with supposed increases in mass that are not actually increases in mass.

Now if my imagination made me fly ... 

A hug to Simon and his Friend Guillermo

---------------------------------------- 

"... Because parachutes ??? ..., most of the real parachutes, almost all work; at least the statistics are more favorable to them in effectiveness, and overwhelmingly. One fails every so often, and the" fans tanos ", they fall more than the democratic" radical "governments in Argentina. What you call parachutes, is just renaming what the" Italians "did many years ago and is older than the Ridotto of Venice. 

Well used, the strategy is good, and why not give it the name I want, I have rights in America, over certain unknown things that I have taught ... If it is about legends and copyright, we could also say that some of the “ Graf Spee ”then luxury prisoners, from the old Sierra de la Ventana Club Hotel (who walked through Necochea and Mar del Plata), if they lived, they could claim rights to certain things from“ Los Pelayos ”. 

I prefer to say "Fans", because when "we are hot", you have to open them. 

Yes, that too. There are many variants, but all proportionate and in the right measure. The methodology is complex and extensive, and I am the proof that it can be ... My idea before leaving is to bring together strategies, incorporate new concepts and banish antagonisms ... that's why I listen to it so much, because I know that you will continue more and better, when I'm not here ...

With my team, we are experimenting with variations of "Fans" not yet explored. After thousands of "laboratory" experiments, there is no longer any doubt that we cannot defeat prolonged (continuous or intermittent) scattering; so it follows that the central core of the issue is to "fail" at low cost, and for that, the only solution is not the disappointing criteria, but the progression "at risk", the "fictitious game", the " mini-games "and" multiplayer "methods with a common box…. Needless to say, you have to look for "fast" roulettes and be clear about what to do at all times ... 

Some time ago, I gave you the exercise of following all the numbers that come out with a parachute, did you? ... what did you discover ...? 

Yes, of course, but it was not necessary; there are better and more profitable things, with less token exposure and less risk ... 

Correct, that's why I was telling you yesterday about "compensating" the numbers to play with respect to the proportion of cloth coverage, and having bets in different stadiums, so that some "saving" number could give us a provisional cut in losses or leave us positive. A dozen numbers seems to me to be a coherent measure, although as you well know, 12 numbers can be "hidden" for a long time; 20 universes and even more, although we do not see it very often because the untrained eye only appreciates it in the dozens of "natural" ones, when searched in lines, streets or some other formation, we can see it much more often ...

Just as prolonged dispersal appears, so do good luck days; And in those moments, you shouldn't make the old mistake of becoming strategy fundamentalists; they are simply moments ... You know, the streak thing is like life, "enjoying" the good ones (with all that that implies) and "banking" on the bad ones in the best way ... "

Accelerated fan (compensatory) 3 In-Line Orders 3 Square Orders 3 Street Positions 6 Semi-Full Orders 20 Full Orders 

-------------------------------------------------- -------------- 
GGasoft 
The followers of the arcanum series, from the fourth publication, understand that there is no valid criterion, and that the fictional game does not benefit. 

In addition, it opens your eyes to know that it does not matter that different systems are used, or that positions are changed on the cloth ... 

When it's time to lose, there is no escape ....., no option but to spend it losing little. 

In the same way, they become witches when it comes to winning, whatever they do right. 

Or that it does not matter if I play today and continue a game in 20 years, the result does not change. 

Or that I play 1 ball from each table, the result does not vary ... 
-------------------------------------------------- -
At first we looked for statistical phenomena, even in personal permanence, we found that always in some part of the permanence a phenomenon of these was taking place ... 

Believing in the supposed advantage, matrices began to be built, giving us a supposed ball-by-ball favorable entry. 

By varying the phenomena, delays, pointers, awakening numbers, accumulations of ngm, among other criteria, were studied. 

Everything ran into the same great truth of the master of that era ... 

No matter what you play, you will have moments in which the hits will exceed the theoretical average ...... 

Manrique 

(And vice versa I add) 

The successes alone will come.  

So I don't have to do anything to look for them, I just have to manage not to lose until they arrive.
-------------------------------------------------- ----------------------- 
MANRIQUE'S GREAT ARCANE SERIES 
ARCANE 5

In this long-awaited continuation of the arcanum series, we will return to issues, which had been left unfinished, we will try to address them from a simple language, and in the simplest way possible, however we will address deep issues throughout the development of the Arcanum.
It should be noted that this is the next volume in the Manrique Arcano series, which has to be completed by those of us who have inherited his legacy and pay tribute to his memory, by creating this new series.
This material is no longer intended solely to be put in the hands of the professional player, or the aspiring to live off the game, although becoming a professional or consolidating the strategy of the already professional can be a secondary effect of the arcane, we created this series in order to support to others in their search for knowledge, and their exploration of numerical infinity, hoping to collaborate with the development of better human beings.
Throughout the series, topics such as:
The quantification of deviations
Personal permanence
Deepening the management of progression at risk
Box sizing 
Real dimensioning of the profits to which we aspire
Real dimensioning of the time necessary to invest in this company
Nature of patterns in random sequences
Among others...
We will establish a foundation on which we can stand, to affirm that it is possible to win, and we will understand little by little why.

Nature of patterns in random sequences
It is necessary to be able to base our game strategy, locate one or more majority patterns, in which we can rely, to initiate different attacks.
These patterns will come from the detailed observation of the numerical sequences, once we locate the patterns on which we are going to base ourselves, they must be replicated throughout the numerical universe in a dominant way to be reliable, regardless of which fragment of permanence we can choose. our patterns will always be present and that will give us the certainty that we have located a constant and a constant means "victory".

Being so vastly present, the patterns located by us will go unnoticed, because they are so obvious, so common and ordinary, and simple that the vast majority of people do not pay attention to how to take advantage of them.
We are going to proceed to analyze a numerical sequence and we are going to point out the patterns that we have talked so much about.
19-32-3-18-20-35-2-36-3-29-10-7-30-31-1-8-24-28-23-11-8-32-0-21-2- 20-30-2-35-4-28-35-15-12-2
Now we will observe what happens with each number individually, representing with a "-" a space without success and with the number in question, the success or successes obtained.
19 ----------------------------------
-32 -------------------- 32 ------------
--3 ----- 3 -------------------------
--- 18 -------------------------------
---- 20 ------------------- 20 --------
----- 35 ---------------------- 35--35 ---
----- 2 ----------------- 2--2 ------ 2-2
------- 36 ---------------------------
--------- 29 -------------------------
---------- 10 ------------------------
----------- 7 -----------------------
----------- 30 ------------- 30 --------
------------- 31 ---------------------
------------- 1 ----------------- 1 ---
--------------- 8 ---- 8 ---------------
---------------- 24 -------------------
----------------- 28 ------------ 28 -----
-----------------------------4------
------------------2. 3------------------
-------------------eleven-----------------
--------------------- 0 -------------
----------------------twenty-one-------------
---------------------------------fifteen---
Now we are going to draw some conclusions, all of you must be familiar with the law of the third and if you are not, then surely you will run to investigate it, this law of the third is fulfilled approximately cycle by cycle, in this sequence we have 37 cycles of 36 balls Each cycle, although only 23 are visible, the remaining 14 also played although we cannot see them, their absence is related to the numbers that have appeared more than 1 time, each number that comes out more than what corresponds to it generates the absence of another in the same cycle, now we are going to observe the numbers that have had more hits than their share.
-32 -------------------- 32 ------------
--3 ----- 3 -------------------------
---- 20 ------------------- 20 --------
----- 35 ---------------------- 35--35 ---
----- 2 ----------------- 2--2 ------ 2-2
----------- 30 ------------- 30 --------
--------------- 8 ---- 8 ---------------
----------------- 28 ------------ 28 -----
Approximately 1 third of them not only have twice what they are entitled to, but even more, and the law of the third is being fulfilled in the third of the third.
If we collect samples, this will be fulfilled in the majority, then from 36 to 37 cycles played, we will have an empty third, an intermittent third, a generous third and within that generous third we will have a much more generous third.
37 cycles played are 1369 balls, if it is played at only 1 full.
Now the third where I will win, will be distributed between the 37 and the third of the cycles where I will earn much more than the account, which would be an ideal of only 4 cycles, because it will also be spread among all the 37 so there will be very few moments in those 1369 balls in which I can win steadily playing flat.
If I can only win by approximately 100 to 140 balls within 1369 plays, it means that almost 95% of the time I will have to be dealing with losses, or moments in which I am practically not winning anything, or I win and lose without reaching have solid earnings.
Something interesting happens, when of those 4 ideal cycles, in the mentioned section, I am missing 1 or 2, constantly, sample after sample, I usually see them later generating a much larger profit segment than normal, and this happens because the more the sample is enlarged, the law of the third has to be fulfilled in large ways as well.
If very little was understood about the usefulness of the latter, do not worry later it will be understood.
Now we are going to list the conclusions of everything observed:
There is a pattern in all samples that causes there to be times when a number or grouping has more hits than its mean.
There is a pattern that in all samples causes there to be moments in which a number or grouping has fewer correct answers than its mean.
There you have to be prepared to deal with losses almost all the time.
The player is obliged to bet more when he wins and make the small stretch that will be profitable.
The strategy should contemplate playing a large number of balls to find them winning cycles
Now let's go back to the patterns, you all know them, and if not then I will introduce them to you, dispersion and concentration.
Dispersion= Sections where there are little or no hits for long periods.
Concentration= Short sections where we have many more hits than the average.
And those are our constant reminders of manrique.
"Play what you play will have times when you hit more than the average, play what you play will have times when you hit much less than the average"
Everyone experiences these patterns, everyone sees them, everyone is surprised when they see the same number going out and out and out, very few understand how to take advantage of it.
And it is natural that it is very difficult to take advantage of it for the majority because there is the barrier of simply being human, and no human likes to lose, we have a program from children to be winners, or at least try not to be losers, win in marbles, win the race, win the love of a woman, earn a better salary, earn wealth, gain health, gain muscles, since children the loser is the mockery of others, and it is an annoying idea to be a loser, or the least disappointing for the vast majority.
And what do people do? Well, if nobody wants to be a loser, they try to remedy it as soon as possible! And in daily life it is fine, but not at the gaming table, because attempts to remedy the loss quickly involve large investments that almost Nobody had contemplated for that night and if the arcane reveals that 95% of the time there to deal with the loss, then you can imagine the rest of the story is seen every day.
Some resist, for a while, without losing their minds, but hold on to several hundred losing balls, or they run out of money, or they leave, or they end up despairing and doing things wrong.
The professional player is another story, he knows all the angles, he knows that victory will come perhaps not in a few hundred balls, but perhaps in a few thousand, and he does not care at all, because he knows that while he is in the game. casino, proving himself, other investments that he no longer has to work on, are generating wealth for him.
And when he finally wins, that money is invested to work for him.
Other professionals in the art of chance do not even play roulette, but instead look for other systems, where they can even have a mathematical advantage and make others play them.
We are going to continue talking about our patterns, and we are going to begin to observe their fulfillment in any random system, the following is very delicate, because we are going to talk about the world and everything that surrounds us, Hermes warns that none of this should be talked about to all people, because there will always be negative consequences.
We will still talk about it, because this arcanum will come and serve people who are still in search of many answers in their life and the arcanum will be able to give them.
We are going to mention some random systems where you can verify the patterns of the arcanum, when you go out on the street, pay attention to the termination of the car plates, we will have numbers from 0 to 9, and you can see the arcane when you observe the law of the third be fulfilled, and see what numbers repeat while others are absent, as they build their permanence for this exercise.
When they go to the bank, we will have hours where the line of people waiting to be served is very long and hours where there will simply be no one, concentration of people, dispersion of people, once again the arcane.
Those who have businesses will experience days where they will have practically no profits, and days where all the money comes in together, remember that we do not have control of when an income will arrive or not at our door or when people will arrive at the bank or not. then where there is no control is chance and where is chance the arcanum will be presented.
Remember when you caught all the red lights on your way home? Or the days that you advanced very fast because they were all green? The arcanum.
When all day your cell phone had not rung and in half an hour you had several calls and on top of that when you were talking, did you have another incoming one? The arcanum.
I can continue with thousands of examples, little by little the aspiring professional will identify all the random systems that surround him, the professional has already observed them, and what makes the arcane come true? who orders all the people to go to the bank at the same time? or who orders people not to enter a business all day, who makes everyone agree to call us at a certain time? What made the traffic lights match?
The answers will come to each one in his time, and at his own pace, for now I will summarize that we have powerful bosses, present everywhere, implacable and tyrants that enslave the actions and thoughts of everyone and the universe.
In the previous paragraph, I sincerely hope that you never agree with me, and if they do, the next step is to forget everything completely, in order to live in peace.
So if nothing can escape our patterns, the numerical series generated by roulette, much less ...
And here is the basis of the attacks that we can engage in at the gaming table.

Quantification of deviations
We already talked about the base patterns, to initiate our attacks, now it is time to quantify and observe them, to become familiar with them.
And to be able to get an idea of ​​what to expect in our life as a player.
The master manrique, released a tool that he called NGM, which consisted of quantifying the sum of the numbers played.
In this arcanum we will release a tool similar to the one we will call NGA, or number of the glory of the Arcanum.
Let's go on to describe it.
Example: 
1 drive to black fault = -18 from NGA 
1 drive to black fault = -36 from NGA
1 drive to black fault = -54 from NGA
1 drive to black fault = -72 from NGA
1 unit to dozen hit = -47 of NGA
1 drive to six failure = -53 NGA
1unit to sixa hit = -22 of NGA
1unit at full failure = -23 NGA
And so each group that we play is made up of numbers, 1 number played and failed will equal -1 of NGA and for example a number played and won by itself would be +36 of NGA due to the existence of 0, 4 numbers played and won In other words, a square in that ball would give us +33 of NGA, numbers that we are adding and subtracting from the accumulated amount so far, and the measurement never stops or restarts, as long as the negative number continues to increase, it means that the deviation moves away from the ideal mean, and if at some point the trend reverses and returns to 0, we return to the ideal mean and we would have the correct answers that correspond to us.
Novice players, as happened in the joker group, will tend to want to find an indicator or an entry to play based on a certain accumulation of NGA, or create matrices to always have an entry with a certain NGA, and it is natural that when entering a dispersion and live how tremendously tiring it is to reverse the balances generated by it, wanting to look for a shortcut, or a brand, or whatever it is that gives us an advantage so as not to have to go through the great existing pits of loss.
The bad news that I will tell all applicants is that there are no shortcuts, and when they start to make long-term NGA measurements, they will have to design a strategy that withstands the stresses generated by deviation.
Or that despite a growth in the deviation towards the negatives, the balance may tend to positive or remain balanced even though we have almost no successes.
So this measurement will not grant any advantage in itself, it will simply give us an idea of ​​how whatever we are playing evolves in relation to the hits obtained, then you can observe what happens to the values ​​when a system collapses and learn why, and eventually, they will be able to observe when their time comes and they have evolved their game sufficiently, how a deviation is corrected.
An incognito that will arise for many of the readers, is if it is possible to combine the NGA of different fortunes, as it was done in the example, there are many players who have their strategies based on sectors, figures, or certain groups, pointers, in short there is great diversity, we are not going to propose that they abandon what has been working for them, but we are going to invite them to analyze why it works and evaluate whether or not it can continue to function in infinity.
Then when they are ready, they can quantify as in the examples, meanwhile, they can quantify about the numbers or lots they play to observe the evolution of dispersion and concentration in their current game.

That is, if they play for example at 6 numbers only and make some progression, they can add 6 by 6 in each failure in the NGA and on the right subtract 31, and thus monitor the dispersion of their current game, and the same according to the number of numbers played.
Another main objective of the approach to the quantification of deviations is that the reader can discover the limits of a deviation, or discover if it has no limits at all and act accordingly to their observations.
Now off the game board, the same conclusions that they take about how a deviation evolves will be applicable to any random system, once I read that 9 out of 10 businesses failed, and a lot has to do in part with the arcane, which will tend to concentrate in one place the successes in any field, however, if the 9 who are going to have a deficiency in their average, were prepared to deal with the dispersion and made the correct decisions to manage their business, things would be different, but very Little or nothing is taught in school about the arcanum and it takes many people totally by surprise.
It is common when interviewing people who have been successful in business, to hear that they have been broken many times, the arcane again after enough balls, returns their hits that were missing and now they are successful, but it was key not to stop playing.
Then the arcanum reveals that we must stay in the game for the duration of the deviation, in order to see the successes that correspond to us or at least a part of them appears.
Sometimes in meditation visions have come to me of how I can be a puppet by trying something over and over again and not having success simply because there is a leak in my media regarding what I try due to the arcane and only because the arcane is like this. I mark it for me, knowing the deviations may cause fear, in someone's heart or a sense of initial disagreement, well, Manrique said, the truth is never sad, what you have is no remedy.
However, after that disagreement, a new world can be opened to everything we can do with the arcanum and the great advantage over others who do not know it.
For my part, it has been an honor to continue with Manrique's work, I am going to finish this arcanum 5, hoping that through the years it will reach the hands of many, and that knowing the arcanum will change their lives as it changed mine for the better, currently There are several teachers on the subject, who perhaps do not agree with me, others perhaps in total agreement, I simply want to tell the reader that this is part of what I have been accumulating in my study time, and that I am aware that I only have a piece of the white elephant and I accept it, nobody can have the complete elephant.
Arcane 5 is a free and free publication, no one can sell it and I ask as a personal favor that it is not published in places that do business with their visitors, and if they liked the reading in any way, spread it.
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SKYDIVING

The Parachute or Shock Absorber is an extremely flexible form of game, which forces us to constantly make decisions about whether to open or shrink the cloth depending on the wave of dispersion that we have to face. This short text describes a strategy based on the use of classic, reverse and hybrid parachutes.

Structured in central points of Manrique's philosophy, this approach represents a true evolution of those ideas. 

DEFENSIVE VARIANT SKY DIVING 

The last line of play 

The defensive 

What is the fundamental idea of ​​the defense? It is to stop a blow. By what signal is it distinguished? It is distinguished because in it the blow that must be stopped is expected.

THE CAPITAL 

Although we already have a broad and strong capital strategy, it is also necessary for the success of the attacks to divide the cash register into groups.This will allow us to assign a special function to each group and to keep the accounting by blocks, so that we can be as organized as possible. that is possible, to face every situation that comes our way. 

