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Read it, then prove it at the table

Most blackjack books only teach. This one teaches and then sends you to
practice. Each lesson is short on purpose, built around one idea you can

carry to a real hand.

I. Read the lesson — the lead line is the whole idea in a sentence; the rest

explains why it’s true.

2. Catch the Coach Isaiah note for the real-talk version, and lock in the Key

Takeaway.

5. Open the Niche Blackjack Tour and play that exact spot a few times.
Reading builds understanding; repetition builds reflex — and reflex is what

survives a real table.

The book moves from the very basics through basic strategy, the odds, the
math, the mental game, and finally the special rules and modes inside the

app. You can read straight through or jump to any part from the contents.
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PART 01

Getting Started

The table, the cards, and the one idea the whole game

rests on.

Lessons 1-4



()1 LESSON 1 OF 85 GETTING STARTED

What Blackjack Is

Blackjack is you against the dealer: beat their hand without your cards going

over 21.

Read the idea helow, then take the explanation slowly — no rush.

Here is the first thing to burn into your mind: blackjack is you versus the
dealer, and nobody else. The other people at the table are not your rivals —
they are riding the same boat you are, all trying to beat that one hand in the
middle. You win in exactly two ways. Either your total finishes higher than the
dealer's without going past 21, or the dealer draws too many cards and
busts, meaning their total climbs over 21 and they lose to everyone still
standing. That is the whole contest in a sentence. What makes blackjack
different from almost every other game on the casino floor is that your
decisions genuinely move the needle — this is a game of skill layered on top
of odds, not a slot machine you just feed and pray over. Learn to make the
right choices and you shrink the house's advantage dramatically. Make

sloppy ones and you hand it right back.

®  The dealer sits in the middle; players sit around the curved side of the
table.

#  Each hand, your only job is to finish closer to 21 than the dealer without
busting.

#  What the other players do has no effect on your hand.

COACH ISAIAH

Forget the guy next to you who keeps groaning about your plays — he is not your
opponent, and his cards never touch your odds. Eyes forward. It is you and the dealer,
one hand at a time. Master that mindset and you have already passed the first test

most heginners flunk.




KEY TAKEAWAY

Beat the dealer, don't bust. That's the whole game.

(02 LESSON 2 OF 85 GETTING STARTED
Card Values

Number cards count their Yace value, Yace cards count 10, and an ace counts 1

orll.

Start with the one-line idea, then let the details [ill it in.

Card values in blackjack are refreshingly simple, and you only have to learn
three rules. Every numbered card, 2 through 10, is worth exactly the number
printed on it — a 7 is seven, a 9 is nine, no tricks. Every face card, the jack,
queen, and king, is worth 10, which means the deck is absolutely stuffed with
ten-value cards. And then there is the ace, the most important card in the
game, because it is flexible: it counts as 11 whenever 11 helps you, and
quietly drops to 1 the moment counting it as 11 would bust your hand. Suits
— hearts, spades, clubs, diamonds — mean nothing here; a red 8 and a black
8 are identical at this table. Get these values automatic so you are never

adding on your fingers while the dealer waits.

#  Ten, jack, queen, king all count as 10 — there are many of them in the
deck.

#  An ace adjusts itself: 11 when it fits, 1 when 11 would bust you.

&  Suits are decoration here; only the numbers add up.



COACH ISAIAH
the ace is your trick card. Ireat it like a player who can sub in at two different
positions — it slides between I and 11 to do whatever the moment needs. The students

who respect the ace are the ones who stop busting hands they should have survived.

KEY TAKEAWAY

21010 - Yace value, §/ Q/IKK - 10, ace - Lor 11

()3 LESSON 3 OF 85 GETTING STARTED

Hard Hands and Soit Hands

A soft hand counts an ace as 11; a hard hand has no ace, or an ace forced

downto l.

Here's the key idea first. Read it then work through why it's true.

Because the ace can be a 1 or an 11, every hand you hold falls into one of
two camps, and naming them right changes how you play. A soft hand is any
hand using an ace as 11 — ace plus 6 is a 'soft 17,' ace plus 7 is a 'soft 18,
and so on. The magic of a soft hand is that it cannot bust on the very next
card: if you draw something big, the ace simply slips down to 1 and you are
safe. A hard hand is the opposite — either it has no ace at all, or it has an ace
that has already been forced down to 1 to keep you under 21. So a hard 16
made of 10 and 6 is fragile, while a soft 16 of ace and 5 is bulletproof on the
next hit. Train yourself to ask one question every hand: is there a live ace

counting as 11 in here? The answer flips your whole strategy.

&  Soft means there is still an ace worth 11 inside your hand.
# A soft hand is safe to draw to — one card can't bust it.

#  Once the ace has to count as 1, your hand has become hard.



COACH ISAIAH

Isaiali's whisper across the felt: soft hands are forgiving, hard hands are not. When
you are soft, you can swing freely hecause one card can't knock you out. When you are
hardin that 12-10-16 range, you are walking a tightrope. Know which one you are

holding hefore you so much as think about hitting.

KEY TAKEAWAY

Solt  allexible ace worth 1. Hard - no flexible ace.

(0% LESSON 4 OF 85 GETTING STARTED

The Table and the Players

Everyone at the table is plaving against the dealer, never against each other.

lake the ideain, then read on to see how it plays out at the table.

Picture the table: the dealer stands at the center behind a curved layout, and
the players sit around the arc facing them. Each seat is its own little world —
you make your own decisions, you win or lose your own bet, and what your
neighbors do has zero effect on your outcome. If the player beside you hits a
hand they should have stood on and 'takes the dealer's bust card,' it feels
personal, but over time it helps you exactly as often as it hurts you. The
dealer is the one figure at the table who gets no freedom at all: they follow a
rigid, posted set of rules and never make a judgment call. That is a gift to you,
because it means the dealer is predictable. You, meanwhile, get to think. The
seat you pick — first base on the dealer's left, third base on the right, or

anywhere between — does not change your odds one bit.