Unforeseen incidents are difficult to resolve; the thoughtful ones, easy. We are going to divide our box as follows:

Opening (Aggressive, Defensive) 

Units: 20 

Middle Game: Body stabilization (Hybrid Parachute) 

Units: 30-40 

Closing (Cut losses and withdrawal) 

Units: 50-40 

OPENING: 

Objective: Close the micro game at the lowest positive balance. 

The philosophy of the opening will be the higher the loss, it will cover more cloth but only during the first 5 balls and the chips will have the quality of moving downward on the lots just like the classic parachutes do. 

The opening life cycle begins with the first chip placed on the cloth and ends with the loss of 20 chips from the box and we can assign two different styles of play according to the player's character, situation and time available. The styles are:

Aggressive: Its objective is to conclude the attack as quickly as possible, that is to say, the handling of the parachutes the least conservatively, our intentions here will be to give a quick blow and conclude that micro game. 

Aggressive style outline: 

SIX SIX SIX SIX TABLE SIX SIX TABLE SIX SIX STREET TABLE SIX SIX 

Defensive: This is the opposite, we are going to handle the parachutes in a very defensive way, as closed as possible and we will do the evolutions only when strictly necessary, this strategy is usually widely used when we lack very few chips for the goal or we want to go for tiredness or time. 

Defensive schemes: 

OPEN DEFENSIVE SIX SIX SIX SIX SIX SIX SIX SIZE SIX SIX SIX SIX SIX --------------------------------- -------------------------------------------- DEFENSIVE CLOSED SIX SIX SIX SIX SIX SIX TABLE SIX SIX SIX TABLE TABLE SIX SIX SIX 

Speaking of the different opening schemes, it is important to say that one is not obliged to follow them 100%, that is, we can always improvise and make corrections if something out of the ordinary happens, in case of a success the scheme breaks, but not we leave the opening strategies until the first 20 chips are used up or the microgame is closed by drawing or winning, if we lose the opening position we will go to the second part of the strategy "The middle game" and there is no going back to the opening strategies. 

THE MIDDLE GAME 

Objective: tie the game and win 

The medium game is the most complicated part, and we approach it with a balance against 20 chips, this is going to be the one that will cost the most to dominate the player, due to the nature that they will take the chips and the score against. 

From now on the movement through the cloth will be total, each position will go up and down according to the successes or failures, the chips will have the attributes of hybrid parachutes, that is to say, on success the position is concentrated on failure, but for At times it can go up or down as much as necessary, this will be done strategically and usually we will not move more than 2 position tiles per ball. 

Hybrido parachute 

This is a new tool that we are going to incorporate and it is vital, the name is inspired by the fusion of the qualities of classic and inverted parachutes, and just as hybrid cars give us more miles per gallon of gasoline, a hybrid parachute will support us more spread per tile played. 

Its application is simple, imagine that you start with classic parachutes and from one moment to the next all parachutes, wherever they are, acquire the quality of concentrating when they get it right and open when they lose, or after opening they can go back to the signal of a good run using classics again, this is the nirvana of parachutes (Nirvana is non-existence), that is, the death of the scheme and adaptation to whatever happens. 

Both in the middle game and in the closing the following is in force: 

* The box has full authority. 

Despite the fact that the chips have their own movement according to the failures or successes, it is the box and only the box that will mark if we move and how, so it will be linked at all times to the decisions made in the game. cloth each ball no matter what, we must ask ourselves "What does the box need?", "How is the box?", the box has certain rules that parachutes must obey:

-If the box is dying, the parachutes must be opened. -If the box is dying, the longer its agony is better, we will try to resist as long as possible until the combination of successes that mark its recovery arrives. -When the box is dying to be able to concentrate on the success, we will have to open the unsuccessful at the same time, one or two in extraordinary cases will move more. -If you are getting lost, more and more numbers will be covered with fewer chips handling a parachute cutout depending on the variant in use.


THE CLOSURE 

Well, the closing of the game is the last section of the box, and the strategy of the game will be with the same movement of the hybrid parachutes, closing the non-successful positions to the limit, and opening the successful ones a little also in case the The bad streak continues, the objective is to stabilize the box, to be able to wait again for a dispersion in favor. 

Trimming Losses 

Sometimes the games will be very extensive when there are very high dispersions against, in these cases if the 50 game balls have been exceeded we would have to think about accepting a loss for the box estimated at 20% of it if we are very tired, if we still have energy, after 50 balls it is best to pause, rest a little and take another block of 50 balls, resuming from the position and balance in which we were, if there is no recovery or loss cut After reaching the 80 balls played we will try to close with a loss of no more than 30% of the box, if we reach 100 balls and there is still no recovery we can accept a loss of 40% of the box, there will always be another day and a Once this defensive technique is mastered, there will be few occasions that we will lose,According to the personality of each person, it will be the right moment to take the cut.

The turtle 

This is the special quality of the closing block, and it is what will allow us to overcome extremely extensive dispersions, when the box is in a crisis of an emergency nature or we begin to feel deconcentrated or that we lack strength due to fatigue at the point Before retiring, we will use Achilles' Paradox, going on to play with chips of half the value we were using, as soon as the box can stabilize or return to mid-game values, we deactivate the turtle waiting for the correction of the streak to reach for a greater cut or total recovery, the turtle may present nests in extraordinary cases, that is to say turtle on the turtle. 

The retreat 
From the art of war 

Of the 36 strategies, the final one is the last one. Withdrawing when all else fails is the ultimate strategy. But it doesn't mean running away definitively. When faced with an infinitely superior enemy, you can surrender, negotiate or retreat. Withdrawal does not mean total defeat, compromise means half defeat and surrender, total defeat. Mao Tse Tung said in Guerrilla Warfare: "If you can win the battle, fight; if not, retreat." For Sun Tzu it represents temporarily submitting to the powerful, awaiting a transition to a new phase. In World War II, the Soviets withdrew to Moscow, leaving everything devastated. Allied with General Winter, when the Germans were stopped there, the counteroffensive left them in Berlin. Remember that failure is easy but doing it gracefully and successfully can be more difficult than success itself. Also, you learn more from failures than from successes. As a final recommendation, withdrawal should never be done without thinking, impulsively. Do not consider that retiring is a way to escape challenges, but a way to better cope with them.

So after a very extensive battle, it is best to accept a temporary loss and withdraw, that this loss should never amount to the total of our forces, that General does not save some forces for withdrawal? We cannot fight forever to win one. Even if we had the certainty of winning it, even if a loss was suffered, the defense fulfilled its objective, which was to put a barricade to the dispersion monster that awaited us, so it is once perfected this defensive technique is capable of supporting a load greater than those of 200 of NGM against in the section of 100 balls, how long can it come against after this point ?, The dispersion can never happen again and again on our defense. 

Details 

Maximum parachutes used: 5 Minimum parachutes that can be used in the closure: 3 Surf Power: Over 200 in continuous sections Style: Micro Handling Box: 100 tabs Compatibility with: Selective Erosion, Added Tax, Golden Rule, Achilles Paradox, Communicating vessels and Vegetative Growth (Manrique's Techniques) Blocks: 2 blocks of 50 balls, in extraordinary cases more balls will be played. 

"Intensity is to be appreciated rather than extension. Perfection lies in quality, not quantity. Extension alone never rises above mediocrity, and it is the misfortune of men with broad general interests who while they would like to have a finger in all the cakes, they do not have it in any. " (The Art of Prudence, Baltasar Gracián) For a game without limits !!

Ggasoft © opyrigh2006
-------------------------------------------------- ----------- 
Skydiving (variant)

Well, here we are going to use 4 paratroopers as if they were jumping one by one from an airplane, and their mission will be to complement each other until they obtain minimal profits. 
We will use the two types of parachute: the classic and the inverted. First we will start using the classic:

This parachute will descend like this: 

1 Color Sheet 
1 Card for Dozen 1 Card for Six 1 Card for Six 1 Card for Table 1 Card for Table 1 Card for Street 1 Card for Street 1 Card for Street 1 Card for Half 1 Card for Half 1 Card for Half 1 Card for Half 1 Card a Split 1 Sheet a Split 1 Full Sheet (optional) 

Then the inverted: 

1 Full Sheet 1 Half Full Sheet 1 Half Full Sheet 1 Half Full Sheet 1 Half Full Sheet 1 Half Full Sheet 1 Half Full One Sheet 1 Full Street 1 Sheet 1 Street 1 Full Street 1 Sheet 1 Square 1 Sheet 1 Square to Six 1 Card to Six 1 Card to Dozen 1 Color Card 

I clarify that these speeds are to put a scheme, and we all know that the rhythms of each parachute will be able to move according to the box and what is happening with the other parachutes. 

First we wait for the roulette to give us a number, whatever it is. 

Then our first skydiver comes out to play the color of that number. If we get it right, we write down +1 and repeat the operation with a new number. If we do not get it right, the parachute drops to the dozen and our second paratrooper joins the attack, playing the color of the last number issued. Example:

6  We play black. 

3. 4 -1, we pass the first parachute to the first dozen and the second jump to the color red. 

13 -3, we pass the first parachute to the six that contains the 6, the second parachute to the dozen that contains the 34, 
and our third parachute jumps to black, since it is the color of 13. 

2. 3 -6, the first parachute stays at the 6th of the 6th, the second moves to the 6th of the 34th, the third to the dozen 
of the 13, and our 4th and last parachutist comes out to play red, since it is the color of 23. 

5 -2, we hit the first and the 4th parachute, the 4th remains in color and the first will be optional if we raise it to the color or regress to the closest position so as not to have 2 parachutes piled up, as for the other 2 parachutes, the one who follows 13 falls to six and the one that follows 34 remains at six, although it would have to evolve to a square there would be no point in risking the position if we only lose by 2 chips, and here the strength of the paratroopers, some will support others until the combination of successes is given that makes us leave with profits, no matter how minimal. Well, we continue.

16 +2, we hit the parachute that was in color and the one that followed the 13, so since the balance is positive, 
We collect the 4 paratroopers wherever they are, and we start again 

This is going to be very confusing at best, but it is very good. 

The box is 100 chips. The goal is 20 chips per day.

The box is rarely lost, in fact it is rarely at -50 chips, but it will depend a lot on the strategic ability of the player, making the right decisions at the right time, according to the situation of the box, etc. 

Example: if we have a balance of -8 and we have 1 parachute that reached full capacity and another that is half full and the other two above, it would be convenient to make the decision to regress those parachutes that are down a few positions, that is, work as a team of these paratroopers, some support others. 

The inverted parachute will be applied when a number reaches full with its parachute. 

It is always played flat. 

A friend told me that this type of game is not possible in Argentina, because the minimum chips are not equal between color and other luck, in Las Vegas there is no such problem. 

You can play with higher value chips to correct this problem. Anyway, once mastered it is very safe.

The bad thing is that sometimes it is slow, very slow ...
-------------------------------------------------- ------------- 
One day someone asked me how many versions of skydiving existed, I answered that I had developed the complete alphabet in terms of variations of it. 

He was somewhat confused and surprised. 

On another occasion someone asked me why so many variants that you do not win with any? 

Now that the issue has been answered, I will answer that the large number of variants was to evolve and involve the risk of the same according to the global balance, the main difference between these variants was only their degree of aggressive or defensive capacity.
-------------------------------------------------- ---------------- 
Skydiving is a game where shock absorbers are used cooperatively, resetting to minimum gains, returning to positions of greater coverage. The handling of several parachutes in principle is attractive and flexible, but as the variants evolve, the conclusion is reached that: The use of a single position and its movement throughout the cloth according to the balance offers greater control and resistance to losses concentrated. It is also good to mention that the main ingredient called "common sense" is always added to these variants. And tools are established to try to lose less in case of losing, in addition to those used by Manrique,

It is important to note that no game in itself offers guarantees, only a wide strategic ladder can offer the possibility of being almost unbeatable.
-------------------------------------------------- ---------------- 

Small but valuable details of the strategy, example:
If you have 200 units and each session you are looking for 40 to use Manrique's exposition. And we discovered that it is possible to win say 7 out of 10 sessions by taking an example x where the obvious ending balance would give a loser. But you know you win 70% (value used only for this example and is not in any way exact or a statement) If you set something like that with 4000 units to let's say just try to win a total of 800 chips and fold. You can attempt it 1 time assuming the risk of defeat but knowing that you have a good chance of winning 800 units before losing. Now these are x examples since it is possible to further remove the possibility of a defeat. Clear without guarantees and assuming the risk suffered by the invested capital. That would be an example of some strategy.

Well this would be a tiny part of everything that can be done. 

But do not forget what Simon says and the truth is the healthiest of all things: 

LIFE IS OUTSIDE THE CASINO.  
-------------------------------------------------- ------- 

Parachute Plus Bazooka  
0.5 units to 2 dozen if you lose 1 unit by chance if you lose 1 unit dozen if you lose 1 unit by 3 balls sixena if you lose 1 unit by 3 balls square if you lose 1 unit by 3 balls lane if you lose 1 unit by 6 balls sixena if you lose 1 unit for 18 full balls if you lose (activate the bazooka) 

AFM 

SEISENA, FLOOR -54 GO ON SIX, STREET -72 FOLLOW BOX, BOX -81 FOLLOW BOX, STREET (SEISENA, SEMI) -108 FOLLOW STREET, STREET -144 FOLLOW BOX SEMI -162 FOLLOW STREET, SEMI -216 GO ON SEMI SEMI -32 FOLLOW CALLE, PLENO -431 FOLLOW SEISENA, TABLE, TABLE -486 FOLLOW SEMI, PLENO -647 TABLE, TABLE, TABLE -728 SEISENA, CALLE, CALLE -863 TABLE, TABLE, CALLE -971 PLENO, PLENO -1295 TABLE - TABLE 1481 CALLE CALLE CALLE -1727 SEISENA PICTURE PLENO -1943 CALLE CALLE SEMI -2591 PICTURE PICTURE PLENO -2915 square street plenum -3887 street street plenum -5,183 street semi plenum -7,775 
semi semi full -11.663 semi full full -23327 full full full -46655 

If you lose, start buying lottery tickets. 
---------------------- 
It is simply a parachute with an extended risk progression. 

Looking for less and less probable events with a much higher payout rate. 

It is possible by playing as a team and using alternate dimensions to roulette where the payout rate can continue to grow to play practically without limit, although it may take several generations to complete the attack (it may and will require at some point). 

The success in any of the bazooka stages, many times generates profits according to the investment up to that stage. 

"Progression in risk not in chips", "Time by chips". 

Either way the experienced player will ignore the system in its entirety, but will open their mind to the use of AFMs as new echelon of flat game, in cases of great need before resetting.

GGasoft crazy multidimensional. (August, 2009)

AFM Smart plus bazooka 
As long as there are surpluses in a session and the overall balance is negative, it will be selected from the AFM list, although these are already more AFGG than AFM, the one who, if they win, recovers all the current liabilities by investing only 1 unit of the surplus per session. 

SEISENA, TABLE +53 SEISENA, STREET +71 FOLLOW TABLE, TABLE +80 GO ON 
TABLE, STREET (SIX, SEMI) +107 FOLLOW STREET, STREET +143 FOLLOW BOX SEMI +161 FOLLOW STREET, SEMI +215 FOLLOW SEMI SEMI +322 FOLLOW STREET, FULL +430 FOLLOW SIX, FRAME, TABLE SEMI, FOLLOW +646 TABLE, TABLE, TABLE +727 SEISENA, CALLE, CALLE +862 TABLE, TABLE, STREET +970 PLENARY, PLENARY +1 295 

GG (Aug, 2009)

The Poetry of the Classic Parachute 

And here one of the ancestral poems, echoes of the past, and a memory of the steps up the road. 

Let's say each damper is a level and almost 50 different levels are formulated in this post. 

Always the next level is a little more aggressive than the previous one, we have all these steps, progressive without the need for an increase in mass. 

It can be played in different ways, the most logical way is that before the fall of the first shock absorber, the game is restarted with the next shock absorber on the list which remains active until recovering the losses caused by the previous shock absorber, if the second one falls. it continues to the next level. 

In summary, whenever a level is raised, that level only wants to recover the previous one once a level gains 35 units, it is returned to the previous buffer, it is raised and lowered in this way between the levels, until recovering the total losses and starting to make profit again. 

That is the logical way. 

Another different way is: 

Before the fall of the first shock absorber, repeat the same shock absorber 1 and wait until shock absorber 1 gains 35 units regardless of the total losses so far. 

Then with those 35 units the second buffer is played and the new 35 gain units go to the third, if it falls it does not go back, it only stays in the same buffer until it gains 35 units and then it goes to the next buffer in summary we want to dilute the dispersion in the first shock absorbers and achieve that in the last ones we obtain enough gains to correct the deviation, that is why the shock absorber is never changed until reaching 35 units, the idea is that at some point a favorable deviation is better used in the last shock absorbers and that we try to filter an unfavorable deviation maintaining the static level while there are losses. 

MMM ... maybe it's too much to try to explain ... 

Variants are missing, codes are missing, there are still better ways to use these kids, it's up to you. Take care.

-------------------------------------------------- ------------------------------- 



Damper 1 
CHANCE -DOCENA X2 -SIXEN X3 -Frame X3 -STREET X3-SEMI X6-PLENO X17 ……… UNITS 35 

Damper 2 

DOZEN X3-SIXTEEN X3-TABLE X3-STREET X3-SEMI X6-PLENO X17 ………… .. UNITS 35 

Damper 3 

DOZEN X2 -SIXEN X4 -SQUARE X3 -STREET X3 -SEMI X6 -FULL X17 …………. UNITS 35 

Damper 4 

DOZEN X1 -SIXEN X5 -SQUARE X3 -STREET X3 -SEMI X6 -FULL X17 ………… UNITS 35 

Damper 5 

SEISENA X6 -SQUARE X3 -STREET X3 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 6 

SEISENA X5 -SQUARE X4 -STREET X3 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 7 

SEISENA X4 -SQUARE X5 -STREET X3 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 8 

SEISENA X3 -SQUARE X6 -STREET X3 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 9 

SEISENA X2 -SQUARE X7 -STREET X3 -SEMI X6 -FULL X17 ……… UNITS 35 
Shock absorber 10 

SEISENA X1 -SQUARE X8 -STREET X3 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 11 

TABLE X9 -STREET X3 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 12 

FRAME X8 -STREET X4 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 13 

TABLE X7-STREET X5 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 14 

FRAME X6 -STREET X6 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 15 

TABLE X5 -STREET X7 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 16 

FRAME X4 -STREET X8 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 17 

TABLE X3 -STREET X9 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 18 

TABLE X2 -STREET X10 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 19 

TABLE X1 -STREET X11 -SEMI X6 -FULL X17 ……… UNITS 35 

Shock absorber 20 

STREET X12 -SEMI X6 -PLENO X17 ……… UNITS 35 

Shock absorber 21 

STREET X11 -SEMI X7 -FULL X17 ……… UNITS 35 

Shock absorber 22 

STREET X10 -SEMI X8 -FULL X17 ……… UNITS 35 

Shock absorber 23 

STREET X9 -SEMI X9 -FULL X17 ……… UNITS 35 

Shock absorber 24 

STREET X8 -SEMI X10 -FULL X17 ……… UNITS 35 

Shock absorber 25 

STREET X7 -SEMI X11 -FULL X17 ……… UNITS 35 

Shock absorber 26 

STREET X6 -SEMI X12 -FULL X17 ……… UNITS 35 

Shock absorber 27 

STREET X5 -SEMI X13 -FULL X17 …… .. UNITS 35 

Shock absorber 28 

STREET X4 -SEMI X14 -FULL X17 ……… UNITS 35 

Shock absorber 29 

CALLE X3 -SEMI X15 -PLENO X17 ……… UNITS 35 

Shock absorber 30 

STREET X2 -SEMI X16 -FULL X17 …… .. UNITS 35 

Shock absorber 31 

STREET X1 -SEMI X17 -FULL X17 ……… UNITS 35 

Shock absorber 32 

SEMI X18 -FULL X17 ……… UNITS 35 

Shock absorber 31 

SEMI X17 -FULL X18 ……… UNITS 35 

Shock absorbers 32,33,34,35,36,37,38,39,40,41,42 .... 48 ............ 

SEMI X16, PLENARY X 19 

SEMI X15, FULL X20 

SEMI X14, FULL X21 

SEMI X13, FULL X22 

SEMI X12, FULL X23 

SEMI X11, FULL X24 

SEMI X10, FULL X25 

SEMI X9, FULL X26 

SEMI X8, FULL X27 

SEMI X7, FULL X28 

SEMI X6, FULL X29 

SEMI X5, FULL X30 

SEMI X4, FULL X31 

SEMI X3, FULL X32 

SEMI X2, FULL X33 

SEMI X1, FULL X34 

PLENARY X35 

AAAA WHAT BEAUTY, IS TO WALK ON THIS SACRED ROUTE, CONGRATULATIONS THIS STUDY OF THE ROULETTE TRULY CHANGES LIFE.
---------------------
And well this is for when there is already a negative balance of at least -1 units. 

Now as long as there is no negative balance, many crazy things can be tried, such as betting on 1 full and winning, putting everything on another full and continuing to win everything full. With 3 consecutive hits in full. +42,000 and hair. But they need high limit, Vegas is the potato because they can be playing at low-denomination tables, until they get 2 consecutive hits, and they look for the third in another part, where those 1200 usd can hold up to full capacity. The foundation is either you grab 114 ngm together and earn the dough. or the nearly 50 levels that can dilute many thousands of ngm are lost.

Well end of the echoes of the past, because the future is brighter. 
-------------------- 
Now adjust to Manrique's concepts 

Imagining that each shock absorber is a box. 

It is divided into mini attacks with a goal of +9 units. 

As long as that goal is achieved the shock absorber can erode 1 unit of itself. 

Each unit gained, even if it is +1, goes to Manrique's golden rule and cannot be touched until the end of the attack, except for surpluses from this rule. 

Whenever there is a surplus above 9 units, that unit or units are assigned to the game with surpluses. 

Now adjust to GG concepts 

Surpluses are the key to coming out winners, while everything else is only going to align us to the moments when these must be played, and keep us losing little or nothing while our attack ends. 

According to GG 

Any surplus must go to the annihilator 

full * full * full = +42000 and something. 

If not there high limit available is searched.
--------------------- 
Final clarification:

My goal is not that they play this system, it is that they study it and get to better things. 

It is not an end system. 

It is a stepping stone. 

GG (Dec 29, 2011-Jan 03, 2012)
-------------------------------------------------- --------------
The classic parachute war
Of the 48 levels mentioned, in the classic parachute post poetry we will define 1 at level 1, 2 at level 2, number 3 for level 3 parachute. 

We are going to make groups of 6 parachutes to use as a maximum for a box that add up to 216 units in the case that the parachutes are 36 tokens each. 

Now we will invoke the other teacher of our childhood stages. 

Fast insurance they will understand Box 1 

111111 

box 2 

111112 

box3 

111122 

and continues: 

111222 112222 122222 222222 222223 222233 222333 223333 233333 333333 

until 

48 48 48 48 48 48 

So we have 288 levels. 

In boxes. 

Always before the fall of a box, go up 1 level Those are the levels ..... Now comes the special ... 

In the next post in detail how to use the parachutes. 

The theme will be "The brotherhood of the parachute." 

Where the parachutes make a secret alliance using dispersion and concentration to face infinity. 

RULES OF ANY PARACHUTE MASTER: 

1 never increases in mass to the loss. 2 we never play more than 1 chip per ball. 3 we play in the maximum chip value allowed by the bank. 4 to be continued ...

Notes this post is completely independent of the divine parachute, or god of parachutes.
GG (Jan 16, 2012)
-------------------------------------------------- ------ 

The parachute brotherhood 
(post from the forum Therion)

The Parachute Brotherhood is an evolution made by the forum player Ggasoft after his "Skydiving" strategy. 

After trying to face the roulette with hybrid parachutes, that is to say that they close and open according to predetermined parameters, Ggasoft developed its new "litter" of strategies based on the use of a single chip on the cloth, moving on it, opening and closing it.

The central concept is that the long negative streak (catastrophe event) is inevitable, therefore it is better to face it with a single chip so that it does not eat the box. This is a game model, not a "system" itself, for therefore each one must make the necessary personal adjustments. All these strategies are based on "not losing" until the inevitable moment of successes arrives, therefore they require tons of patience to wait for the right moment of the positive streaks.
The Brotherhood uses several classic parachutes, so it would not hurt to review them.The classic structure of the Level 1 Parachute is:

Chance Single x 1 ball Chance Double x 1 ball Sixteen x 3 Square x 3 Street x 3 Half x 6 Full x 18

There are 35 balls and a hit in any of them gives us a profit. The fall of a parachute obviously represents -35 tokens. Classic parachutes have many virtues but also defects. To enhance the virtues and alleviate the defects, the Parachute Brotherhood uses six classic parachutes, but they never play together on the cloth, but instead of a one at a time. Each will go into action at the best possible time for strategy. We can imagine that each parachute is a player, forming a team trying to help each other. There is always only one token on the cloth.

Example:

I start with my first parachute, I play Simple Chance, I lose.

1- Ch. Simple

The first is on hold. The second starts, I play Simple Chance, I lose.

1- Ch. Simple
2- ch, Simple

The previous two are on hold. The third starts. I lose.

1- Chance Simple2- Chance Simple3- Chance Simple

Let's imagine that in total I have had to open all six parachutes and have failed a single chance six times.

1- Simple Chance2- Simple Chance3- Simple Chance4- Simple Chance5- Simple Chance6- Simple Chance

Obviously now he would have to play the first one again entering with his second step, which is Chance double for a ball.

For now we stop here. If we look at missing six simple chances in a row, taking into account that each simple chance is made up of 18 numbers, then they are 18 x 6 = 108, that is, I have played 108 numbers and I did not match one. You can't always win, but you can't always lose either, so at some point a positive streak is going to come and I'm going to catch it just when the positions that have less coverage but higher pay rates begin. That's where we try to fish.
------------------------ 
Let's continue. Having seen the basics, let's get down to the hard part. THE GOLDEN RULE OF THE BROTHERHOOD is: In the Failure, the parachute enters the next ball with the most open bet on the cloth. In the Success, the parachute with the most closed position on the cloth enters the next one.

That is, if I fail, the bet that pays the least, the most open, enters; if I succeed, the bet that pays the most, the most closed on the cloth enters.

What's the point of this? The idea is to absorb the misses with the bets that pay less, and catch the Hits with the bets that pay more. As each one of us every time we play roulette will win and lose what corresponds to us according to the positive and negative streaks, we try to lose less on the misses and win more on the hits.

There is an example. Let's imagine that after playing some balls we have hit one of the six parachutes, that means that it starts again from Chance Simple. So as we have had a Success, according to the rule in the next ball the parachute plays with the most concentrated position, that is, the one that pays the most. Let's imagine that the state of our parachutes after having played a few balls is the following:

1- Simple Chance (is the one that just hit and starts again) 2- Sixteen
3- Sixteen4- Dozen5- Sixteen6- Square

In the next ball, the parachute plays where you bet on the square, since in this case it would be the most concentrated position. Let's think that we failed with the frame, then we imagine that this parachute happens to play fairway in the next entry it has. It would look like this:

1- Simple Chance (is the one that just hit and starts again) 2- Sixteen3- Sixteen4- Dozen5- Sixteen6- Square - Street

The rule tells us that when the next ball fails, the parachute enters with the most open position. In this case it is the first with Chance Simple. We play and lose, so in the next inning this parachute is going to come in with Dozen.

1- Simple Chance - Dozen2- Sixteen3- Sixteen4- Dozen5- Sixteen6- Square - Street

The rule tells us that before the failure the most concentrated parachute enters to play, in this case it is the sixth with the position to Calle. We won, so this parachute restarts in its next entry with Chance Simple. It would look like this:

1- Simple Chance - Dozen2- Sixteen3- Sixteen4- Dozen5- Sixteen6- Square - Street // Simple Chance

The rule tells us that after a hit the parachute enters with the most concentrated position. We see that we have three parachutes with Sixteen that are the most closed, we choose any of them to enter the next ball.

And so the game with the Brotherhood develops. The parachute "Brothers" group together to better withstand the streak of failures by offering the most open stances, and join together to achieve the maximum profit against a hit streak with the most concentrated stances. .

As I mentioned in the first post, this is an endurance game and requires a lot of patience. It should be played with medium to high chip values, because if they are going to bet pennies, their lives will go to win a reasonable figure.

If this seemed creative and original, wait until you see the third part in the next post about the Brotherhood.
-------------------------- 
- To avoid making a mess, let's imagine that six friends from the forum get together to play at a roulette table. Each of us is only going to use a classic parachute to play. Only one of us can bet on each ball, the rest wait. So every time each of us hits his parachute, he will have a profit and will restart it from Chance Simple which is the first step. Some will reach the profit before others, but basically we will be six players who will add a couple of chips to the general total with each hit on their corresponding parachute.

Each one has control of its corresponding parachute that will open according to the rules of the classic parachute, in each failure we go down one step towards the plenum. That is, each one "takes care of his quintita".

But we do not play mechanically one behind the other, ball after ball, we have a rule.

That rule tells us that if the player (parachute) who played was correct, it is the turn of the player with the closest position in the order of play to play the next ball.

Let's see, let's imagine that I was right, therefore my parachute closed with profit, which means that in my next intervention I will have to play Simple Chance because it starts again. For the next ball there are two friends who would have to play sixteen, two in the square and one (Zechnas) in the fairway, which is what marks the evolution of their parachutes. Then, following the rule, we give the place to the friend who corresponds to the street level on his parachute, then the friend Zechnas who played street, gets it right, his parachute closes with profit and must restart it in simple Chance the next time that he has to play. He saves his win in his pocket and we see how the group of players was. The rule says that after a hit it is up to whoever has the tightest parachute to play. The six of us take a look at our annotations and then I am at the Chance Simple level, Zechnas also at Chance Simple because he just got it right, two friends in sixteen and two friends in the frame. Then it would be up to one of the players to play at the box level now. which is the most closed. Tapalov friend who is one of the two who are at the box level plays and loses. His parachute continues to evolve and we imagine that in his next intervention he will play fairway. The rule says that if there is a failure, then he plays the most open parachute. The six of us compared annotations: Therion is in Chance Simple, Zechnas in Chance Simple, two friends in sixteen, one in square and Amgio Tapalov in street. Both Zechnas and I are in a position to play the next ball because we have the parachutes in the widest position,
I play and lose. My parachute evolves and the next time I play I will go to a dozen. The rule says that after a miss the most open parachute plays. We compare annotations: Zechnas is in Chance Simple, Therion in a dozen, two friends in sixteen, a friend in a painting and a friend Tapalov in the street. The only one fit to play is Zechnas who plays and wins. He keeps his win in his pocket and must restart his parachute, therefore in his next entry he will do it from Chance Simple. The rule says that after a Hit the closest parachute plays. We compare annotations: Zechnas with Chance Simple, Therion in a dozen, two friends in sixteen, a friend in a painting and a friend Tapalov in the street. The only one who can play now is Tapalov because he has the closest position, plays on the street and wins. He pockets the win in his pocket and restarts the parachute that starts from Chance Simple the next time he plays. The rule says that after a hit he plays the closest position. We compare annotations: Tapalov is in Chance Simple, Zechnas in Chance Simple, Therion in dozen, two friends in sixteen and friend Tanausú in square. It is Tanausú's turn to play now, he plays a box and wins, pockets his winnings and restarts his remaining parachute at the Simple Chance level for the next time he plays. After a hit, the rule that plays the tightest parachute says. We compare annotations: Tanausú in Chance Simple, Tapalov in Chance Simple, Zechnas in Chance Simple, Therion in dozen and two friends in sixteen. Now it's up to any of the friends who are at the sixteen level to play.

I hope that written in this way it is understood a little more.

Each player (parachute) with his correct answers adds little by little to the general balance, which in these models is calculated as a goal of 20% of the total cash.
-------------------------------------------------- 
Time of the third and last part of the model.

Although the basic model is built on six classic parachutes, nothing prevents us from expanding the number to the level that occurs to us.

If we have to face a giant streak and several of the parachutes walk near the half and the plenum by dint of coming resisting hit after hit of the roulette, then one, two, ten, thirty or one hundred more parachutes can be opened to resist the impact. Tsunami against us, that is, the amount of parachutes that are necessary to withstand the hurricane are opened, then as the hits come they close until they return to the original six.

The greater the number of parachutes, the greater the time we will have to invest until we reach the edge of the positive balance. 

In practice, they will see that the original six withstand almost everything the roulette wheel throws at us, but in the face of the "catastrophe event" we have this opening of new parachutes to "liquefy" the giant wave.

The end
---------------------------------------------- 

The parachute brotherhood 
(by GGasoft)

The reflections of a defeated parachute at infinity: 

I have tried to face the infinite and I have known it, it has made me see my defects, I am not prepared by myself to be victorious among the waves. 

I'm too heavy when I lose ... and I don't win much when I win ... 

I have the great defect of violating Manrique's laws ... "If you are in a well, the least you have to do is dig deeper" 

And I keep shrinking the cloth before each loss, I am a smooth but insufficient progression, because the dispersion is very deep. 

(The parachute breaks into tears) 

And a voice is heard ... My brother ... do not fear ... 

We are aware of everything ... and thanks to your odyssey, together, we can correct our defects.
Parachute: 

Brothers, this meeting has been called to inform you of a new order, until today we have been humiliated, exiled and stopped taking into account for many strategies and games, we parachutes with the structure of closing the cloth when losing have been marginalized ... . 

We keep a discontent, by not fulfilling the purpose for which we have been created. 

Today that will change! 

Our strength will be our great quantity and our supreme order. 

We will add our surfing power and fight as a unit. 

Observe: 

Parachute Level 1 

Chance Chance (ngm 36) 

Dozen (ngm 12) 

Six x3 (ngm 18) 

Frame x3 (ngm 12) 

Street x3 (ngm 9) 

Semi x6 (ngm 12) 

Full x18 (ngm 18) 

NGM 117 

Our big problem so far has been that the NGM supported by the microgame is too little, the chain bugs are too extensive, and the gains too low to compensate. 

Now what I propose my beloved parachute 

Is the next: 

Let's look at 2 level 1 parachutes together instead of 117 Ngm They would contain twice 234 ngm and 6 702ngm 

If we play straight we cannot take advantage of the ngm that all together we could bear. 

Now what we will do is before a lost ball in a parachute of his 5 remaining brothers, the one with the previous coverage available plays. 

Example: 

I have 2 level 1 parachutes: A and B 

Play A 

I lose 1 ball instead of taking A's next chance. B comes in to play while A waits. 

I keep losing 1 more ball. 

I go back to A, I lose, I go to B I lose. 

I lost 4 simple chances ... 

72 NGM 

play A in a dozen ... lose ... 

Play B dozen ... Lose ...

96 Ngm 

They play intermittently because they keep failing the six are consumed 

18 and 18 Ngm 

-132 ngm only one would have already fallen ..... 

Play A square hit ... 

A parachute recovers and scores the positive balance. 

The other follows -6 

Here, as you hardly always win after a hit, the parachute that goes lower in position plays. Then the one who goes in the box plays. If you lose, the parachute that represents the closest involution to the box plays, and if you lose, the closest involution that another parachute has in relation to the current stadium plays again. At the end of the failures, continue, the parachute with greater coverage is reached and its stadiums are lost, until there is no hit or a parachute with stadiums with greater coverage available.

Parachute I know that it is too soon we will continue explaining it.
Clarification: 

Objective of the parachute brotherhood, reduce the moments in which the bets or concentrated positions of the game, have to find deviations that do not suit them. 

Dilute chained and concentrated bugs in the broadest coverage. 

We know that after an A other A's can come as the well-headed Sergio says, we are going to play the positions that are closing in the parachute only after an A and the broader positions after an F because both failures and successes they usually make large groups. 

Ok baby example 2 

Now I have 3 parachutes for this example, as I don't want to write a lot, these three parachutes arrive only in frame, ok? 

Chance -Chance -Dozen -Sixena -Sixena -Sixena -Box -Box -Box 

Chance -Chance -Dozen -Sixena -Sixena -Sixena -Box -Box -Box 

Chance -Chance -Dozen -Sixena -Sixena -Sixena -Box -Box -Box 

ok I lose for say 8 balls our parachutes looked like this: 

remember that before a failure the other parachute plays and before a success the parachute with a more paying position plays. 

Six-Six-Six-Frame -Frame -Frame 

Six-Six-Six-Frame -Frame -Frame 

Dozen -Sixena -Sixena -Sixena -Box -Box -Box 

If you lost then the next bet would be 1 chip to dozen which is the highest coverage available for the third parachute. 

Remember in the parachute war we used 6 or more if you want. 

to hit the balance would be -6 and the parachute would look like this: 

Six-Six-Six-Frame -Frame -Frame 

Six-Six-Six-Frame -Frame -Frame 

chance -chance -Dozen -Sixena -Sixena -Sixena -Box -Box -Box 

Now as I win on the next ball I play six ... 