®  Your seat position has no effect on your odds.

#  The dealer can't choose freely — they follow set rules every hand.

10



Watch your hand against the dealer's up-card and ignore everyone else.

COACH ISAIAH
new players love to hlame the person at third hase for ruining the shoe.' Drop that
habit today. Their bad play is mathematically neutral to you. The only relationship

that matters at this table is you against the dealer’s rulehook.

KEY TAKEAWAY

I('s you versus the dealer — every seat, every hand.

11



PART 02

A Round, Start To Finish

Walk a single hand from het to payout, step by step.

Lessons 5-8



(5 LESSON 5 OF 85 A ROUND, START TO FINISH

Placing Your Bet

Each hand begins by putting your bet in the betting circle before any cards

are dealt.

Read the idea below, then take the explanation slowly — no rush.

Every hand starts with money on the line, and the order of operations
matters. Before a single card comes out, you place your wager in the betting
circle marked in front of your seat. Once the dealer begins dealing, that bet is
locked for the hand — you cannot add to it, you cannot pull it back, and you
cannot change your mind. That is exactly why your bet sizing decision
happens in the calm moment before the cards, not in the heat after you see
them. Every table also posts a minimum and a maximum: a '$10 table' means
at least ten dollars per hand, and there is a ceiling too, usually to protect the
house. Glance at that sign before you sit down so the stakes match your
bankroll. Your bet rides on this one hand against the dealer, win, lose, or
push.

#  Get your bet down before the dealer starts the deal.

#  Check the table minimum and maximum before you sit.

#  You can't add to or pull back a bet once cards are out.

COACH ISAIAH

decide your bet hefore the cards, then leave it alone. The players who get into trouble
are the ones reaching hack toward the circle mid-hand. Set it, hreathe, and let the

hand play. Discipline at the bet is discipline everywhere.

KEY TAKEAWAY

Betfirst, in the circle, before the deal.

13



()6 LESSON 6 OF 85 A ROUND, START TO FINISH

The Deal

You get two cards; the dealer takes one card face up and one face down.

Start with the one-line idea, then let the details [ill it in.

Once the bets are down, the deal begins. The dealer gives every player two
cards and takes two cards for themselves. In almost every modern game
your two cards land face up, and you are not supposed to touch them. The
dealer's two cards are the interesting part: one lands face up — this is the
'up-card,' your single most valuable piece of information all hand — and the
other lands face down, the 'hole card,' hidden until the dealer's turn. Nearly
every smart decision you will ever make in blackjack is a conversation
between your total and that dealer up-card. A dealer showing a 6 is in
trouble; a dealer showing a 10 or an ace is dangerous. You are essentially
trying to read the hidden card through the one you can see, using the odds

rather than guesswork.
#  You usually get both cards face up in most modern games.

#  The dealer's up-card is the single most useful piece of information.

#  The hidden hole card is what you're trying to read against.

COACH ISAIAH

Isaiah at your shoulder: the dealer's up-card s the tell of the whole table. Before you
decide anything about your own hand. look at what they are showing. Half of basic

strateqy is just answering the question, how scared should I he of that up-card?’'

KEY TAKEAWAY

Two cards for you; dealer shows one and hides one.

14



()7 LESSON 7 OF 85 A ROUND, START TO FINISH

Your Turn: The Choices

On your turn you can hit, stand, double down, or split.

Here's the key idea first. Read it, then work through why it's true.

When the deal is done and it is your turn, you have a small menu of choices,
and knowing all of them keeps you from leaving value on the table. Hit means
take another card, and you can keep hitting as long as you have not busted.
Stand means you are happy where you are; you take no more cards and pass
the action along. Double down means you double your original bet in
exchange for exactly one more card — one, no more — a power move you
save for strong starting hands. Split is available only when your first two
cards match in value: you separate them into two independent hands and put
up a second bet equal to the first, then play each hand on its own. Some
tables add surrender, letting you fold a bad hand for half your bet. You keep

acting until you stand, bust, or run out of moves.
#  Hit to add a card; stand to stop.

#  Doubling gets you one card only, for double the bet.

#  Splitting needs a matching pair and a second bet.

COACH ISAIAH

these four words — hit, stand, double, split — are your whole vocabulary at the table.
Most beginners only ever use two of them. The players who actually win learn exactly

when to reach for double and split, hecause that is where the edge hides.

KEY TAKEAWAY

Your four turn choices: hit, stand, double, split.

15



()8 LESSON 8 OF 85 A ROUND, START TO FINISH

The Dealer's Turn and Payouts

The dealer reveals the hole card and must keep hitting until reaching at least

I7.

Tlake the idea in, then read on to see how it plays out at the table.

After every player has finished, the spotlight swings to the dealer, and this is
where their lack of freedom works in your favor. The dealer flips the hole
card and then draws by a fixed rule with no thinking involved: keep taking
cards until the total reaches 17 or more, then stop. If the dealer busts past
21, every player still standing wins, no matter how modest their own hand. If
the dealer does not bust, it is simply high total wins — yours beats theirs, or
theirs beats yours. A tie is called a push, and your bet is returned untouched,
like the hand never happened. And the prize hand, a two-card 21 made of an
ace and a ten-value card, is called a natural or 'blackjack,' and it usually pays
3 to 2 instead of the even money a normal win pays.