---------------- 
Parachutes hide a time machine where you travel through dimensions to shorten the time that negative deviations last and lengthen the time that positive ones last.
---------------- 
Very good ... I'll continue with my story ... 

The brotherhood trained and trained ... the parachutes perfected their movements over and over again ... they found flaws in their game ... like the 6-position ball-by-ball control ... it was too tedious ... the levels in boxes came and went ... at the end when they felt ready ... 

THEY ATTACKED !!! 

The results in the medium term seemed favorable using high values ​​of chips ... could compensate the time invested ... 

hundreds of micro-battles and thousands of balls passed ..... 

Within this time memories of the hybrid parachute and the inverted parachute, crossed the minds of the classic parachutes, they had overcome them ... even so sealed out of battle, in the classic parachutes they could never rest they heard the voices as if they were treated of ghosts of those parachutes used for all times ... 


Until 2 thirds of the army mysteriously disappeared without ever entering the battlefield ...... 

And the final third remained ... 

Great parachute: 

What happened....?? 

Why have our brothers suddenly abandoned the battle !!! ??? We were winning, explain to me ???

PARACHUTE: 

We have discovered a new evolution within us ... 

WE OBSERVE a movement pattern that our team strength generates ... 

As we intersperse ... 

We are no longer classic parachutes ... 

At any moment he will observe our metamorphosis ... 

And our power will increase hundreds of times ..... 

great parachute: I do not understand our strategy was very good ... 

parachute: 

You too will change we can't help it ... 

The knowledge generated on the battlefield is forcing us to change ... 

great parachute: I understand where the others are? 

Parachute: WE DON'T KNOW ..... we only heard that they would reject this transformation .... 

We don't understand why ... 

NOW is happening ...... 

A new microgame is being born .......
.................. 

............ ........ WHAT ARE WE? ..... Classic parachute? ...... no .... we were ... We are inverted parachute ? It would seem but .... is not it .... Hydrido? ..... no .... who am I? that I am? ........... I am the next evolutionary level ..... The heart and soul of what happened in the cloth when there were failures and successes when playing as a brotherhood .... .... ......... Why do I exist? What do I exist for? ........ I exist thanks to my thousands of fallen brothers ...... I exist to Surf the dispersion ......... My name? GGasoft: I baptize you as the Divine Parachute ...
---------- 
GG (January 2012)
------------------------------------------ 

Divine Parachute

Divine parachute first stage. 

Differences between the 216 units as a box previously used by the brotherhood and the 100 used by skydiving are discarded. 

The divine parachute adopts a box of 36 units. 

The game is maintained with 1 unit per ball. 

And we have 5 initial variants for this initial stage that will be seen without any management at the moment. 

The microgame is very simple ... 

I'm waiting for the visual support ... my laptop is almost ready with the camstasia. 

While that happens ... 

I will explain roughly that the initial bet can start for example on the street ... 

And if he loses, he regresses position by position ... 

Until you get to the simple chance ... (and the simple chance cannot be removed from the micro game under any circumstances). 

Where it will remain while the first hit continues to fail, the liability of the microgame is calculated and it evolves directly to the position with the greatest coverage that, if it is correct, can close the microgame positively. 

If it is not correct, each ball begins to regress, continuing to find faults until returning to the simple chance and finding a new hit. 

You always evolve to the position that can recover the liability and win a unit before a success. 

From there it devolves if it is correct before reaching the simple chance, let's say the evolution went to semi-full and it fails and then it devolves fairway and fails and in the next ball it regresses square and correct, I recalculate the negative and calculate the position of greater coverage that can get me out of a loser, it is played like this until -36 the game uses the whole cloth reaching 1 token playing a single full from the balance is -18 and from there it regresses before each failure waiting for the new success . 

---------------- 
Parachute Master Rules: 

Parachute masters do not fear or escape failure ... 

The cloth is their kingdom and they will defend it. 

The fictional game is ruled out ... in the real application.
-------------------- 
one more step: 

The shield of the divine parachute: 

As you can see, now that the sessions are in micro-battles, at the A and F of the sessions, that is, the relationship of sessions won with losses, the same thing happens with the A and F from ball to ball. 

In other words, the losses are mostly concentrated, and the gains as well. 

Then a second coat is necessary. 

To take advantage of the above. 

It's very simple. 

The parachute master never progresses by losing ... 

IT IS FORBIDDEN ... 

However ... you can decrease to make the turtle and nest it, 100, 50, 25, 12.5, etc. in case you keep losing.

And at the first earned box of 36 units of that level, you can return to the original value of the token. 

In the long run, all major winning streaks will be spent at their original value. 

And the vast majority of losing streaks will dilute at the turtle levels. 

There is still a final transformation ... that will turn you into a monster.
------------------ 
Divine Parachute Variants 

Variant 1: Starts sixena as initial bet 

Variant 2: Starts as initial square bet 

Variant 3: Start as a street ante bet 

Variant 4: Start the split as initial bet 

Variant 5: Start as initial bet from the plenary session
-------------- 
System bases: 

The divine parachute "tries" to take advantage of the natural detours that will be presented throughout the "sample" 

It does not hit more than it can touch. 

Nothing has less dispersion, it is never sought to reduce it through this strategy, if not to travel it in the most optimal way possible, losing as little as possible while the deviations do not favor us, and gaining as much as possible when the situation is reversed. 

The system is designed to take optimal advantage of deviations. 

The change of token value is designed to take care of long intermittencies.
----------------- 
About dispersion and the divine parachute, for every space you find where hits are missing, you will find spaces with more hits than you should have. So what is profitable is not that there are more or less hits. Things are going to turn out the way they should ... in the end won't ...? It is the distribution of failures and successes in an unbalanced way that makes it possible to launch an attack against the bank.

---------------- 
a) What would be a suitable CASE from your experience with this form of play to sufficiently lower the risk of ruin, speaking in chips of the highest value? We have read 70 but I find it very very low. 500 or 1000 chips of the highest value would seem more suitable. What do you think?

Uh, those that you can have without losing them, manrique proposed 4000 and many thought it reasonable. 


b) What could be the long-term performance of this form of gambling, expressed in any form, be it chips per spin, unit of time, or stake? At one point he talked about how he played to "win the chips he wanted to win." Could you somehow quantify your experience?

The performance will depend on the sample space that he has to play ... it is possible to play very difficult spaces and lose or draw something ... there are bad years. 

Or it is possible that a supercluster lands, and can live comfortably off the game. 

It is possible to start very badly for months, and come back and win devastatingly ... 

It is possible to start earning overwhelmingly and then live it torturing for months ... 

It is relative ..... 

So if you asked me, I would say that this is the basis for new studies and possibilities, to develop a more perfect system, and then we recalculate my answers. 

I will still say that if they are going to play anyway, this divine parachute is a good option as long as there is nothing better.
-------------------- 
One of the most difficult "final" tools to master is going to be team play. 

that although at this current "level" proposed by me ... 

Not convenient yet ... 

Why is team play necessary? 

Why ... so we will pass the dispersions faster ... 

And instead of waiting years or months it can be a matter of weeks to close.
----------------------- 
Time clarification .... 

Play in a classic roulette, table, with croupier ... 

For this system, it is not a very good idea. 

It's too slow. 

Playing at 1 ball per minute online is not a good idea either ... 

You have to look for faster machines ... 

In my battle city, they already exist, curiously with the objective that I see in that the number goes out faster is that people get ruined faster, on top of that they took a zero, being that this system was designed and born in 00, very soon with the advancement of technology, they will see machines faster than electros. 

That will play in favor of our techniques.
-------------------- 
Adaptation to the online game: 

Since for many the online option is the best ... 

There are the following adaptations. 

Play in virtual roulette ... offers greater speed. 

unit values. 

Online it is possible to play 0.25, 0.5, 1, 2, 4, 8, 16, 32 etc ... 

It provides a more economical possibility for the development of the game. 

Don't forget to win by making donations to a good cause.
---------------- 




"POST ONLY FOR ADVANCED OF THE ORDER OF MANRIQUE" 


Well, from the conceptual ... 

I can start to talk a few things and begin to give some explanations. 

At a certain point I got to say "I am no more of Manrique's philosophy" 

It is that from here the game models will begin to move away from the original ideas of average profit, or the famous 1%. 

Also these models reject the idea of ​​winning every week, or winning most of the sessions and rather aim to win 2 or 3 or 4 weeks a year ... maybe a couple of months. 

Eventually, AFMs can also become abandoned. 

The "NO SYSTEM" too ... 

The concern of the "conduct" outside ... 

The fictional game also goodbye ... 

Common sense ... is no longer necessary ... 

However, the elements great patience and resignation to seeing losses for long periods ... become more and more important. 

Moving with the detours and to travel through them requires adopting new foundations, and I do not mean that our mentor missed them, my conclusion is that no one was ready for it ... 

we continue ....
------------------------- 
Returning to the exhibition ... many years ago I looked at a mini series ... from which I get the following law ... 

Equivalent Exchange Principle: 

To obtain something, it is necessary to sacrifice something of an equivalent value, it is the statement of this principle, which governs all transmutations in alchemy. It means that to get something of a certain mass and composition, one has to start from those same materials in quantity and proportion, in such a way that the reaction is limited to changing the way they are ordered. It is the first and only law to be taken into account by an alchemist, and the first thing that is learned.

And it applies ... to the wheel ...
-------------------------- 
Divine Parachute Stage 2 

The game is developed in an identical way with the difference that when reaching the simple chance, before each failure the unit begins to decrease. 

100, 50, 25 etc ... 

Until the new hit where the original value of the MJ is returned and the negative balance of the MJ is calculated and the position is selected that, if it is correct, will win at least 1 unit of the current value.
---------------- 
It is necessary to clarify that the progressions at risk ... of any type ... that is to say, any model that closes the cloth to the loss ... 

At this level they have no place ... 

It is the final destination to abandon those weapons. 

"Decresion in Risk" is its descendant and its new evolutionary form. 

Over time, slow or fast ... 

Seeing their differences and resistance, there will be a migration ... 

Towards these models ... 

Which is not to say that they are the latest or the best ...
-------------------------- 
Games with progression to the loss, progression at risk ... cannot win because they still try to beat what is invincible. 

The selection criteria and attempts to predict what will come out, like the fictional game, are the hamster running inside the cage that thinks it is going somewhere and moves but stays in the same place. 

The divine parachute is the gateway to great studies, if it serves someone, who will do it, I will have fulfilled my objective. 

It is the door to adolescence. 

The Philosopher's Stone. 

It is the way to speed up the journey between negative deviations of any kind, as much as possible with the least loss, and while maintaining that travel speed, being able to pierce the bank's betting limit and ruin it when it arrives. its moment, speaking clearly of a great deal of time invested. 

I only need to leave the videos of the first stage of the divine parachute, when I finish them, know that they are dedicated with a total desire to achieve the common good and my time here will be over, this time.
----------------------- 
Divine Parachute + Personal Pointer 

This variant starts from the minimum value of unit allowed to single chance. 

It starts from the variation of the divine parachute that starts its attack with 1 full and opens the cloth. 

If the parachute falls, it goes to the variant that starts from flat, if it falls, the next mj starts from the street, if the next mj falls, it starts from a square, if it falls, it starts from six, one mj is maintained until the gain of 36 units where it happens to the initial and more aggressive mj. 

The only difference is that in the mj that starts fully and more aggressive every time there are benefits of any kind, it will be played fully as long as they are consumed by not hitting anything. 

Once a hit is achieved in full, he will keep playing fully until registering a loss of 36 units, where he will return to the divine parachute. 

As long as 36 chips are not lost, the game remains in full swing as long as we continue to hit. 

Have fun, donate. 

GG.

------------------------------- 

Well the shield was published ... Time of the gun ... 

"Divine Spear of Fire" 

In the variant with personal pointer ... Each hit enables the start of 1 increment as long as the earnings allow it. Getting to climb very quickly 4 5 6 7 or more steps ...

The cutoff points are the only thing that I will let you battle with, they will not burn with my little spear ...
Progression only for the plenary session! 

Example: 

FFFFFFFFA 

+27 NO? play 13 balls with 2 full units ... and so on ...

There are many ways ...

----------------------- 


Divine Parachute Expansion 

One of the main ideas of the art of slow fall and the basic principle for this evolution. 

It is as already mentioned the: "Decline at risk" 

Let's create a new layer, using this principle. 

Taking the divine parachute, it is observed that after a hit in the next ball there is an attempt to fully recover the liability for that microgame. 

We are going to create a somewhat wide staircase in this post. 

Suppose a divine parachute falls. 

The next mj, will be identical with the exception that the last token that is put on the cloth before losing this second micro box, will not seek to recover the liability with 1 hit if not with 2. 

That is -34 next bet instead of full ... half bet. 

If he is right, he has a balance of -17 left in the next bet, the parachute returns to its normal tone looking for at least 1 unit of profit, that is, it would go to the plenum following all the normal mechanics. 

unless it goes back to -34 where it would try full instead of full. 

Now to lose this second box in the next MJ, instead of trying the half to -34 I would try to -33. 

So: 

Each lost box is enabling more passive closings in the mjs. 

This easily creates at least 30 variations, going down between them one by one when losing a box and going up between them two by two when winning a box, for example.
I leave a list of the variations for this expansion ..... 

-34 semi / -33 semi / -32 semi / -31 semi / -30 semi / -29 semi / -28 semi / -27 semi / -26 semi / -25 semi / -24 semi / -23 semi / -22 semi / - 21 semi / -20 semi / -19 semi / -18 semi / -17 semi 
FOR THE FOLLOWING VARIANTS, IT IS BASED ON THE STRUCTURE OF THE LAST VARIANT THAT IF IT HAS A HIT AND THE LIABILITY IS -17 LOOKING FOR SEMI-FULL INSTEAD OF FULL IN RELATION TO THE ORIGINAL VARIANT 

-34 STREET / -33 STREET / -32 STREET / -31 STREET / -30 STREET / -29 STREET / -28 STREET / -27 STREET / -26 STREET / -25 STREET / -24 STREET / -23 STREET / -22 STREET / - 21 STREET / -20 STREET / -19 STREET / -18 STREET / -17 STREET / -16 STREET / -15 STREET / -14 STREET / -13 STREET / -12 STREET / -11 STREET 
THE FOLLOWING VARIATION PART OF THE STRUCTURE -11 CALLE 
-34 TABLE / -33 FRAME / -32 FRAME / -31 FRAME / -30 FRAME / -29 FRAME / -28 FRAME / -27 FRAME / -26 FRAME / -25 FRAME / -24 FRAME / -23 FRAME / -22 FRAME / - 20 FRAME / -19 FRAME / -18 FRAME / -17 FRAME / -16 FRAME / -15 FRAME / -14 FRAME / -13 FRAME / -12 FRAME / -11 FRAME / -10 FRAME / -9 FRAME / -8 FRAME 

This plus the variations in the start of the microgame. 

It gives us more or less 72 variations. 

Will they be used one by one evolving at risk of the loss of a box starting from -8 frame until reaching the original variant? 
---------------- 
The divine parachute still plays to win on average. 

So each divine has a goal of let's say +9. Anyone exceeding this goal in any session won.

It can activate the attempt of a spear. 

Now the personal pointer only responds to the fact that you play what you play there will be moments of concentrated hits, sooner or later this personal pointer will align itself with a cluster of hits but full hits, and if it is with a better ladder progression. Now it can be used as a smart afm, that is to say to search with one of these attacks to correct the micro-boxes that have fallen so far or if the balance is positive instead of looking to correct it, you can risk trying to climb the ladder higher, although many times it falls Since you are positive you can take risks. 
-------------------- 
Now that's a form of attack. There are more. Another example would be the first 35 units won. Doubles and if you win 35 more doubles again and another 35 more doubles. Seek to correct .... cut to correction. etc or seek to earn a lot if you are positive.

Another variant: every +35 you raise the box 1 by 1 unit and look for recoveries like this. Or flat without any progression, only admitting the attack of the divine spear without progression. Or turtle? It depends on the bag of each one.
----------------------- 
Since they walk right now with the theme of the JF. For whoever suits you: Divine Parachute + Ether

All the same ... nothing more than when losing a box instead of making turtle, the next session is played in jf and jf is not left until 35 units are won. Observe when it works, how they dodge the great chains without winning 35 units, where the gains even though some do not adjust enough to get out of the jf ... As I mentioned, whoever was going to have to lose, it will serve him, whoever does not, well it was free.

Oops this is the divine phantom parachute
------------------------ 
Remember that each token pays taxes. 
That is why only 1 unit is proposed and I do not recommend more. 
The more evolving the art of the slow fall, accept only 1 position per ball to pay only 2.7%. 
That's why the vast majority of players unite so loudly, imagine 2.7% per unit.
--------- 
If 36 Units of value are dropped, it becomes torguga. 
If they get 36 of the new value, make another turtle 
If they lose 36 of the new value, it makes more turtle. 

And so until there are no more turtles available, you stay at that value, until you earn 36 units, at that value. 
After that the token returns to the original value, to look for a recovery, but if you fall again in that attempt to recover, there you have to repeat the turtles, and hope to try to correct until the gain of 36 units. 
And so. 

GG (January-September 2012)
-------------------------------------------------- ----- 
The invincible low-calorie classic
There it goes, another mj, based on the invincible classic.

The player chooses a simple chance, and to win something, he scores +1 etc, when we start to lose, if at the first hit the balance is not positive, the player evolves to a dozen, waiting for a new hit, if at the new hit the balance of the The microgame is not positive, we go to the next stage, which will be an evolution to six, waiting there for a new hit, if the new hit the balance is still not positive, the player goes to a New stage, evolving to a square if at the new hit in the square the hit is not yet positive, the player evolves to the street waiting for a new hit, if the new hit the balance is still not positive, the player evolves to half, waiting there for a new hit, if at the new hit the balance of the microgame is not yet is positive the player evolves fully waiting for a new hit.

The microgame ends when the player has losses of -36 units. 

A 4-stage turtle is necessary, before the fall of a box of -36 units to persist the falls before gaining +36 units, the turtle continues to lower levels, waiting in the lowest for the gain of +36 units to return to the level original. 

The player can erode units, only in the original level, eroding 1 unit for every 9 pieces won. 