#  The dealer has no free choice — they hit until 17 or more.
& A push (tie) returns your bet; nobody wins.

# A natural blackjack normally pays 3 to 2, better than an even-money win.

COACH ISAIAH

the dealer is a robot once their turn starts — hit until 17, then freeze. That
predictability is your weapon. When they show a weak card, you let them draw into

the danger you know is coming. Patience heats panic here every single time.

KEY TAKEAWAY

Dealer hits to 17, then it's high hand wins.

16
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PART 03

Know Your Hand

Read any total in a heartheat — hard, soft, pair, or

natural.

Lessons 9-12



QY9 LESSON 9 OF 85 KNOW YOUR HAND

Reading a Total Fast

Add your cards quickly, and always know whether your hand is hard or soft.

Read the idea below, then take the explanation slowly — no rush.

Strong players read a hand in about a second, and you can train your eye to
do the same. The drill is two quick steps. First, add the cards up to a total.
Second — and this is the step beginners skip — ask whether there is an ace
in there still counting as 11. If yes, it is a soft hand, and you can draw to it
without fear because one card cannot bust you. If no, it is a hard hand, and
the higher your hard total climbs into the teens, the more a single ten-value
card can wreck you. That two-second read, total then hard-or-soft, is the
foundation under every decision that comes later in this course. Practice it
with two random cards from a deck at home until you are not even
consciously adding anymore — you just see the hand.

#  First add the total, then check for a flexible ace.

&  Soft totals are forgiving; hard totals can bust.

#  Practice with two random cards until the read is instant.

COACH ISAIAH

Isaiah’s coaching cue: total it, then label it. Total, then label. Say it out loud until it is
muscle memory. The student who knows instantly whether a 17is soft or hard
already plays better than the table average, because that one label decides whether

you stand pat or push for more.

KEY TAKEAWAY

Total it, then label it hard or soft.

19



I() LESSON 10 OF 85 KNOW YOUR HAND
Pai

airs
A pair is two cards of the same value, and it opens the option to split.

Start with the one-line idea, then let the details [ill it in.

When your first two cards share the same value — two 8s, two 9s, two aces,
two queens — you are holding a pair, and pairs unlock a special option no
other hand gets: the split. Splitting lets you pull the pair apart into two
separate hands, each starting with one of the cards and each carrying its own
equal bet. That can turn one awkward hand into two promising ones, or it can
be a trap, depending entirely on which pair you are holding and what the
dealer is showing. We will get into exactly which pairs to split and which to
leave alone in the strategy section. For right now, your only job is recognition:
the instant two matching values hit the felt, your brain should light up with the
word 'pair,' because that is the moment a decision opens up that most

beginners never even notice.
® A pairis any two cards of equal value.
#  Only a pair gives you the split option.

&  Spotting the pair is step one; deciding to split comes later.

COACH ISAIAH

see a pair, think option.'You don't have to split— hut now you can, and that choice is
worth money when you use it right. The worst thing is missing that you even had a

pair to split. Spot it first; decide later.

KEY TAKEAWAY

Matching values - a pair - the chance o split.

20



Il LESSON 11 OF 85 KNOW YOUR HAND

The Natural (Blackjack)

An ace plus any ten-value card on your first two cards is a natural, the best

hand.

Iere's the key idea first. Read it, then work through why it's true.

The best possible start in blackjack has a name: the natural, also called a
blackjack. It is an ace paired with any ten-value card — a 10, jack, queen, or
king — sitting in your opening two cards, for an instant 21. A natural is
royalty: it beats any 21 the dealer or anyone else builds out of three or more
cards, and it usually pays a premium of 3 to 2. That means a ten-dollar bet
returns fifteen dollars in winnings instead of the flat ten you would get on an
ordinary win. The one catch is that it must be your first two cards; a 21 you
piece together by hitting is just a regular 21, not a natural. And if both you
and the dealer flip naturals on the same hand, it is a push — nobody wins,
your bet comes back. This is also exactly why the 3-to-2 payout rule, coming

later, matters so much.
# A naturalis only the first two cards: ace plus a ten-value card.

# |t outranks a 21 built from three or more cards.

» |t typically pays 3 to 2, better than a normal win.

COACH ISAIAH

Isaiah, grinning: when that ace lands next to a face card on the deal, sit hack and
enjoy it — that is the hand we all chase. Just remember the honus only lives in the first
two cards. And keep this number in your pocket: a real blackjack pays 5 to 2. e will

tallk about why some tables try to cheat you on that.

KEY TAKEAWAY

Ace + ten-value on the deal — a natural, paid 5 to 2.

21



2 LESSON 12 OF 85 KNOW YOUR HAND

The Danger Zone: 12 10 16

Hard totals of 12 through 16 are the toughest hands, because one card can

bust them.

Tlake the idea in, then read on to see how it plays out at the table.

If blackjack has a graveyard, it is the hard totals of 12 through 16, and
learning to navigate this danger zone separates thinking players from hopeful
ones. These hands are miserable on purpose: they are too low to feel safe
standing on, yet high enough that drawing a single ten-value card — and the
deck is crawling with them — busts you on the spot. The trap most beginners
fall into is staring only at their own cards and panicking. The real answer
almost never lives in your hand alone; it lives in the dealer's up-card. When
the dealer shows a weak card, you often stand on these stiffs and let them
risk the bust. When the dealer shows strength, you usually have to grit your
teeth and hit, accepting risk because standing is even worse. Same 16 in your
hand, completely opposite plays, decided by that one card the dealer is

showing.
® 12 to 16 are the trickiest hard totals to play.

&  Asingle ten-value card busts any of them.