AFM if you like bazokka 

A hug is not a big deal but I have to post something from time to time.
When the MJ is positive or tied, reset the stadiums.
GG (Apr 2013)
-------------------------------------------------- - 
The divine journey 

Through infinity, the divine parachute, I traveled, fight after fight, bravely, I surf the dispersion ... The balls amounted to hundreds of millions, the turtles reached thousands of times their maximum level of decline ... The variations were activated one after another ..... The personal pointers, burned so many times .... The game as formidable as its opponent infinity, continued, traveling through astonishing black holes and equally majestic concentrations of hits ..... 
Knowing herself through all the battles the unthinkable happened ..... Her body began to deform and she entered a cryzalyd. The divine parachute had reached a new evolution ...
Coming soon ... "The swarm"
The swarm
 The coccun has been open for a long time ... 

The knowledge of the swarm continues to evolve. 

The first form that came out of the coccun, acquired a box of 18 units that is half of its predecessor the divine parachute. Although each insect in the swarm has taken a different form, its genetics, comes from its predecessor the divine parachute. At this point, winning is no longer important, the search is to pursue the evolution of a perfect being, the swarm seeks to continue perfecting the body of its members until it becomes the most powerful game strategy that it has ever faced at random. This first evolution knows that it has not yet reached its full potential. That is why it enters a new coccun, which over time reopens, finding us with a new peculiarity. Boxes of 9 units. Insects descendants of the divine parachute. That before the fall of those 9 tokens they began to make turtles, up to the gain of 9 units. Still the swarm could not stop the accelerated chemical metamorphosis running through it. In a few generations these little beings found new evolutions ..... Chrysalis after chrysalis, the swarm, leaves the evolutionary stage with boxes of 9 units, and creates various insects, each one with a specific function.

The final members assume boxes of: 

7 units 

6 units 

5 units 

4 units 

3 units 

2 units 

1 unit 

The swarm, continues to evolve ..... Wave after wave, increases its ability to absorb dispersion ...
The collective conscience of the swarm, concerned about the deficiencies of the divine parachute, orders its children to group together to receive not only great sequences of failures for which insects with boxes of 3 2 1 unit will be destined, but especially this evolution, intends to directly attack the intermittencies, reducing the number of false entries that occur to attempt a recovery, for which the soldiers of 7 and 6 units will not enter directly when experiencing a success but will give opportunity to intermediate games ... .. 

The collective conscience knows that it is reaching the end of its times, where nature will force it to descend its force of evolution, until it is extinguished, the moment of farewell is approaching, and it will leave its swarms, in the hands of the members of this forum to be taken to levels of perfection never imagined.
Insect 1 

Plenary -Semi plenum -Street -Frame -Sixen -Dozen -Chance / -7 of losing all stadiums. 

Insect 2 
Semi full -Street -Frame -Sixena -Dozen -Chance / -6 to lose all stadiums 

Insect 3 

Street -Frame -Seisena -Dozen -Chance / -5 To lose all stadiums 

Insect 4 

Box -Six -Dozen -Chance / -4 from losing all stadiums 

Bug 5 

Six-Dozen -Chance / -3 from losing all stadiums 

Insect 6 

Dozen - Chance / -2 To lose all stadiums 

Insect 7 (SHELL) 

Chance / -1 to lose the stadium
------------------- 
Reflections: 

Conversations between internal GGs: 

GG: Why GG why! you are giving up the robustness of a box of 200, 100, 50, or 36 units, which can keep you away from loss for a reasonable time!

GG: Have you not understood GG, losing is inevitable ..., and if so ... there is no point in pushing away the inevitability ... Keeping bigger boxes only makes our orbit around the sun take longer time to travel ... 

GG: Then ??? 

GG: That's right ...., we will go through the fastest attractor, we will go from being a jupiter to being a mercury.
------------------------ 
Use of insects introduction: 

We start with the first insect and continue with it as long as there is profit. 

When registering a loss of 7 units, the final insect enters to play, which only consists of a box of 1 unit, we keep playing with insects of 1 unit in chance until we get a hit. 

After the success, the insect plays with a box of 6 units, as soon as this new insect achieves a positive balance, no matter how minimal, this first insect, the insect begins to play again with a box of 7 chips. 

If you lose the 6 units, activate the shell insect again until the new hit. 

At the new hit, we will activate the insect that uses 5 tokens, as soon as this insect achieves a positive balance, the insect that has 7 tokens plays again. 

If you lose the 5 units, activate the shell, and play the 4-unit insect, repeating this process until the insects are exhausted. 

When an insect returns to the box of 7 units due to the presence of a positive mj, the procedure of going down insect by insect and the use of carapace is repeated when it has been marked.
The fall of the swarm: 

Before the arrival of the insect with a box of 2 units and the activation of its shell, after the success in the shell it restarts with the insect of 2 units, when finally the insect of 2 units manages to produce a positive mj, the end of the first wave, and it's time to launch the second swarm. 

If the wave that just ended results in a positive balance, the swarm in this first variation will maintain the initial 7-chip cash position, as an opening. 

If the wave that just ended resulted in a negative balance, the next wave will open with the 6-unit bug ...
-------------------------- 
In the second wave as long as the 6-unit bug achieves a positive balance. 

It will activate the 7-unit insect which will remain active until its fall. 

Afterwards, it can only be called again with a positive balance of 6 units. 

Whenever an insect of 5, 4, 3, 2 units get a positive balance in this second wave they can call the insect of 6 units, unlike the first wave, only the insect of 6 units will be able to call the one of 7. 

Recall that the insect of 1 unit in chance is the transition from one insect to another, when we move towards smaller insects. 

The swarm continues with more waves ...
Movements between waves: 

THE SWARM 
WAVE 1 +38 WAVE 2 -11 WAVE 3 -5 WAVE 4 -5 WAVE 5 -1 WAVE 6 +2 

At the end of this sixth wave I realize that my partial tends to be positive, so the new wave 1 would start with the 7-unit insect, while if the sum of the waves had been negative, it would have started with the 6-unit insect. units.
------------------------------------------------ 
The weapons and turtles on this occasion can be put by you, I am only providing a game mechanic that can control intermittencies to a certain degree, which is the problem they had been having, a better engine developed to earn more cd, for a lower price .
------------------------------------------------- 
If all the waves are negative, it is held in the last, and smallest, until a positive wave is achieved, then the second block. 

It no longer starts with 7, if not with 6, it will not be able to return to 7 until you have a positive block. 

Shapes are being created, within other shapes, as far as we can, to improve the accuracy of the surf.
----------------------------- 
The swarm classic version: 

In this variation the swarm does not accept Turtle or increases in the value of the unit, nor does it accept afm attacks. 

Simply the swarm vs the universe, a fixed unit value is chosen. 

Hoping that the work of the changes of pace, on the curve will generate enough advantage in the long term. 

The introduction in the value changes of the token, can disturb, the natural process of regeneration of the insects. 

In this variation, the swarm goes down between microgames in the loss, and when faced with a positive microgame, it addresses the previous microgame, having to scale microgame by microgame when there are gains to be able to return to the microgame that begins in plenary sessions. 

Swarm classic by GGasoft
------------------------------------------ 
Time passes, fragments of the last galaxy devoured, float in space, swarms are changing ..... What were 7 microgames, now there are 11 ............ A great variety of waves ......... And the swarm ..... learns to bend the light through its body and becomes invisible at will ..... 

An imminent evolutionary leap is coming ...
GG (Oct 2012-May 2013)
Into the darkness
Throughout the journey, hundreds of thousands of swarms have been ashes, traveling from one galaxy to another, rushing to arrive before starving, the hives, one of the most powerful life forms in the numerical universe ... suffers ...... 

Already within samples that none of us had life to play, the hive, being a unified way of life, suffers before the fall of each swarm because it is part of itself. 

Constantly throwing ghost hives, the collective mind observes and observes spaces where its children must finally perish. 

Then they get stronger, using swarms and swarms that aim to scale en masse, in the face of gains. 

Even so, there is not enough meat to sacrifice before the darkness so vast, of infinity, new phantom swarms go to a deeper one, just to corroborate it ... 

Defilers are added, and despite the voraciousness and speed of consuming pressure, they are still large areas of famine, where the hive continues to sacrifice much of its blood before being able to regenerate ... 

The ghosts, despite all their great work, turn out to be indifferent to the end result ..... 

To be continue..... 

Final chapter of the swarm "Creating a hope" GG (July 2013)
-------------------------------------------------- -------------------------------------------------- - 



Supernova 
I have a supreme annihilation theory, and I believe my swarm can carry it out. 

This theory says that more or less every million balls, there is a deviation large enough to end the funds of any bank. 

For this he would have to play 3 and a half years almost consecutively. 

I am going to prepare my swarms for this last day, in which I will accompany them, but first I will use all my creativity, to give the bugs all the strength of which they are capable. 

---------------------------- 
Super nova, or supreme annihilation theory. 

It is the proposal of invincibility of the dispersion. 

To every action there is an inversely proportional reaction. 

As we know its opposite phenomenon, it acquires the same characteristics of invincibility. 

Super Nova proposes to go to a sufficiently large sample, so that the bank when playing against our tendency of concentration. 

Get to the point that even several casinos don't have the funds to answer it.
------------------------- 
To understand super nova, many studies on deep space are necessary, which are going to be difficult because almost everyone expects to win in the short term, especially in samples of less than 100,000 balls is what they have calculated as their player life. 

Deep space babies, there you will find super nova.
 ------------------------------ 
I think I already know how to explain it better, there is a Treasure, but the road to it is full of calamities, enough to take your life before reaching it. 

The swarm reduces these calamities and makes you arrive not only alive to the Treasury but almost entirely.
-------------------------- 
Super nova is a project to win a sum large enough not to have to play again ..... 

But it requires a lot from the player, speaking in time.
----------------------------- 
Defilers and plague 
Official announcement using 1 unit. 2 Dozen = 24 numbers Major and color, or even and color, etc = 27 numbers Dozen and Major or Minor = 30 numbers Plague = 36 numbers
There they have the reinforced engines for the journey through the universe.
-------------------------------- 
The swarms that participate in super nova, will acquire a start with the minimum allowed bet value in las vegas 0.25 cents. 

Aspiring to reach the limit of VIP lounges in mandalay bay ...
--------------------- 
I wonder if I will remain in history, if I fulfill my mission ... 

I wonder if thousands will wonder how it was possible, just paying attention to the balls played in mandalay bay ... 

Everything has already happened !!! you just have to live it!

------------------------ 
Some time they told me about a German who won in about 7 years, I wonder if the guy did something similar to what I'm going to try anyway I think I'll be the first mortal to look for super nova, the German could only play an average of 300 or balls per day, since they were manual, assuming that he did it in those 7 years he could not play more than 800,000 balls even so that amount is enough to be able to find a quite powerful deviation, I do not have much data, only I am imagining it. 

Leight in his history that may well be a rumor among 13 people could play 3900 balls per day together, but his attack did not last long ...... 

The technology that has been a weapon for the casino to make more money will be the door for this blasphemous dog to go and scratch God! -----------------------------------
As you know the swarm is entering a new evolutionary stage. 

In the redesign process I have thought about removing some ballasts, although it is not yet final. 

The ballast that occurred to me to remove in order to continue zooming in, when the positive periods, is to eliminate the cap in the high coverage positions, that is, to lose and lose if they are enabled, but to win and win by removing the caps example: 

Plague, greater dozen, even and greater, 2 dozen, chance, dozen, square, street, semi, full. 

Let's say that the wave with that opening reaches +36, the position in the old version of the swarm was maintained. 

Now before each +36, I thought about eliminating the caps. 

Let's say +36 I remove the plague 

greater dozen, even and greater, 2 dozen, chance, dozen, six, square, street, semi, full. 

+36 I remove more than a dozen 

even and older, 2 dozen, chance, dozen, sixena, square, street, semi, full. 

+36 I remove even higher 

2 dozen, chance, dozen, six, square, street, semi, full. 

+36 I remove 2 dozen 

chance, dozen, six, six, square, street, semi, full. 

+36 take a chance! 

dozen, six, square, street, semi, full. 

+36 I remove six! 

box, street, semi, full. 

+36 take off frame 

street, semi, full. 

Well that's the idea, in addition to all the waves down when losing the first one ... 

I have not finished building yet but the idea is going to zoom in when I get to super nova. 
GG (May 2013) 

---------------------------------------------- 
What is the advantage? 
Among all, I must say that I found only one thing that generates mathematical advantage, when playing, and can counteract, the advantage of the bank, and give benefits, although very in the long term. 

But someone discovered it before me ... 

I remember his words ... 

If common sense fails, everything else is useless ... 

Manrique 

The advantage then is common sense.
Now how common sense is applied to roulette, this is going to be the most interesting, since there are different degrees of caution, different ways of understanding what common sense is. 

Consequently, as each person will understand something different, the applications will be different, and therefore, the great variety of results of all those who ever tried the philosophy and laws of manrique. 

Now the good news is that it is quantifiable and thus the actions having a real impact on what happens in a detour, it is easier to apply it better.
Good to start quantifying common sense. 

I am going to expose a system that I am going to call the proofreader. 

Which will have infinite compartments. 

Starting with 

6 Units destined to single chance the bet will be simple chance as long as the balance is not -6 

When arriving there the second compartment activates 9 units for a dozen. As long as the balance is not -15 or it is played in a dozen, now what happens when after having been -7 or -8 or -14 and you get to have a recovery and let's say -7 hit and now the balance is - 5 the player returns to play for 1 ball the single chance compartment, if he continues to win the single chance remains until a New -6 where the dozen compartment is activated again ....

So far I leave for now the corrector is extensive to explain but it is a very clear way of seeing the impact of common sense and how it can generate advantage in the face of a deviation ...
The next stage of the corrector is the sixth, assigning a compartment of 18 units for it. 

Having so far 6 chance units, 9 dozen units, 18 sixen units. 

The evolution to this level of sixes occurs when the balance is -15, as long as the balance is -15 or higher, it is played at six, if at some point the sixes manages to recover some units, that is, balance -14 -13 -12 - 11-10 etc returns to the previous stage of a dozen, if one begins to lose again -15 will evolve back to sixena. 

Has anyone seen where common sense is? and the correction?
Siegfried:
Common sense is that each compartment is designed to hold three universes of each stadium and the correction seeks to raise the balance when the hits are grouped by opening the cloth, returning to the simple chance. 

And since we are, I go ahead 

The next stage of the corrector is the box, assigning a compartment of 27 units for it. 

So far, having 6 chance units, 9 dozen units, 18 six-year units and 27 square units. 

The evolution at this level of the table occurs when the balance is -33, as long as the balance is -33 or higher, the table is played, if at some point the table manages to recover some units, that is, balance -32 -31 -30 - 29 -28 etc one goes back to the previous stage of six, if it starts to lose again -33 it evolves back to square.
Indeed that is the next stage of the sigfrid corrector. 

The universes for each compartment are indeferent, 5, 6, 10, 2, 1 universe, that is not where the common sense or the advantage is. 

But in the second, every time there is a return even by 1 ball to the previous level, that is where the mathematical advantage is. 

Do you dare to explain why?
Siegfried:
Let's see if we have it Every time we have a return to a previous compartment we have the possibility of hunting a sum of payment rates of different positions in a few balls, which allows us to increase our balance with hits below the average to overcome a series of failures produced at its average or above its average.
Well the few balls the corrector is a bit wrong, he can take a large number of balls to double a detour, how do you know the next stadium after the one mentioned by you will be the street, does anyone want to score it? 

Now if we are counting the ngm, at the same time that the corrector is played the player will be able to observe how the deviation becomes bigger and bigger while, the corrector is getting closer to returning to a simple chance, product of the mechanism of hides and turns between the stadiums.
Common sense = Earn something, at this level, I can risk less and go back to the previous level. 

Mathematical impact = Investments in returns, cost x ngm, sell for more ngm at the previous level.
When full, they can apply stages of 3 universes of each bazooka. 

Adding universes 

1-54 1-72 1-81 1-108 

etc etc etc 

Now something funny happens with the ngm, that the system is correcting, the day the system loses and we cannot finance more stadiums, the sale of ngm that was doing so well, despite having corrected a lot, results in each unit compensating us very little ngm. 

In other words, while the corrector is active, he is doubling the deviation, but if the corrector runs out of stadiums, the ngm per lost chip is too low.
Well now the central point of the theme, the corrector, finds, a mechanism can produce an advantage to the player and can demonstrate it to anyone who plays it and counts the ngm. 

I would describe this mechanism in different ways: 

If I already win something, you no longer risk so much. 

If your progression leveled up and you won something, even if you haven't recovered, lower the stakes, to the point where you calculate to recover or trim the new balance, but that is not the same where you obtained the winnings. 

If tie can reset 

Reset and reset and reset ..... 

"The art of that the gains of plenary sessions, semis and streets, are lost in chances, dozens, sixenas when it is lost." 

The player has to find a way to have the corrector permanently active, without the need for such expensive stadiums. 

---- 

But what security do I have in the face of something so vast? 

Just as the bank has the security of 0 

We are sure that every time the corrector comes out, we are doubling the deviation.
------------------------------- 
But I want to redefine the definition corrector because the idea is not that they play this system, it is just a way of seeing the mechanism that generates an advantage, corrector is: 

If I already win something, you no longer risk so much. 

If your progression leveled up and you won something, even if you haven't recovered, lower the stakes, to the point where you calculate to recover or trim the new balance, but that is not the same where you obtained the winnings. 

If tie can reset 

Reset and reset and reset ..... 

"The art of that the gains of plenary sessions, semis and streets, are lost in chances, dozens, sixenas when it is lost." 

On whether to monitor the balance, and remember, that if at some point, some or some successes at a certain level of an evolution, they returned the liability, just as a level of less risk was trying to recover, in more or earlier stages, Well, there to return, to the position that common sense dictates to us is the most appropriate to recover that balance. 

Hope it's understandable.
------------------------------ 
The divine parachute, whenever it succeeds, seeks the next position, which takes it out of the loser, in what is done after having succeeded a second time, the values ​​mentioned in this post enter. 

Let's say if I go -14 I hit a chance -13 I look for a half failure -14 I look for a street fault -15 I look for a hit box -7 instead of evolving to semi full again that it was your group in decline that gave me the cut, I will look for a game : 

TABLE, SIX, DOZEN, CHANCE. 

In search of the cut or the exit of loser. 

Vs the mj that caused the cut 

SEMI, CALLE, CUADRO, SIXENA, DOZEN, CHANCE. 

There is the corrector.
------------------------------------------ 
The exedentes games obey the same principles. 

Although its frequency is even longer than that of the more regular ones, AFMs can, use, and have used the concealer. 

Since to win something, they save it, and they return to a less risky mj. 

There is the corrector again. 

The concept is not only if I win something is enough. 

I wrote several things together, not just that. 

It is won when you get the checker to pay the taxes on the winnings and finally after many exits double the deviation. 

A hug. GG (April 2013)
-------------------------------------------------- --------------- 
Excalibur 
A long time ago, a friend asked me how many sessions you have without losing, mmm more or less 265 I answered. 
He was a bit amazed. 
In response to the exercises proposed by Guevara, I hand over Excalibur for his study. 

Years ago, we began to ask ourselves the issue of regressions. After many models, we put into practice one that we called Excalibur.

It starts with a simple chance with a value of 100 usd or 50 if it is not possible to start with 100. 

Whenever a simple chance is won, the session ends for that day, scoring +1 and consequently the end of the evening. 

When the next bet was lost, the recovery of that chip began by betting half a simple chance with respect to the previous bet. 

If we continued failing, we continued reducing by half until we found a hit in chance, in which we took up the attack again with a chip of half the value of the original in chance and bet it on a dozen. 

If it was right and the balance was still negative, we doubled the bet on that dozen. If we were not successful, we had lowered half the value and returned to chance.

Where to the new success we began to look for more paying positions, but the more we descended, so did the maximum amount to bet from our pocket 

Remaining for the return to six in chips of 25, and if it was right and not positive, the balance doubled the bet waiting for 2 consecutive hits that would get us out of losers of losing, we had opening the cloth, at the same time that the values ​​were lowered by half for each backward position. 

Of course, when having to tackle the pictures, the value was already 12.5 following the same mechanism. 

Where the bazooka also came to play in final levels if necessary. 

That sword is heavy, can you carry it?
------------------------ 
Some variations, they doubled 3 or 4 times .... When hitting to get out of losers, in case the balance was too low. 

Other variations instead of increasing the number of times they double, return to low levels, that is, they reset in the position that with other doubles, they close the game, that is then the corrector. 

The issue of the sword in the stone is because removing it costs, it costs a lot, in time to raise the game and when lifting it counts only as another session regardless of the days it takes to get ahead, and that is why the system he was undefeated.
-------------------------------------- 

For example..... 
50 -25 -10 -5

Suppose there are no more values ​​there. 

I say why we are going to see various combinations. 

We have a -10 -5 -2 -1 

If Value 5 is the base. 

Another variation is to tackle that -18 with 1-on-1 winning games, tight defenses, etc. 

The important thing was to condemn the responsibility for the recovery to the unit of the lowest value. 

In other sessions, we even needed to progress the base so that by doubling or tripling the bet we would be positive. 

Now I think that something is not written correctly, by doubling I mean to bet the totality of the won in 1 ball as if in full I win 35 because I bet 1, because when doubling, I am now betting 35, so my doubling is not doubling .
------------------------------- 
In an example, after the first strong cut, when a plenary session was hit, the following concentrations decreased in risk and then increased it again because there were no more cuts, it was soon, then when there were hits again and consequently cuts, he again lowered the tonality of the risk assumed in the concentrations. 

That's the corrector, which is like the soul and engine of GG systems. 

The original proofreader clarified that it was merely an exercise to observe a pattern that gave the player an advantage. 

And in that exercise, they had great limitations because it was confined only to 7 levels. 

Let's quote the arcanum 4 

Of course that's very good, it's a smart way to play against scatters, a very smooth progression. A simple chance plays a flat unit until it is up or -7 down and from there it goes to 2 units, until it comes to recover and continue with 1 or go to 3 in a balance of -21.

But this is more than 80 years old and I am over it ... 

How do I get over it? 
Look at the simple chance game it seems simpler but it is more complex because it limits it to a single payout rate. 

Playing with the whole cloth you can adapt the postures according to your snare position looking to hit the full at the end of an accentuated dispersion. 

The vast majority of published systems fall into this same paradox, even the game methodology used by manrique, followed to the letter, falls into being trapped at a final payout rate in plenary session. 

Systems one after another have a limit to their winnings, and once that limit is reached in their payout rates, the player becomes vulnerable to the advantage of the bank. 

GG knew this, thanks to Santelli's warning, and he looked for a way not to be confined and to have practically no limits on his pay rates. 

That's Excalibur, infinite brute force, added to the corrector. 

GGasoft (Nov 2013)
-------------------------------------------------- 
Distortion Boost 
DISTORTION BOOST 2 
I will start with a controlled navigation, whose objective is to reach planets that we can consume. 

- = FAILURE 

6 = ACIERT0 

Universe 1-9 

I will create structures that I have called the seeds of the creation of the universe. 

In this first impulse the signal to exit the quantum jump is a "triplet" or 3 hits grouped in the same seed. 

The input to the quantum jump is the appearance of 9 consecutive failures 

--------- 

Let's look at this level 1 quantum jump. 
In red the areas not played. The green ones are the SAS. The black is the space played.
--------- ------ 6 --------- 6 --------- 6 --------- 6 ---- -6 --------- ------- 6 --------- --------- 6 --------- 6-- ------- --------- --------- ----6 ------ 6 ---- 66 --------- 
--------66 --------- 
-----66 ------ 6 -------- 6 --------- 
---------66 --------- 
--------- 
-----6--- 6 --------- 
6--------- 

Here I enter the quantum leap again before the appearance of a structure with only one hit on the entry and no hit after that, that marks my closure in that area of ​​space and I enter the journey towards a new triplet.
-------------------- 
A proposal or postulate for this development is that structures that contain more than 1 hit tend to attract similar ones due to the action of concentration and dispersion tendencies, the triplet is level 1 of navigation. 

Then they can be seen as SAS, to get out of the quantum jump, structures with 4, 5, 6 hits etc.
-------------------- 
Example 2 

------6 ---- 6 ---- 6-6 --- 6 -------- 6-6 --------- 

-----6--------- 

Game over for this triplet. 

Although we still do not see important gains, although with the sum of the two exercises we are in losses, we have grouped hits that is the objective sought with navigation, since our engines can deal with this distance between hits very well, compared to the the spaces that are outside the triplet where it is more laborious.
--------------------- 
-6--6-6------ 6--6 --------- 
-------6---- 6 ------ 6 ----- 66 --------- 
--------- 
6--- 6--66 --------- 
-6--------- 

Game over for this triplet.
-------------------------- 
Next example: 

--------- 6 --------- 6--6 --------- --------- 
-666--------- --------- --------6--------- 

End of this triplet
------------------------ 
--------6-6-6--66 ----- 6 --------- 
-----6--6--6 ----- 6 ------- 6--6--66 ----- 6-6-6 ------- 6 ------ --- 
-----6---- 66--6-6 --------- 
--------- 
--------- 
-6------ 6-6 ------ 6 --------- 
6-------- 6 --------- 
--------- 
6--------- 

End of the triplet
-------------------------------- 
Well I am going to conclude the examples for my part there and I closed positively by a lot adding all the examples. 

Nothing is seen yet, this was the storm chaser used with the fractal progression about 6 years ago. 

At that time we used an inverted d 'alambert after every hit. 

The final results were very good, however today it is navigation for the swarms, and their search for food.
----------------------- 
DISTORTION BOOST 3
Once we have mastered the triplet in whatever universe we star navigators use that of simple chance, as a special note. 

We will create a new layer or a new distortion impulse. 

We will summarize the final result of a triplet playing flat to: 

(-) NEGATIVE RESULT 

(+) POSITIVE RESULT 

Our universe will be of 2 spaces (-) (-) or (-) (+) or (+) (-) or (+) (+) 

Before the appearance of a positive triplet we leave the quantum jump, until we find 2 negative triplets, where we jump again until the appearance of a new positive triplet. 

I will call this new navigation Dlv3 

Third level distortion. 
Sorry i think i confused you 

(+) It would represent an approach to a distortion impulse triplet 2, which has a positive result playing flat. 

(-) It is the approach to a distortion impulse triplet 2, which negatively results in the balance playing flat. 

It doesn't matter if they chose full triplets, square streets whatever they like 

So a (+) can be from +1 to +1000 Etc that is indifferent. 

The same for the one of (-) from -1 to what the closing has marked. 

They will be writing down these results and generating chains with them with which a new distortion impulse is made.
Example: 

(-) (-) (-) (-) (-)(+)(-) (+) (+)(-)(+) (+) (+)(-) (-) 

Here I have 15 distortion boost inputs 2 or level 2 inputs 

And I have 1 distortion boost input 3 and one output.
Now this input and output of distortion impulse 3 will give us the next phase as well since this input generates a positive or negative result, it will allow us to generate the chains for the distortion impulse of level 4 and so on ...... 

And in this way the one who was destined to lose his whole life can change his destiny ...
One more clarification in case it is necessary to say level 2 entries are entries and already concluded. with a balance that we already have accounted for and gave us that negative or positive for the formation of a level 3 structure.
----------------------------------- 
DISTORTION BOOST 4
I feel like this Goku showing his fourth level transformation ... 

Well there it goes! 

--------- 
--------- 
--------- 
--------- 
--------- 
--------- 
-------- 66 --------- 
------- 6 --------- 
--------- 
--------- 
--------- 
--------- 
--- 6 --------- 
----6 ----- 6 ----- 6--------- 
----6--------- 

Closing the negative form (-) 

I will make a post for each shape.
6-----6--------- ----6---6--------- 
--------- 
6--------- -------6---6--------- -----6--6--------- ---6-----6--------- --------- ----6--------- 
----6-6-6--------6--------- 
--------- 
--------66-6--------- 
--------- 
-----6--------- 

Cierre de la forma en negativo (-) 

Nuestra cadena de nivel 3 se va viendo asi: (-)(-) 

Seguimos dentro del salto cuantico por supuesto hasta el inicio de la forma de nivel 4! en este ejemplo.
------------------------ 
6--------- 
--------- 
--6----6---6--------- 
-------6--------- 

Cierre de la forma con resultado negativo (-) 

Nuestra cadena de nivel 3 se va viendo asi: (-)(-)(-) 

Continuamos viajando dentro del salto cuantico.
--------------------------------- 
6----6------6--------- 
--6--------- 

Cierre de la forma en negativo (-) 

Nuestra cadena de nivel 3 se va viendo asi:(-)(-)(-)(-) 

Sigo invisible...
--------------------------------- 
6--------6---6-6--------6-6--------- 
-------6-----6------66---6--6---6--6--------- 
--6--------- 

Cierre de la forma en positivo (+) 

Mi cadena de nivel 3 ahora se ve asi (-)(-)(-)(-)(+) 

Me mantengo dentro del salto cuantico hasta observar el cierre de esta cadena de nivel 3. 
--------------------------------- 
----6-6-6--------- 
--------- 
--6---6-6---66--66--------- 
--------- 
6--------6-6--------- 
---6---6--------- 
--------- 
--------6----6--------66--------- 
--------- 
---6--------- 

Esta forma termina en positivo (+) 

Mi cadena de nivel 3 ahora se ve asi (-)(-)(-)(-)(+)(+) 

Seguimos en el salto cuantico
---------------------------------------- 
----66----6---6--------- 
----6-6----6------6-6---6--------- 
--------- 
-------6--------- 

Forma positiva (+) 

(-)(-)(-)(-)(+)(+)(+) 

Sigo dentro de mi salto cuantico
--------------------------------------- 
----6-6--------- 
6----66------6--------- 
--------- 
----6--------- 

Forma negativa (-) 

(-)(-)(-)(-)(+)(+)(+)(-) 

Seguimos dentro de nuestro salto cuantico
------------------------------------- 
--------- --------- --------- ---6--------- 
--6------6-6------6--------- 
6--------- 

Forma negativa (-) 

Y esto marca el cierre de nuestra cadena de tercer nivel! 

(-)(-)(-)(-)(+)(+)(+)(-)(-) 

Ahora en esta cadena el jugador imaginario jugando con distorsion de nivel 3 jugo unicamente las 4 ultimas formas de la misma 

(-)(-)(-)(-)(+)(+)(+)(-)(-) 

Quedando en rojo el espacio no jugado para ese jugador imaginario en verde su SAS y en negro lo que si jugo. 

Ahora en el siguiente post colocaremos el balance para esta forma de nivel 3.
------------------------------------------ 
Bueno ya lo saque ..... 

El resultado para esta forma de tercer nivel nos da a negativo generandonos la primera anotacion para nuestro impulso de distorsion de nivel 4!!!! 

CADENA DE CUARTO NIVEL 

(-) 

Ahora para los distorsionadores de nivel 4 el juego real comienza cuando el resultado de una cadena de tercer nivel sea positivo y termina cuando tengamos 2 cadenas de tercer nivel dando a negativo!!!!! 

Y esto es Distorsion de cuarto nivel! 
------------------------------------------------------------- 
Podemos distorsionar tanto como necesitemos. 

Existen impulsos de nivel 5 6 etc hasta el infinito. 

Obiamente preparar cadenas de niveles mas superiores demora mas tiempo. 

Hasta donde distorsiono yo??? PUES NO LES VOY A DECIR! 

Pues disfruten el lado oscuro de la fuerza. 

GGasoft ( Nov 2013)
---------------------------------------------- 
TALLER DE FISION NUCLEAR
Despues de un rato de estar haciendo fision nuclear con el paño y los valores de ficha e podido fabricar universos nuevos. 

Los primeros que compartire seran anexos al paño con tazas de pago. 

1-23 1-26 

Dichos universos beneficiaran de manera directa a todos los mjs que usen el paño , puesto que obtenemos 2 tazas de pago despues del semi pleno , esto es muy Bueno por que la evolucion de semi pleno a pleno pues era muy brusca al no haber tazas de pago intermedias. 

Como lograr estos estadios? 

Simple: 

Chance , calle = +23 Docena , cuadro = +26 
Si gano en calle apostando 1 unidad apuesto ahora 12 a chance de ganar pues +23 o viceversa 1 unidad a chance y de ganar 2 a called ganar pues +23.

Obteniendo un evento de 1-23 creamos un universo nuevo! Y por ende un estadio usable para incluir en muchos microjuegos. 

El siguiente universe es Apuesta 1 en docena y de ganar 3 a cuadro de ganar +26 y ese es otro universo, o viceversa igual. 

1-26 

Ejemplos de uso de esta fision nuclear 

Paracaidas clasico 

Chance Chance Docena Seisena Seisena Seisena Cuadro Cuadro Cuadro Calle Calle Calle Semi Semi Semi Semi Semi Semi -17 (Chance,Calle) (Chance,Calle) (Chance,Calle) (Chance,Calle) (Chance,Calle) (Chance,Calle)-23!!!!!!!!!!!!! (Docena,Cuadro) (Docena,Cuadro) (Docena,Cuadro)-26!!!!!!!!!! Pleno Pleno Pleno Pleno Pleno Pleno Pleno Pleno Pleno Pleno 

Que pasa con esto? 

Pues que esos estadios extras ganan un poco mas de NGM! 

Ademas que a los que usamos mucho el paño nos agrega un espacio extra para realizar correcciones , y pues por ende mejora nuestra efectividad. 

Ademas cortamos los valores energeticos de forma mas exacta. 

Bueno yo y unos pocos nos entendemos.

GG (Nov 2013)
---------------------------------------------------------- 
Maestro del universo 1
Voy a proceder a retroceder un poco , en el asunto de las tripletas y las estructuras raras que por poco hacen que muchos compraran un monitor nuevo. 

Como primer paso voy a definir la estructura de los objetos geometricos de primer nivel. 

Tienen como todo un nacimiento , un desarrollo y una muerte. 

Dicho nacimiento y muerte es simetrica. 

Para poder nacer se va a necesitar estar en un espacio anterior a estar vivo , el cual va a ser en este caso Un ciclo por lo menos con la ausencia de un acierto, despues de ese ciclo con la ausencia de un acierto el nacimiento no se origina hasta obtener un acierto , siendo el periodo de inicio de una nueva estructura y a su vez el periodo de muerte de la estructura anterior desde un ciclo natural sin acierto hasta 10 o 20 o mas ciclos sin acierto. 

Sin embargo los representaremos tan solo con un ciclo de ausencia en nuestras anotaciones. 

Quedando un nacimiento para chance simple de la siguiente manera 

FFA 

Para docena 

FFFA 

Para seisena 

FFFFFFA 

Y asi sucecivamente. 

La muerte o el final de un objeto geometrico para chance simple quedaria asi: 

FFAFF 

O 

FFAFAAAAFF 

Etc como pueden ver el inicio y el final son simetricos. 

Ahora que pueden crear estructuras les invito a ver el desarrollo entre las mismas.
---------------------------------- 
Una observacion que surgira a cierto plazo de estar Armando objetos geometricos , es ver como dentro de algunos objetos estan contenidos muchos aciertos mientras que en otros tenemos pocos eso hasta ahora pues todos estan familiarizados con esto. 

Ahora otra observacion sera que los objetos geometricos , tienden tambien a encadenarse entre ellos encontrandonos con que muy cerca de una cadena llena de aciertos tenemos otras similares y viceversa para las que vienen vacias. 

Entonces de ahi surge el abordaje de las tripletas , esperando entrar en una area relativamente grande de aciertos. 

Y buscando asi mismo saltarnos las areas no favorable donde hicieramos lo que hicieramos , no hibamos a ganar. 

Ahora al navegar entre estas formas , nos encontraremos con que siguen existiendo periodos no favorables a pesar de nuestra filtracion , y esto se debe a la estructura fractal del universo , donde los objetos geometricos creados por nosotros , estan dentro de objetos similares , pero de mayor tamanno, los cuales a su vez pertenecen a otros objetos superiores y asi , como se va viendo en impulse de distorsion.
----------------------------------- 
Entonces hemos descubierto orden en el caos , estructuras geometricas que se escriben y se escriben al pasar de las bolas. 

Ahora vamos a pasar a otras consideraciones , cada jugador esta creando estructuras , y trae encima cadenas de muchos niveles , cada mesa esta creando estructuras , el que tira la bola esta creando estructuras , el jefe de mesa esta creando estructuras , todos en el casino estan creando estructuras y todos en la ciudad. 

Existen infinitos mini sistemas aleatorios , rodeandonos , que van a obedecer , los mismos patrones que hemos venido observando. 

Cuales ? 

Simple , todo tiende a agruparse. 

Entonces que nosotros generemos una desviacion personal , en impulse de distorsion , puede resultar muy infima su vibracion , que llame a otros positivos , puesto que tenemos tantos sistemas alrededor de nosotros que pueden estar creando estructuras en negativo , y no nos damos cuenta. 

Y que hacemos? 