#  The dealer's up-card decides whether you hit or stand.

COACH ISAIAH

12 through 16 is where the game tries to hreak your nerve. Do not just look down at
yoursad little hand and freeze. Look up. The dealer's card is half the decision— often
more than half. We will drill the exact moves soon, hut the lesson today is: never play

a stiff in a vacuum.

22



KEY TAKEAWAY

Hard 12 to 16 is the danger zone — read the dealer's card.

23



PART 04

Your Moves

Hit, stand, double, split, surrender — and when each

one earns its keep.

Lessons 13-16



I3 LESSON 13 OF 85 YOUR MOVES

Hit and Stand

Hitting takes another card; standing keeps your total and ends your turn.

Read the idea below, then take the explanation slowly — no rush.

Hit and stand are the two moves you will use far more than any other, so let's
make them precise. You hit — take another card — when your total is low
enough that the next card is more likely to help you than to bust you. You
stand — freeze your total and end your turn — when drawing is too risky, or
when your hand is already strong enough to let the dealer try and fail to beat
it. That is the entire art of basic strategy boiled down: for every total you can
hold against every card the dealer can show, there is one mathematically
better choice between these two, worked out long ago by people running
millions of simulated hands. It is not a hunch or a feeling. The good news is
you do not have to compute it live — you just have to learn the pattern, and

the rest of this course hands it to you.

#  Hit when a card is more likely to help than to bust you.
#  Stand when the risk of busting outweighs the gain.

#  Most decisions in the game come down to just these two.

COACH ISAIAH

Isaial’s drill voice: hit to improve, stand to protect. The whole game lives in knowing
which one this exact hand calls for. Beginners hit out of horedom and stand out of
[ear — you are going to do hoth for a reason, every time, hased on the dealer’s card.

That is the difference between gambling and playing.

KEY TAKEAWAY

Hit to improve; stand to lock in your total.

25



1% LESSON 14 OF 85 YOUR MOVES

Double Down

Doubling down doubles your bet for exactly one more card — a power move

on Sll‘()l‘lg starts.

Start with the one-line idea, then let the details [ill it in.

Doubling down is the closest thing blackjack gives you to a knockout punch,
and used right it is where a sharp player presses an advantage hard. When
your first two cards hand you a strong starting total — most classically a
hard 10 or a hard 11 — you can double your bet in exchange for exactly one
more card. The keyword is exactly one: you commit to a single draw and then
you must stand, no matter what shows up. That is why doubling is a pointed
weapon, not a wild swing. You use it when the odds clearly favor you,
especially against a weak dealer up-card where the dealer is likely to bust
anyway. Doubling a hard 11 against a dealer 6 is one of the most profitable
spots in the whole game. Doubling a weak hand because you feel lucky is just

lighting money on fire.
#  Doubling is best on hard 10 and 11 against a weak dealer card.

#  You receive one card only, then you stand automatically.

# It's a way to bet more when the situation favors you.

COACH ISAIAH

doubling down is how you het big exactly when you are supposed to. One card, double
the money — so you only pull this out when you are strong and the dealer is weak. Get
greedy in the wrong spot and it stings twice as much. Strong hand, weak dealer: that

is the green light.

KEY TAKEAWAY

Double - one card, double bet — use it on strong starts.

26



I35 LESSON 15 OF 85 YOUR MOVES
Splitting Pairs

Splitting turns a matching pair into two separate hands, cach with its own

bet.

lere's the key idea first. Read it, then work through why it's true.

Splitting takes a matching pair and turns it into two separate hands, each with
its own equal bet and each played out on its own. Done well, it can rescue a
clumsy combined total or multiply a strong position into two strong ones. The
cost is real, though: you are putting a second bet of equal size on the table,
so this is never a casual move — it is governed by strategy, not mood. Some
pairs are slam-dunk splits every time, some you never split, and a handful
depend on the dealer's up-card. We will nail down the exact rules in the next
lesson, but the underlying logic is always the same question: do two fresh
hands built from these cards beat the one hand they make together? When
the answer is clearly yes, you split and double your action on a good spot.

When it is no, you leave them married and play the single hand.
&  Splitting needs a pair and a matching second bet.

#  Each split card becomes its own hand to play out.

®  Whether to split depends on the pair and the dealer's card.

COACH ISAIAH

Isaiah at the rail: splitting is doubling your bet for a second hand, so respect it. Tiwo
good starts can be worth way more than one mediocre total — but two bhad starts just
doubles your trouble. Next lesson | am giving you the pairs to memorize cold. Until

then: a pair is a question, not an automatic yes.

27



KEY TAKEAWAY

Splita pair into two hands, cach with its own bet.

I6 LESSON 16 OF 85 YOUR MOVES

Surrender and Hand Signals

Where allowed, surrender Yorieits half your bet to escape a bad hand; dealers
read hand signals,

not words.

Take the idea in, then read on to see how it plays out at the table. Two table
realities round out your toolkit. First, surrender: where it is offered, you can
give up your hand right after the deal and lose only half your bet instead of
the whole thing. It feels like quitting, but on your truly hopeless hands against
a monster dealer card — a hard 16 versus a dealer 10 is the classic —
surrendering half is mathematically smarter than throwing the full bet at a
hand you will usually lose. Second, hand signals: because every table is
recorded on camera, the dealer acts on what your hands do, not on what
your mouth says. A tap or scratch on the felt means hit; a flat wave over your
cards means stand. Pushing out chips and a finger count signals a double or a
split. Clear signals keep the game smooth, protect you in any dispute, and

mark you instantly as someone who knows what they are doing.

#  Surrender, where offered, costs half the bet to fold a bad hand.
#  Tap the table for a hit; wave a flat hand for stand.

#  Signals matter because the table is recorded on camera.

28



COACH ISAIAH

surrender is not weakness — it is cutting your losses on a hand the math says you
usually losc. Saving half a bet adds up over a night. And learn the hand signals so you
look like a regular, not a tourist. Tap to hit, wave to stand. Let your hands talk; the

camera is always watching.

KEY TAKEAWAY

Surrender saves half a bet; signals speal Yor you.

29



PART 05

Basic Strategy

The mathematically best play for every hand against

every dealer card.

Lessons 17-20



17 LESSON 17 OF 85 BASIC STRATEGY

What Basic Strategy Is

Basic strategy is the mathematically best move for every hand against every

dealer up-card.

Read the idea below, then take the explanation slowly — no rush.

Basic strategy is the single most valuable thing a new player can learn, so
understand exactly what it is — and what it is not. It is the complete map of
the mathematically best decision for every hand you can hold against every
up-card the dealer can show, built from massive computer simulations that
played out the odds millions of times. It is not magic and it is not a winning
system: following it perfectly will not make you win every hand, or even most
nights. What it does is shrink the house's long-run advantage to roughly half a
percent on a good table, instead of the several percent that careless play
hands over. Think of it as paying the lowest possible 'rent' to play a game you
enjoy. Everything else in advanced blackjack is a small adjustment on top of

this foundation, which is why we drill it before anything fancy.
® It's a complete map of the lowest-risk play for each situation.

4 |t doesn't promise wins; it minimizes long-run losses.

&  Learning it well is the biggest single improvement you can make.

COACH ISAIAH

Isaiah, dead scrious for a second: hasic strateqy is not optional homework — it is the
whole game for ninety percent of players. Learn it and you are harely losing to the
house. Ignore it and you are donating. There is no card trick that heats simply

making the right move every hand. Start here, master here.

KEY TAKEAWAY

Basic strategy - the lowest-loss play for every situation.
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I8 LESSON 18 OF 85 BASIC STRATEGY

Hard Totals

With hard hands: stand on 17 and up, hit 8 or less, and let the dealer's card

decide the middle.

Start with the one-line idea, then let the details [ill it in.

For hard hands — hands with no ace, or an ace stuck at 1 — basic strategy
fits into a frame simple enough to hold in your head. If you have a hard 17 or
higher, you stand, every time, no exceptions; the bust risk on a hit is just too
steep. If you have a hard 8 or lower, you hit freely, because you cannot bust
and you need to grow. The whole drama lives in the middle: the hard 12
through 16 'stiff' totals. The rule there keys entirely off the dealer's up-card.
When the dealer shows a weak card — a 2 through 6, the cards they bust
with most — you stand and let them take the risk. When the dealer shows a 7
or higher, you hit and try to improve, because a strong dealer is likely to
make a good hand you will need to beat. Weak dealer, you sit back; strong
dealer, you fight.

#  Stand on hard 17 and above, every time.

&  Hit hard 8 and below freely.

# On 12 to 16, stand against a weak dealer card and hit against a strong one.

COACH ISAIAH

stand on 17 and up, hit 8 and under, and on the ugly 12-10-16 let the dealer's card
decide. Weak card showing — 2 through 6 — you stand and make them sweat. Strong
card — Tandup — you take your hit and try to climh. Burn that split in two halves and

you have the backhone of hard-total play.
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KEY TAKEAWAY

Stand 17+, hit 8-, and read the dealer's card on 12 to 16.

19 LESSON 19 OF 85 BASIC STRATEGY

Soit Totals

Solt hands play aggressively, because a single card can never bust them.

Here's the key idea first. Read it, then work through why it's true.

Soft hands — the ones with an ace still working as 11 — get played boldly,
and the reason is liberating: you cannot bust them on a single card, because
the ace just drops to 1 if you draw big. That safety net means you should
almost never time out early and stand on a low soft total. As a rule of thumb,
soft 17 or lower wants a hit or a double rather than a meek stand, and
several soft hands are excellent doubling spots against a weak dealer card
— a soft 17 or soft 18 against a dealer 5 or 6, for example. Soft 18 is the
tricky one worth remembering: it is good but not great, so you stand against
middling dealer cards, double against the weak ones, and actually hit against
a strong dealer 9, 10, or ace. The cardinal sin is standing too early and

wasting the very flexibility the ace gave you.

#  You can't bust a soft hand on one draw, so play it boldly.
&  Soft 17 or lower is usually a hit, not a stand.

&  Many soft hands are good doubles against weak dealer cards.
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COACH ISAIAH

Isaiah, encouraging: with a soft hand you get a free swing — one card cannot knock
you out, so quit playing scared. Push those soft totals. The classic heginner leak is
standing on soft I7 like it is a real I7; it is not, and the ace is hegging you to improve it.

Be brave when you are soft.

KEY TAKEAWAY

Play soft hands aggressively — they can't bust on one card.

2() LESSON 20 OF 85 BASIC STRATEGY

Pairs: The Rules to Memorize
Always split aces and 8s; never split 10s, 5s, or 4s.

lake the ideain, then read on to see how it plays out at the table.

A few pair rules are worth memorizing until you could recite them asleep,
because they come up constantly and the wrong move is expensive. Always
split aces: two aces stuck together make a soft 12, a weak total, but split
apart they become two fresh hands each one card away from 21 — a huge
upgrade. Always split 8s: a pair of 8s is a hard 16, the single worst hand in
blackjack, so even when you split into a tough spot you are escaping the
worst total in the game for two fairer starts. Never split 10s: you are already
sitting on 20, a near-certain winner, and breaking it up to chase something
better is throwing away a great hand. Never split 5s: a pair of 5s is really a 10,
a fantastic hand to hit or double, far better than two weak hands starting at

5. And never split 4s, which just leaves you with two feeble little hands.

& Always split aces and always split 8s.