Bueno , escoger para empezar , una mesa donde la gente se vea feliz por que estan ganando , evitar las mesas donde esten los que estan perdiendo , pq imaginense que traen un (-) de quien sabe que magnitud arriba de la cabeza , y como todo tiende a agruparse , si es una forma bastante potente puede arrastrarte a ser un (-) tambien por el universo dijo que varios (-) deben estar juntos para hacer cadenas. 

Supersticiones van a ir teniendo fundamentos , usando geometria fractal. 

Otra cosa que podemos hacer es jugar siempre a agrupaciones que esten saliendo , la gran verdad de la abuela decia manrique , pero jugar entrando y saliendo de sus estructuras geometricas , no a lo ciego. 

Por que? si los numeros no existen? 

Es verdad que nosotros acarreamos una permanencia personal , pero al mismo tiempo que nosotros la estamos generando , y estamos dibujando nuestras formas invisibles. 

Esas agrupaciones tambien estan dibujando formas que van a tender a agrupar concentrar y desconcentrar. 

Ahora en nuestra vida personal se dibujan estructuras por todas partes , ahi que prestar atencion si la cosa en el dia o la semana nos da un (+) o un (-) 

Y emprender todo lo que tenga que ver con un sistema aleatorio , dentro de lo que cabe en un dia que venga con un (+) 

Rodearnos de gente con un (+) , que no tengan problemas economicos , o emocionales , para ser parte de una cadena similar , el universo tiene que agrupar , a veces una vibracion es tan poderosa que nos arrastra tenemos que acercarnos a donde nos va a convenir. 

No traigan la cartera vacia , llenenla de billetes , y esos billetes , van a tener que agruparse con otros. 

Bueno hasta aqui por el momento.
---------------------------------------------------------- 
-------------------------------------------------------------------------------------------- 





Pedrito
La ruleta y los principios metafísicos. 

Os quiero hablar de una persona para mi muy importante, Hermes Trimegisto, a mi parecer uno de los sabios más reconocidos de la historia, creador de los sietes principios universales, y padre de la alquimia y la astrología. 

Muchos piensan que los alquimistas eran personas que simplemente se dedicaban a transformar metales baratos en oro, pero lo cosa no queda ahí. El verdadero alquimista hace una transformación, pero una transformación mental. 

Transformación de creencias, conceptos y actitudes que te convierten en una persona de oro. 

La piedra filosofal no es más un símbolo para nosotros que consigue hacer una metamorfosis del ser humano común en el ser humano de oro, perfecto. 

El conocimiento de las leyes del universo te permitirá un uso más perfecto y rápido de la piedra filosofal. 

La palabra hermético viene de Hermes, padre de la metafísica. 

Los principios herméticos fueron custodiados durante mucho tiempo con gran recelo, para que sólo unos elegidos fueran capaces de hacer suyo el poder. 

Sólo tres fueron los iniciados que pusieron en negro sobre blanco las sietes leyes universales, no obstante su autor fue Hermes Trimegisto. 

1.- Principio del mentalismo 2.- Principio de correspondencia 3.- Principio de vibración 4.- Principio de polaridad 5.- Principio de ritmo 6.- Principio de causa y efecto 7.- Principio de generación 

Conseguir poner en practica estos principios puede hacer cambiar tu vida radicalmente. 

El gran obstáculo que encontraremos para llegar al éxito metafísico será la falta de fé y la impaciencia. 

Una gran transmutación nos espera…. Seremos los creadores de nuestra propias vidas….¿Abrirás tu mente? o prefieres seguir en la más profunda ignorancia…. 

La ruleta sólo es una maqueta donde se puede desarrollar toda una vida…si esto es así, quizás tendríamos que tener siempre en cuenta las leyes universales y los principios herméticos. Y por supuesto tenemos que aprender a ser alquimistas sobre el paño.
----------------------------------
El Gran Secreto 
(Dic 2013) 
Estas navidades Pedrito os quiere regalar un gran secreto para la vida. 

En unos de mis viajes me fue revelado, la formula... 

La formula para la compensación de desviaciones universales de caracter (+). 

Estas pueden ser contrarrestadas con eventos de la misma naturaleza y distinto signo universal, pero el gran secreto es que podemos evadir esto,y la podemos contrarrestar enfrentando dos grandes leyes de distinta naturaleza,pero mismo rango. 

principios universales (rango de ley) vs ley del karma. 

Compensaremos desviaciones universales de signo (+) ,con la generación de una vida de acuerdo al dharma. 

Si ya conoceis el resultado de generar mucho karma +, comprendereís de que se trata...La polaridad de ambas leyes se van a contrarrestar entre ellas,y se van a compensar. Quedando el universo personal en paz. 

Espero alguno lo haya entendido, pues es uno de los mejores regalos de reyes magos que os pueden hacer. 

Este se secreto me fue desvelado en un viaje astral, donde me encontre con un sacerdote maya, él, gracias a su modificación craneal de bebe, esta abierto a cosas que el resto de los mortales no estamos. 
------------------------------------------------------------------------------------------------ 
12 PARACAS
Jugaremos con una unidad valor 12.

Esa unidad la fragmentamos en 12 paracaidas clásicos. Fijaremos una docena, POR EJEMPLO LA ÚLTIMA salida, CADA PARACAIDAS APUNTA A UN NÚMERO DE ESA DOCENA. 

ENTONCES ABRIMOS UNA matriz DE DOCE POSICIONES,CADA UNA CON UN PARACAIDAS,Y LOS JUGAREMOS INDEPENDIENTEMENTE. CUANDO UN PARACAIDAS gane ALGO SE CIERRA,Y NO SE JUEGA MÁS. 

EN CUANTO EL SALDO GLOBAL ES POSITIVO SE RESETEA. 

EL MICRO JUEGO TERMINA CUANDO UN PARACAIDAS LLEGA AL FINAL DE SU RECORRIDO . SI BIEN EMPEZAMOS CON DOCE PARACAIDAS,TERMINAREMOS JUGANDO SEIS, cuatro,O TRES… 

JUEGO DE EXCEDENTES.CUANDO OBTENGAMOS UNA GANANCIA QUE NO TERMINE EN CERO O EN CINCO,LA DIFERENCIA LA JUGAMOS A PLENO A ESE PARACAIDAS ACERTADO. EJEMPLO: SALDO DEL MICRO +22,JUGAMOS DOS FICHAS A PLENO. SALDO +8,JUGAMOS TRES FICHAS A PLENO.
-------------------------------- 
Otra version de este modelo es que al acierto varios o todos los paracas enfocan al numero salido y concentran con diferentes posturas, creando asimetrias que produzcan un acierto muy rentable, estos ataques se haran en escala, si no se acierta los paracaidas vuelven a su correspondiente postura como si no hubiesen atacado. 

Estos modelos no tienen mucha exposicion ya que finalizamos el juegos al llegar un paracaidas a su ultimo estadio, por lo que podemos terminar con -38, o -110 por ejemplo. Pero uno o dos aciertos al principio ya nos dan un 20 por cien.
-------------------------------------------- 
La Bomba (Ago 2013) 
La Bomba: (a veces es mejor darle nombre a las cosas para cogerle más cariño) 

Este es un sólo un post-homenaje, a unos grandes foristas que me hicieron ver la luz, y comprender la dinámica del azar. Estos foristas, compañeros y amigos, son Gerardo, Cat, Julio, Sergio y Jacinto. 

GRACÍAS!! 

“Cien veces al día me recuerdo que mi vida interna y externa depende del trabajo de otros hombres, vivos y muertos, y que he de esforzarme para dar en la misma medida que he recibido y que sigo recibiendo” ALBERT EINSTEIN. 

La bomba es mi particular estrategia de enfrentarme al azar, lo llame la bomba porque tiene un poco de todos los foristas antes mencionados, y es altamente dañina para la banca. 

Este post también va dirigido a todos los foristas para que sepan que todo se puede mezclar, y hacerse muy poderoso. 

La bomba son muchos micro-juegos, los suficientes para comerse la dispersión necesaria y llegar vivo a donde están los aciertos, y estos son algunos de sus ingredientes: 

-Genética del enjambre 
-Defilers incorporados 
-Ataque de plaga 
-Cada insecto tiene el poder de acumular presión y liberarla. Siempre está la puerta abierta a la corrección. 
-El uso de un insecto u otro tiene una relación con el resultado del anterior insecto usado. 
-El uso de diversos valores de ficha, se puede hacer con varios o como mínimo dos. 
-Filosofía de pagar a la dispersión con números y bajo valor. 
-Usa la gestión del tractor para las sesiones. 
-Concepto de permanencia personal. 
-Un poco de muñeca propia. 

Y mucho más…. 

La bomba está a punto de su entrada en escenario, los resultados están siendo muy positivos, pero no me confió, por lo que aún necesita estudiarse los posibles peores escenarios, por eso haré un descanso de los foros para centrarme en la perfección de la bomba, pero antes quería hacer este agradecimiento.
Ejemplo sesión con La Bomba:
pedrito : una ficha a 1 doc y otra a 3 doc pedrito : si no te quieres complicar dime el numero y yo pongo el a o f y el saldo guevara : 29 pedrito : A +1 pedrito : una ficha a mayor guevara : 20 pedrito : ok cerramos sesión con +2 pedrito : tenemos hasta ahora un +5 y un +2...total +7 pedrito : juguemos una mas pedrito : 1 doc y 2 doc,una ficha a cada guevara : 32 pedrito : una ficha a mayor y otra a rojo guevara : 2 pedrito : una ficha a menor y otra ficha a la 3 doc guevara : 2 pedrito : una ficha a primera doc y otra a 2 doc guevara : 33 pedrito : una ficha a menor y otra a impar guevara : 13 pedrito : una ficha a primera doc y otra a segunda doc guevara : 8 pedrito : una ficha a menor guevara : 36 pedrito : dos fichas a rojo guevara : 24 pedrito : una ficha a 2 doc y otra a 3 doc 
guevara : 2 pedrito : una ficha a menor y otra a rojo guevara : 3 pedrito : una ficha a 1 doc y otra a 3 doc guevara : 11 pedrito : 1 ficha a impar guevara : 36 guevara : como va el saldo? pedrito : de esta sesion -6 pedrito : global +1 pedrito : dos fichas a rojo guevara : 14 pedrito : dos fichas a segunda doc guevara : 34 pedrito : dos fichas a primera doc guevara : 1 pedrito : una ficha a seisena 1 guevara : 24 pedrito : una ficha a 1 doc y otra a 2 doc guevara : 29 pedrito : mayor e impar una ficha a cada guevara : 23 pedrito : una ficha a 1 doc y otra a 3 doc guevara : 24 pedrito : mayor y negro guevara : 6 pedrito : una ficha a 1 doc y otra a 2 doc guevara : 26 pedrito : mayor y par pedrito : una ficha a cada guevara : 30 pedrito : una ficha a 1 doc y otra a 3 doc guevara : 0 pedrito : una ficha a menor y otra a rojo guevara : 5 pedrito : una ficha a 1 doc y otra a 2 doc guevara : 24 pedrito : una ficha a mayor guevara : 24 pedrito : una ficha a la 4º seisena guevara : 26 pedrito : dos fichas a par guevara : 15 pedrito : una ficha a primera doc y otra a 2 doc guevara : 21 pedrito : repetimos apuesta guevara : 21 pedrito : una ficha a impar guevara : 23 pedrito : dos fichas a 2 doc guevara : 14 pedrito : ok pedrito : finish sesion pedrito : +2 
pedrito : tenemos un +5,+2,+2 pedrito : total +9 
------------------------------------------------- 
Bueno reflexionando un poco un voz alta.. 

A mi parecer hay dos formas de ver esto, jugar por un promedio semanal o mensual, buscando desvíos pequeños, o buscar desvíos grandes y cerrándolos cuando cierren. 

Jugar por la diaria o semanal, nos mantiene la estima alta, y nos recompensa emocionalmente ese tiempo gastado en el casino. 

Para jugar desvíos grandes, pienso que hay que estar muy preparado psicológicamente, no tener necesidad ganar. La paciencia es muy necesaría. Quizás cuando viva esos cierres unas cuantas de veces en real, adquiriré una tranquilidad interior, pues sé como acaba. 

Ganar casi todos los días…o perder durante mucho tiempo y ganarlo todo de golpe. 

Me decidí por buscar desvíos grandes porque pienso que así se trabaja menos y se gana más. Cada vez odio más estar en el casino.. 

Como comentario aparte. 

Hoy estaba releyendo el paracaídas divino, pues a veces a la vez número 100 que lees a estos monstruos, van enterándote de cosas que se dicen pero no se dicen, y estaba leyendo unos post de Gerardo cuando hablaba de la alquimia, la primera vez que lo leí, pensaba pero de que habla este tio..jejej, hace no mucho hablando con cat,(quizás el no se acuerde de la conversación) se dio una conversación sobre la alquimia y el desvio, y lo comprendí..y hoy al leerlo me di cuenta de que se habla de lo mismo pero de diferente manera.
--------------------------------- 
El enjambre, fantástica creación de GG, ha sufrido un mutación genética en mis manos, y ha quedado en tan sólo tres insectos, que tienen la capacidad de abrir paño a la perdida y concentrar a la ganancia. Ellos tres han adoptado cajitas conjuntas de 36 fichas para jugar muuuchísimos micro-juegos. 

Han conseguido, con sus movimientos de paño, cuando ganan generar mucho menos ngm positivo que cuando pierden, es decir, para perder una caja siempre como media generan un -324 de ngm como mínimo aprox., y para ganar una caja completa, usan en el peor de los casos un +324 de ngm como máximo, digo en el peor de los casos, pues hay veces que consigue hacer una caja sin generar ngm positivo en el tramo. 

Por lo que ese equilibrio que se logra con un ajuste fino en los movimientos a la larga nos será beneficioso. 

También sufre una mutación en el uso de la tortuga, la tortuga clásica quedó atrás, la tortuga infectada empieza a tomar poder, y a mutar para adaptarse de la mejor manera posible a la genética de estos insectos, y conseguir ganar casi continuamente con NGG en contra…. 

Estos insectos se dieron cuenta que todo su esfuerzo tenía que estar destinado no a ganar por encima de la media, ni si quiera ganar justo en la media, sino aprender a ganar por debajo de ella…y para ello se aliaron con la tortuga infecto-contagiosa…
-------------------------------------------- 
Divinos en equipo
Muy buenas esta es una versión de los paracaídas divinos de Gerardo, pero jugados cooperativamente en equipo. 

Seleccionamos 5 números, en cinco seisenas diferentes, por ejemplo el 3, 9, 15, 21 y 27. 

Abrimos una matriz de 5 posiciones, cada una con un divino, y cada una con un contador de saldo independiente. Y a la vez llevaremos un contador del saldo global, para que cuando se obtenga un positivo general se resetee. Cada posición jugará una paracaídas divino que empezará desde pleno, y con cada caída de 36 fichas, empezará desde la siguiente posición mas amplia, es decir caballo, luego calle, etc. 

Cualquier ganancia de un paracaídas se jugará como puntero personal, es decir la jugamos a pleno, si gane cinco empiezo a jugarla a pleno,si acierto en la bola tres,me guardo dos fichas,y juego plano por 35 bolas,si vuelvo a acertar en la bola 20,pues me guardo 15 fichas,y juego otras 35 bolas, cuando se agoten 35 fichas corto. El resto de divinos sigue si juego normal. 

En cuanto el saldo global es positivo se resetea todo.
---------------------------------------------------- 
EL DIVINO CONCEPTUAL 
Este sistema esta elaborado principalmente gracias a los conceptos de Sergio y Gerardo. 

Vamos a jugar micro-juegos de 18 bolas. Al terminar el micro se empieza otro. Esperamos una explosión de saldo. Concepto básico usado: jugar menos cuando se pierde (y abrir paño) y jugar más cuando se gana (concentrar). 

Haremos una variante del paracaídas divino. Usaremos todas las posturas, pero cada una de ella llevara un valor de fichas, aquí dejo la tabla. 

Pleno:7 fichas Caballo:6 fichas Transversal:5 fichas Cuadro:4 fichas Seisena:3 fichas Docena:2 fichas Chance:1 fichas 

Empezamos por la seisena, con tres fichas, si fallamos pasamos a docena con dos fichas, si fallamos pasamos a chance con una ficha,y ahí nos mantenderemos hasta el acierto. Cuando acertemos, seleccionamos la postura que de acertar nos deje al menos una unidad en positivo. 

Ejemplo (SESION POSITIVA) 

Seisena FALLO -3 Docena FALLO -5 Chance FALLO- 6 Chance FALLO -7 
Chance FALLO -8 Chance ACIERTO -7 Seisena acierto +8 

¿como sigue? 

Cuadro ACIERTO +40 Transversal ACIERTO +95 ETC 

Una vez metido en chance y perder, podemos entrar en JF, o hacer tortuga. 
(a tener en cuenta: la caja global actua como acordeón, a veces esperamos que la rula nos devuelva lo que nos quito, y otras veces hay que devolverle lo ganado) Como devolverlo o como esperarlo es la cuestión.
SEGUNDA PARTE: MARCANDO LA DIFERENCIA Continuando el jueguito anteriormente expuesto, podemos ver como usando varias herramientas (valores de ficha y progresión en riesgo) podemos ganar en el promedio, poco pero ganar, existe para mi una herramienta que marca la diferencia, que no es ni más ni menos que el pleno. Llamemos a ese pleno puntero personal, que será la máxima concentración a la que llegaremos en nuestro jueguito. Si desde el principio hiciéramos un seguimiento de nuestro puntero personal veriamos que : 

“..nunca tendré más de 75 aciertos(A) por cada 1.800 números jugados”. 

“..nunca tendré menos de 25 aciertos(A) por cada 1.800 números jugados”. CAT 

Pero si tenemos en cuenta que: 

“A menor probabilidad del fenómeno buscado mayor será su dispersión” 

“A menor probabilidad del fenómeno buscado mejor será su concentración” CAT

Por lo que según mi opinión tenemos una potente arma, que debe ser explotada: Nos producirá una concentración en algún momento que debemos aprovechar jugando más, para que se produzca una diferencia en nuestro balance de gran notoriedad.
--------------------------------------------- 
Si lo vas a probar..., sólo como ejercicio, rescatar sólo lo conceptual. 