®  Never split 10s — twenty is already a winner.
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Never split 5s or 4s; you're better off hitting.

COACH ISAIAH
aces and eights, ahvays split. Tens, fives, and fours, never. Lock those five in like a
phone number. lhvays split aces and eightswill save you more money than any

clever read you ever make, hecause these spots come around all night long.

KEY TAKEAWAY

Splitaces and 8s; never split 10s, 3s, or 4s.
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PART 06

Odds And Edge

The real numbers behind busting, the dealer, and the

house edge.

Lessons 21-24



21 LESSON 21 OF 85 ODDS AND EDGE

Your Bust Odds by Total

The higher your hard total, the more likely one more card busts you.

Read the idea below, then take the explanation slowly — no rush.

Probability is the engine under the whole game, and your own bust odds are
the first gauge to read. With a hard total of 11 or lower, you literally cannot
bust on the next card — there is no card that pushes you over, so hitting is
risk-free in that sense. The moment you reach 12, danger appears and then
climbs steadily: the chance that one more card busts you sits around a third
at 12, rises to roughly half by the time you are at 14 or 15, and keeps
marching upward as you near 20. Seeing those numbers laid out explains
everything about why the 12-to-16 zone is played so carefully and why
nobody agonizes over hitting a 10. You are not being timid for no reason; you
are respecting a real, rising probability of blowing the hand. Understanding

the curve turns scary decisions into informed ones.
#  You can't bust a hard 11 or lower on one card.

&  Bust risk rises sharply from 12 upward.

#  These numbers are why 12 to 16 are handled with care.

COACH ISAIAH

Isaiah with the numbers: under 12, swing away — you physically cannot bust on one
card. From 12 up, the bust risk climbs fast, and by 16 it is roughly a coin [lip that the
next card ends you. That is not fear talking. that is math. Respect the curve and you

will stop making panicky hits that you should have skipped.

KEY TAKEAWAY

Below 12 you can't bust; above i, risk climbs fast.
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29 LESSON 22 OF 85 ODDS AND EDGE

Dealer Bust Odds by Up-Card

The dealer busts most often showing a 5 or 6, and least often showing a 10 or

ace.

Start with the one-line idea, then let the details [ill it in.

The other half of smart play is reading the dealer's likely fate, and the
dealer's up-card tells you almost everything. The dealer is weakest showing a
4,5, or 6 — they bust over 40 percent of the time with a 5 or 6 in particular
— because those cards often force them to draw into stiff totals and tip over
21. That is precisely why you stand on your own marginal hands against
those cards: you let the dealer do the dying. The picture flips hard once the
dealer shows a 7 through ace. Now they are far more likely to land on a solid
17 through 21, so a passive hand of yours will just lose, and you have to take
risks to improve. The whole rhythm of basic strategy is matching your
aggression to the dealer's bust chance: relax when they are weak, fight when

they are strong.
# 5 and 6 are the dealer's weakest up-cards — they bust a lot.

4 7 through ace are strong dealer cards.

&  Match your aggression to the dealer's likely bust chance.

COACH ISAIAH

the dealer's weakest cards are 4, 5, and 6 — that is when you sit tight and let them
bust themselves. When they [lip a 7through ace, the party is over for passive play; now
you have to make a hand. Memorize the weak window — jour, five, six — and half

your decisions get casy.

KEY TAKEAWAY

Dealer is weakest on 4-53-6, strongest on 10 and ace.
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2% LESSON 23 OF 85 ODDS AND EDGE

The House Edge

The house keeps a small built-in edge, which good play shrinks but never

cerases.
lere's the key idea first. Read it, then work through why it's true.

Every casino game is engineered so the house wins a little more than it loses
over the long run, and that built-in margin is called the house edge. In
blackjack the edge is unusually beatable-feeling but never actually gone. Play
carelessly — bad hits, missed doubles, splitting the wrong pairs — and you
can hand the house several percent of every dollar you wager. Play tight
basic strategy on a good table and you trim that all the way down to roughly
half a percent, which is one of the best deals on the entire floor. But half a
percent is not zero, and it never becomes zero through normal play. That
single fact is the most honest thing anyone can tell you about gambling: this is
entertainment that costs money over time, like a movie ticket with a variable

price, not an income stream and not a plan to pay your bills.
#  The house edge is the casino's small long-run advantage.

# Basic strategy shrinks it to around half a percent.

® It's never zero, so treat play as paid entertainment.

COACH ISAIAH

Isaiah, level and honest: the house alhvays keeps a sliver, even when you play perfectly.
Good strateqy shrinks it to alinost nothing — hut almost nothing is not nothing. So
play because it is fun and you love the skill of it, never hecause you are counting on it

to make money. Anyhody who tells you different is selling something.
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KEY TAKEAWAY

The edge is small with good play, but it never disappears.

2% LESSON 24 OF 85 ODDS AND EDGE
The 'Due Card' Myth

No card is ever 'owed' 10 you; a streal ereates no debt, and 'overduce' is a

feeling, nota Yact.

Take the idea in, then read on to see how it plays out at the table.

After a run of small cards, your gut will scream that a big card is 'due.' Your
gut is lying. Here is the careful version: the deck owes you nothing, and a
streak never creates a debt. A long run of low cards does not load the next
card to be high. The only thing that genuinely shifts the odds is the changing
make-up of the cards still in the shoe — and you only know that if you are
actually counting. Short of counting, you have no real basis for a hunch. This
is the gambler's fallacy, and it is responsible for an enormous share of bad
decisions at the table, because it tempts players into hits, stands, and bets
based on a story instead of the actual odds in front of them. Your decisions
should rest on exactly two real things: your current total and the dealer's up-
card. That is the genuine information. 'I'm due,' 'it has to come,''l can feel it' —
those are feelings, and feelings are not probabilities. The player who plays

the cards on the table, not the streak in their head, is the player who lasts.

& A streak never makes any card 'owed' to you.
& Base every move on the real odds, not on streaks.

# 'I'm due'is the feeling that leads to poor decisions.
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COACH ISAIAH

there is no such thing as ‘due.’ The cards do not remember the last hand and they are
not keeping score for you. The second you start chasing a fecling instead of playing
your total against the dealer’s card, the game has already won the mental hattle. Play

what is in front of you, not the story in your head.

KEY TAKEAWAY

The deck owes you nothing — play the real odds, not a hunch.
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PART 07

Pick A Good Table

Read the felt before you sit — the rules decide the

game.

Lessons 25-28



25 LESSON 25 OF 85 PICK A GOOD TABLE

Single Deck vs Shoe

Fewer decks generally Yavor the player, all else being equal.

Read the idea helow, then take the explanation slowly — no rush.

Games come dealt one of two ways, and the difference is worth knowing
before you sit. Hand-held games use one or two decks dealt straight from the
dealer's hand; shoe games use four, six, or eight decks loaded into a plastic
holder called a shoe. As a pure odds matter, fewer decks slightly favor the
player and make any card-tracking easier, so a single-deck game sounds like
the obvious choice. Here is the catch the casinos count on: they routinely bolt
worse rules onto those tempting single-deck tables — most notoriously a 6-
to-5 blackjack payout instead of 3 to 2 — which more than erases the benefit
of fewer decks. So deck count is never judged on its own. You weigh it
together with the payout, the soft-17 rule, and the doubling and splitting rules
to see whether a table is actually good. A 'single deck' sign is bait until you

check the fine print.
# Hand-dealt games use one or two decks; shoes use four to eight.

#  Fewer decks slightly help the player.

#  Always judge deck count alongside the table's other rules.

COACH ISAIAH

Isaiah's warning: fewer decks help you a little, sure — but the casino knows that, so
they love 1o slap a garhage payout on the single-deck table to win it hack. Never pick a
table on deck count alone. Read every rule on the felt first. The pretty sign is the hoole;

the rules underneath are the truth.

KEY TAKEAWAY

Fewer decks help — but check the rules that come with them.
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2G LESSON 26 OF 85 PICK A GOOD TABLE

Hits or Stands on Soit 17

A table where the dealer stands on solt 17 is better for you than one where

they hitit.

Start with the one-line idea, then let the details [ill it in.

One little line printed on the felt changes your odds more than most players
ever realize: what the dealer does on a soft 17. There are two versions.
'Dealer stands on soft 17' means when the dealer reaches a 17 that includes
an ace as 11, they freeze — and this is the better rule for you. 'Dealer hits
soft 17' means they take another card on that hand, giving themselves an
extra chance to turn a so-so 17 into an 18, 19, 20, or 21, which quietly grows
the house edge against you. The difference is roughly two-tenths of a percent,
which sounds tiny until you stack it over hundreds of hands. The rule is
almost always printed right on the table layout, usually as 'S17' or 'H17' or
spelled out in small letters. Make a habit of finding it before you sit, the same

way you would check the price before ordering.
#  'Dealer stands on soft 17'is the player-friendly rule.

4  'Dealer hits soft 17' nudges the edge toward the house.

#  The rule is usually printed right on the table.

COACH ISAIAH

look for the soft-17 rule on the felt every single time. 'Stands on soft I7"is your friend;
‘hits soft I7 quietly takes a litile more from you each hand. It is a small number, hut
blackjack is a game of small numbers stacked into a long night. Pick the table that

gives the dealer fewer free swings.
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KEY TAKEAWAY

Prefer tables where the dealer stands on soft 17.

2% LESSON 27 OF 85 PICK A GOOD TABLE

SRvsBLod

Only play tables that pay 3 to 2 on a natural; avoid 6 (o0 5.

Here's the key idea first. Read it, then work through why it's true.

If you remember one number from this entire course, make it this one: a
natural blackjack should pay 3 to 2, and you should refuse to play where it
pays 6 to 5. On a 3-to-2 table, a ten-dollar blackjack wins you fifteen dollars.
On a 6-to-5 table, that same ten-dollar blackjack wins only twelve — three
dollars stolen from your single best hand, every time it comes. That worse
payout roughly triples the house edge, turning an excellent game into a
tourist trap, and casinos lean on flashy single-deck or 'party pit' tables to hide
it behind a fun atmosphere. The number is always posted right on the felt. If it
says 6 to 5 — or 'blackjack pays 6:5' — stand up and walk to a different table
without a second thought. There is no strategy clever enough to overcome
handing back that much on your best hands. This is the most important table-

selection rule there is.

& 3to 2is the payout you want on a natural.
# 6 to 5 pays less and sharply raises the house edge.

#  Read the felt; leave any 6-to-5 table.

45



COACH ISAIAH

Isaiah, loud and clear so it sticks: three-to-two good, six-to-five had. Say it at the
entrance (o every pit. A 6-10-5 table robs your hest hand all night long. and no amount
of perfect play fixes it. See those numbers on the felt? Keep walking. This one rule

protects more of your money than anything else I will teach you.

KEY TAKEAWAY

3102 good, 6 o 5 bad — check before youssit.

28 LESSON 28 OF 85 PICK A GOOD TABLE

Double, Re-Split, and Surrender Rules

Tables that allow doubling after a split, re-splitting, and surrender are
Iriendlier to the player.

Take the idea in, then read on to see how it plays out at the table.