Hay mucho desarrollo desde esto....
----------------------------------------------- 
El TRACTOR DUO (Nov 2013)
Anoche tuve un sueño… Ultimamente mientras duermo, en determinadas fases, como la Rem, estoy generando ondas a gran escala similares a la que produzco cuando estoy despeirto, miles de neuronas se me activan de forma sincronizada de una a cuatro veces por segundo…. Aunque no seamos conscientes de ello, el cerebro escanea continuamente el ambiente en busca de información provechosa; recoge datos sin parar y los acumula para que luego puedan ser usados. Y mientras dormimos, se detiene esa captación de información y el cerebro se dedica a procesar todo aquello que ha ido adquiriendo en el día. 

Por la mañana lo plasmo por escrito…y como os quiero, lo comparto con vosotros por si a alguien le ayuda o le inspira para nuevas ideas…. 

Aclaración: La gestión del tractor es creada por Cat, para más información leer EL TRACTOR, y CADENAS SUPERIORES by Cat. 

EL TRACTOR DUO: 

Bueno podemos considerar al tractor en si como una gestión en equipo, como un solo equipo. 

Por la gracia divina, me voy a nombrar jefe de equipos… 

Para esta parte voy a usar dos equipos, el equipo A y el equipo B. 

El equipo A tiene una función, la función de ser un financista. Su tarea principal: la de financiar al equipo B. 

El equipo B, es el equipo financiado. 

Ambos equipos usaran una caja común. 

Estructura del equipo A 

Cada jugador del equipo A tiene la siguiente forma: 

CH D S S S C C C ----- Stand by. 

Paraca que llega al último cuadro, sale del juego y entra en stand by. Otro paraca nuevo lo sustituye. 

Con cada acierto en chance de otro jugador se tirará una bola a calle, a un paraca en stand by. 

Estructura del equipo B: 

Cada jugador tendrá la siguiente forma: 

S S S S C C 
C T 
T --------- Stand by 
Cada paraca que termine el recorrido en calle, pasa a stand by, y sale del juego. Otro paraca nuevo ocupa su lugar. 

Cuando un jugador acierte la primera bola a seisena, se jugarán seis bolas a calle de un paraca en stand by. 

Bueno espero se entienda la idea de un juego cooperativo con gestión de tractor. La forma de gestionar los paracas la pueden leer en “el tractor”, y para el levantamiento de paracas en stand by pueden leer “cadena superiores”, ambos post se encuentran en el foro, y ambos propiedad intelectual de cat. 

Los movimientos entre jugadores y gestión de niveles a gusto de cada cual. 

PD: Esto tampoco es un sistema. Ahh, y también faltan cosas, que tienen que completar ustedes. 

PD 2: pedrito miembro de la orden neo ggasocatista.
-------------------------------------------------- 
EL DIVINO BAZOOKA INVERTIDO (Nov 2013)
Anoche mientras dormia, tuve un sueño…por la mañana lo escribí en un papel… 

Nace del bazokka de GG… 

Principio madre de la corriente ideológica: La decreción en riesgo. 

El divino bazooka invertido: 

Ejemplo: 

P,P,P ......................... F 

CB,P,P........................ F 

CB,CB,P ........................ F 

T,CB,P......................... F 

T,T,P .......................... F 

C,T,P.......................... F 

C,C,P.......................... F 

T,T,CB........................... F 

S,C,P........................... F 

T,T,T........................... F 

C,C,CB.......................... . A 

P,P,P ........................... F 

CB,P,P........................... F 

CB,CB,P............................ F 

T,CB,P ................................A 

P,P,P ...................................A 

P,P,P ...................................A 

(si esto ultimo les pasase, tengan cuidado al salir a la calle, pues seguramente les atropelle un coche o les caiga un rayo, ..en serio…) 

Pd.esta variante se puede hacer más o menos agresiva…
---------------------------------------- 
METAMORFOSIS 
V=VALOR (NÚMERO DE FICHAS VALOR 1) CH=CHANCE SIMPLE D=DOCENA S=SEISENA C=CUADRO T=TERNACB=CABALLO/SEMIPLENO P=PLENO 7 VALORES DISTINTO DE FICHAS CADA VALOR ASIGNADO A UN MICRO-JUEGO CON BASE DECRECIÓN EN RIESGO. 

MICROS: V1=P,CB,T,C,S,D,CH V2=CB,T,C,S,D,CH V4=T,C,S,D,CH V8=C,S,D,CH V16=S,D,CH V32=D,CH V64=CH 

DESARROLLO:COMENZAMOS CON EL MICRO V4,DE PERDERLO PASAMOS AL MICRO V2,DE PERDERLO PASAMOS AL MICRO V1,Y HAY NOS MANTENEMOS HASTA EL PRIMER MICRO CON SALDO POSITIVO. AL OBTENER UN MICRO POSITIVO,SI NUESTRO SALDO GLOBAL ES NEGATIVO,SALTAMOS AL MICRO V64,SI LO GANAMOS NOS MANTENEMOS HAY HASTA SALDO POSITIVO,SINO VAMOS DESCENDIENDO,AL V32,LUEGO AL V16,LUEGO AL V8,LUEGO AL V4 ETC. 

EJEMPLO V4=T,C,S,D,CH SALDO VALOR 1 =-12 (SOLO ACIERTO EN CHANCE) 

V2=C,S,D,CH (TODOS FALLOS) SALDO ACUMULADO VALOR 1=-20 

V1=P,CB,T,C,S,D,CH (ACIERTO EN DOCENA Y EN CHANCE) SALDO ACUM.VALOR 1 =-22 COMO EL SALDO DEL MICRO SIGUE NEGATIVO CONTINUO EN EL MISMO 

V1:P,CB,T,C,S,D,CH, (ACIERTO EN CALLE Y DOCENA)SALDO ACUMULADO V1_-14.AQUI TENGO EL PRIMER MICRO POSITIVO,SALTO A TANTEAR CON FICHA GRANDE… 

V64:CH ACIERTO LA CHANCE SALDO GLOBAL +50 

DESARROLLO DE LA PARTIDA FFFAA F:FALLO DEL MICRO A:ACIERTO DEL MICRO
------------------- 
El sentido de esta metodologia es considerar cada micro como un sistema, empiezo desde una zona media,al perder vamos bajando el valor de la ficha y concentramos en las posturas para que los aciertos sean medianamente rentables,al ganar aumentamos la ficha pero bajamos el riesgo de las posturas. 

los micros perdidos y ganados se agruparan en su mayoria,y tambien tendremos zonas de serucho,entonces se trata de ir tanteando ,jugando menos cuando pierdo y mas cuando gano,para intentar pescar una encadenacion de una chance simple con una ficha pesada.La idea es que las encadenaciones de chance seran mas habituales que las de otras posturas. 

ejemplo,una vez tengamos saldo positivo: suponemos que hemos jugados varios micros y nuestra ultima apuesta ha sido una ficha v64 en chance y quedamos con 50 fichas v1 de saldo a favor.Guardo treinta y sigo apostando con 20 a una chance,trantando de pescar un racimo,y cortando al primer fallo. 

Ahora esto no es un sistema,ni tampoco hay que jugarlo rigidamente,solo es una base para sacar ideas de juego.
----------------------------------------------- 
4 FANTASTIC+enjambre 
4 FANTASTIC: un buen día de primavera, algunos insectos de GG habían salido del enjambre, cansados de andar por el universo devorando constelaciones, se decidieron a dar una vuelta por el planeta tierra. Por coincidencias del destino se encontraron con los 4 fantasticos. Apasionados por su estructuras, los insectos, con la técnica que les enseñó la tortuga infectada, se apoderaron del cerebro de los cuatro fantasticos, y se fusionarón. Este fue el resultado. 

Reed Richards 
S D CH DD CHCH CH D PLAG. 

Susan "Sue" Storm 

D 
CH DD CHCH CH D PLAG. 

Johnny Storm 

CH DD CHCH CH D PLAG. 


Ben Grimm 


DD CHCH CHD PLAG. 

TRANSBORDADOR CÓSMICO: S 

SHOOT TO THE MOON: T, SEMI, P 
Los cuatro fantasticos se unen en equipo para luchar contra el mal. Su forma de actuar es en micro batallas, en cada micro batalla participan sus 4 integrantes, pero cada batalla abrirá con uno u otro según el resultado. Cada micro batalla gastará un máximo de 5 unidades. Su gran enemigo: la dispersión. 

Desarrollo mientras se pierde: 

Apertura con Reed Richards, de resultar el micro negativo,y no llega a -5, pasa a jugar Susan "Sue" Storm, de resultar negativo el micro y no llegar aún a -5,pasa a jugar Johnny Storm,de resultar negativo el micro y aun no llegar a -5, entra por ultimo Ben Grimm, y ahí se mantendrá hasta hacer un micro positivo. Una vez hecho un micro positivo ira escalando, hasta llegar al micro mas cerrado de Reed Richards. 

Dos posibles opciones desde la apertura con Reed Richards,perder la microbatalla ,-5, o conseguir algún positivo. Veamos el caso de perder:De ser la batalla fallida, la siguiente apertura será con Susan "Sue" Storm, de ser esta también fallida (-5),la siguiente apertura será con Johnny Storm, de ser fallida esta también(-5),la siguiente entrada será con Ben Grimm,.Y ahí se mantendrá hasta conseguir 5 unidades, momento en el cual se volverá con la apertura de la batalla más agresiva, es decir, la de Reed Richards. 

Desarrollo mientras se gana: 

Cada vez que en la batalla haya al menos un +1, se reivertiran en el transbordador cósmico. De acertar tendremos un +6,que se reinvirtiran en el “Shoot to the moon”, con 6 bolas a calle, de acertar seguiremos apuntando a la luna. 

Multiples opciones para el uso de la tortuga, yo conozco muchas: classic, contagiosa, bipolar,infecto contagiosa, semi ficticia ….Cada uno que use la más conveniente según vea el desarrollo. 

Multiples opciones también para el desarrollo de la escalera y sus puntos de corte: masa, masa más riesgo, regresión..etc 

Si alguno se toma la molestia de graficarlo, va a ver una pendiente de bajada muy suave, creada por la cantidad de números promedio jugados por bola y unos picos muy altos, en comparación. 

Es sólo una idea para nuevos desarrollos y estudios. Si a alguno le sacó una sonrisa, me doy por satisfecho, sino no vuelva a leer a Pedrito. 

Pd: si alguno no entiende, quizás debería de leer previamente el enjambre clásico. 

Pd: dedicado a GG, Cat, y a toda la panda, pues de ellos sale la inspiración y los conceptos.
--------------------------------------------- 
Este es el modelo base, el esqueleto, le falta que cada uno le adapte los cambio de valores que crea oportuno, y que gestione el shoot to the moon a su manera. 

Tambien hay variantes interesantes para los micros, pero me gustaría que las descubran ustedes.
--------------------------------------- 
Primera variante: 

Esta primera variante consiste en lo siguiente: 

-Sólo Reed Richards tendrá el poder de usar el shoot to the moon. 

¿Porque? alguién se anima a contestar porque...
----------------------------------- bueno Reed Richards es mu listo, y solo aparece cuando hay materia prima con la que trabajar, sino hay..para que arriesgar? 

Os acordais de las 4 situaciones de juego descrita por manrique...mmmm...aca tenemos 4 fantasticos....bonita coincidencia
---------------------- 
TenShinHan 
Desdoblamiento personal 

Multi Forma 四身の拳 Maestro: TenShinHan

-¿Qué te ocurre ahora pedrito? 

-Pues que vengo pensando….como aumentar la rentabilidad, sin variar el valor de la ficha… 

-¿pero no es más fácil cambiar el valor ,y punto..? 

-No querido, por aquí la ficha máxima permitida en la mesa no me satisfasce, pedrito quiere más….además siempre tengo que dejar un margen con respecto a los topes para tener movilidad para las correcciones. 

-amm pues no se…te tendrás que conformar. 

-ja de eso nada,ya se me ocurrirá algo. 

Días más tarde… 

-¿como vas pedrito? 

-Bien, hoy estaba viendo un video de las spice girl en youtube, y me recordó a mi adolescencia. 

-esta bueno recordar , y¿ porque me cuentas esto? 

-Pues porque me acuerdo que yo eran fan de la serie bola de dragón,y me acorde de TenShinHan, el tenía una técnica especial para desdoblarse, y poder atacar con varios clones de él al enemigo. 

-ah bien,…bueno pedrito me tengo que marchar,tengo prisa,pensé que ivamos a hablar de ruleta, bueno un abrazo.xao xao 

-Pero si yo siempre hablo de ruleta…bueno pues te lo cuento y si algún dia te sirve pues bien.. 

Bueno ahí va mi idea: 

Todo ser humano se mueve por diversos universos, con cada universo existe una curva vinculada a este sobre la cual oscilaremos hacia arriba y hacia abajo. 

Bien, ya dije que hay muchos universos, centrémonos sólo en el universo númerico. 

Cómo jugador poseemos una curva única sobre la que el universo númerico plasmará su dinámica. Nadie puede escapar. Todos la tenemos aunque muchos no crean en ella. 

Ahora vamos a usar la técnica de multiforma del maestro TenShinHan. Y pedrito se va a desdoblar en dos, tres o los pedritos que gusten. 

Pero cada pedrito va a tener una curva personal aunque esa curva pertenece a la curva de pedrito madre. 

Entonces imaginemos desdoblamiento en dos más: 

Curva = V 

Pedrito 1= v1 

Pedrito 2= v2 

Pedrito madre= vx 

V1+v2= vx 

Entoces que ventaja tenemos: Pues que si pedrito madre antes jugaba con un valor L,ahora me desdoblo y todos mis yoes juegan con un valor L,por lo que si por ejemplo en un mes hago un cierre gastado x1 tiempo, ahora hago 3 cierres con valor L gastando también x1 tiempo. 

Bueno eso es todo amigos, se agradecen opiniones para que no parezca que hablo solo.
---------------------------- 
NOTA : 

Todos los pedritos no necesitan acutar en el mismo espacio-tiempo. 

Algunos pueden descansar, otros pueden atender a la señora, mientra los otros trabajan etc...
--------------------------
(Qué diferencia hay entre la Curva y Pedrito madre? Cada pedrito no se va a encontrarse con el mismo problema sobre los topes de ficha que Pedrito Madre?)
En la primera cuestión creo que no me explique bien. Pedrito madre es la curva única que tiene cada jugador. Los pedrito que nacen son parte del desdoblamiento de esa curva. 

Pedrito tiene solucionado el problema de los topes de mesa, ya ajusto su juego a eso. La idea es la siguiente, imagina que creas un negocio que consiste en vender unas camisetas muy chulas…aprendes a llevarlo, conoces el mercado etc,sabes que con una tienda tienes unos beneficios medio de un 5%,es muy dificil superar ese rendimiento, da las circustancias del mercado.Pero decides expandirte,y abres un total de 10 tiendas que funcionan igual, con la misma mecanica y los mismos conceptos. La rentabilidad de cada una es simil, un 5 %. 

Pero haciendo lo mismo que siempre ahora tienes un rendimiento mensual del 50%, mientras antes solo tenias un rendimiento del 5%. 

Pd: la generación goku es mejor que la pokemon
------------------------------------------------------------------------------------ 
Metamorfosis 2
(Enero 2014)
La idea era usar un paracaidas divino, sólo que a cada postura le asignaba un valor: 

pleno 100 semi 50 calle 25 cuadro 12 seisena 6 docena 3 chance 1 

Entonces que tiene de bueno, pues que cuando la dispersión actua, nos coge perdiendo en las posturas mas amplias, que justamente son las que menos fichas emplea.umm jugar menos cuando se pierde ..más cuando se gana..os suena no.? 

Despues de un acierto, se usa la postura que me cierre con un acierto, ejemplo: si estoy en -29,pues uso la seisena (que es valor6 ), 6x5 :=30. 

Que ocurre,que os esta cerrando mejor,porque en este caso si saberlo estais ampliando la caja,ya que si 100 es el pleno, tendrias que tener 36 fichas de 100. 

Ahora si lo comparais con el divino clásico,vais a daros cuenta de que aumenta estrepitosamente el suf power, acambio de una caja de mas unidades. Pero...con los paracaidas divinos..no siempre se jugaba igual no??? habia gestiones??' tortugas....?lanzas de fuego?....etc....entonces...y aqui porque no...?? ahi tiro otra idea. 

Si lo juegan mecanicamente,llegará un momento en que llegarán a un pasivo de -3600,eso tenganlo encuenta,solo es cuestión de tiempo. 

Otra cosa Cem, que se que estas jugando excalibur en real, estoy casi seguro que esos -3400 pueden llegar a ser mucho más,y como no quiero que luego te enfades, ya te aviso,tienes que disponer para ese juego de mucho capital,y tener localizado lugares donde hacer las apuestas,para cubrir el deficit.Por cada 10 sesiones que cierres antes de 500 bolas,te va a aparecer una que te va a llevar a 5000 bolas...(es un ejemplo). 

Bueno,respecto a las sesiones que subí,si os fijais al final de las dos sesiones,si no recuerdo mal,tiro un ataque de excedentes. 

Cem lo que juego yo ya lo he dicho otras veces, yo uso todas las herramientas que me han enseñado, más las que me he inventado, según como venga la cosa y el estado del saldo. 
Entonces...pues uso tractores, jueguitos de niveles, 4 fantastic, mini divinos, usos juegos con distintos valores como este, uso progre por presión, distorsiones, progresiones a la ganancia de todo tipo, martigalas en bloques, juegos de excedentes ligh y super agresiv, genkidamas universales. Tengo un arsenal (y como puedes observar combino cosas de Cat y GG), y lo voy combinando según se vaya presentando el juego y el saldo, no juego nada sistematicamente. 

Pues esas son las cosas más o menos que uso en la vida real,luego tambien preparo jueguitos para espacio profundo,donde ahora mismo estoy trabajando en el "divine white swarm + genkidama universal",pero aqui estoy muy muy verde verde,aunque entreno casi 5000 bolas al dia de minima,aun me queda por lo menos un año para dejarlo pulido. 


Bueno si no queda claro despues de la parrafada,resumo: 

Es sólo para que saqueis los conceptos u os inpiré para añadir a vuestras herramientas,o lo desarrolleis a vuestra manera,etc....NO JUGAR SISTEMATICAMENTE 

PD:Pedrito crea y se hace dueño de las siguientes frase,que si bien alguién me puede llevar la contraria,espero que me entiendan que hace más bien que mal: 

"si juegas sistematicamente,perderas sistematicamente" 

"si el azar no es mecánico,porque lo enfrentas mecanicamente??..." 

"si estas arto de ver tramos y tramos con aciertos por debajo de la media, porque no poner tus esfuerzo en aprender a ganar con menos aciertos..??"
------------------------------------------------------------------------------------------ 