Beyond the headline payout, a handful of permission rules quietly tilt a table
toward you or away from you, and the friendly tables let you do more.
'‘Double after split' lets you double down on a hand you have just split, so
when a split goes well you can press the advantage — a small but real gift.
'Re-split allowed' lets you split again if you draw yet another matching card,
keeping your flexibility alive. And surrender, where offered, lets you bail out
of your worst hands for half a bet instead of the whole thing. None of these
rules are required, so a table that grants them is literally giving you better
odds than one that does not, for the same minimum bet. When you are
choosing between two tables that look the same, these permissions are the

tiebreaker, and over a long session they genuinely add up.

#  Double-after-split is a small but real bonus.

&  Re-splitting gives more flexibility with pairs.
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Available surrender lowers the cost of your worst hands.

COACH ISAIAH

when two games look identical, the one that lets you double after splitting. re-split,
and surrender is the better seat— every time. These are free humps in your odds.
Same minimum, more options, lower edge. Read for them, and when you find them,

sit down. The casino is handing you a small discount; take it.

KEY TAKEAWAY

More options — double-alter-split, re-split, surrender — Tavor you.
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PART 08

At The Table

Buying in, etiquette, and the hand signals that keep

you smooth.

Lessons 29-32



29 LESSON 29 OF 85 AT THE TABLE
Buying 1

Setyour cash on the felt and say 'change, please' — don't hand money to the

dealer.

Read the idea helow, then take the explanation slowly — no rush.

Joining a live game has a little etiquette, and doing it smoothly marks you as
someone who belongs. First, wait for the current hand to finish — never try
to jump in mid-hand. Then set your cash flat on the table felt, and crucially,
not inside the betting circle, because money dropped in the circle can be
read as a bet. Say 'change, please.' The dealer takes your cash, spreads it out
on the layout so the overhead cameras and the floor supervisor can clearly
verify the amount, announces the total, and converts it into chips in sensible
denominations. Dealers generally cannot take money directly from your hand
— it all has to happen on the table in full view for security. If you are unsure
how you want your chips broken down, just ask the dealer to do whatever is
normal; they help with this all day. Then you are stacked, seated, and ready

for the next hand.
&  Wait for the hand to end before buying in.

# Lay cash on the felt, not in the betting circle.

# Say 'change, please' and let the dealer make chips.

COACH ISAIAH

Isaiah at the table: lay your cash on the felt — not in the betting circle — and say
change, please.' Let the dealer do the rest in front of the cameras. Do not hand money
straight to them; that is not how it works, and it makes everyone tense. Smooth buy-

in, smooth night. You will look like a reqular from your very first hand.
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KEY TAKEAWAY

Cash on the felt, 'change please,' wait for chips.

3() LESSON 30 OF 85 AT THE TABLE
Choosing a Seat and Etiquette

Any open seat is fine, and a little table courtesy goes a long way.

Start with the one-line idea, then let the details [ill it in.

Where you sit does not matter to your odds, so take any open seat and relax
— first base, third base, dead center, it is all mathematically the same. What
does matter is a little table courtesy that keeps the game pleasant and the
dealer relaxed. Stack your chips neatly with the bigger denominations on the
bottom. In the standard face-up game, do not touch your cards at all; the
dealer handles everything. Once the cards are out, do not touch your bet
either — the time to size it was before the deal. Be friendly but unobtrusive,
especially if you are joining mid-shoe, and avoid giving loud unsolicited advice
to other players. Tipping the dealer occasionally, by betting a small chip for
them, is customary and appreciated though never required. None of this
changes the math, but it makes you welcome, and a relaxed table is simply
more fun to play.

#  Pick any open seat — position doesn't affect odds.
# Inface-up games, don't touch your cards.

& Don't touch your bet once the hand has started.
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COACH ISAIAH

sit anywhere — your seat does not change a thing ahout your odds, so ignore the
superstitions. Keep your hands off your cards in a jace-up game and off your het once
the hand starts. Be cool, be quiet, tip now and then. Good etiquette won't win you a

hand, but it makes the whole night smoother, and that matters.

KEY TAKEAWAY

Sitanywhere open; keep hands oY cards and bets mid-hand.

3] LESSON 31 OF 85 AT THE TABLE

Hand Signals at the Table

Use clear hand signals, because the table is recorded and the dealer acts on
gestures.

Here's the key idea first. Read it then work through why it's true.

Because every blackjack table is recorded on camera for security, dealers
respond to clear hand signals rather than spoken words — your gestures are
the official record of what you wanted. Learn them and your play becomes
unambiguous and fast. To hit, lightly tap or scratch the felt with your finger
near your cards. To stand, wave a flat hand, palm down, side to side over
your cards. To double down, place the additional chips beside your bet and
hold up one finger. To split, place the second bet and hold up two fingers in a
V. These signals exist to protect everyone: if there is ever a dispute about
whether you said 'hit' or 'stand,' the camera shows exactly what your hand
did. Mumbling a word the dealer mishears can cost you a hand, but a crisp
tap or wave never lies. Practice the gestures until they feel natural and the
whole table moves faster around you.

#  Tap the table to hit; wave a flat hand to stand.
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#  Add chips and signal for doubling or splitting.

#  Signals exist because the table is recorded on camera.

COACH ISAIAH

Isaiah’s quick drill: tap the felt to hit, wave flat to stand. Practice those two until they
are reflex. The camera reads your hands, not your mouth, so let your hands speak
clearly. A confident tap or wave keeps the game moving and keeps any dispute in your

[Javor — hecause the tape ahvays shows what you actually signaled.

KEY TAKEAWAY

"Tap to hit, wave to stand — let your hands do the talking.

32 LESSON 32 OF 85 AT THE TABLE

Live Tables vs Online

Live and online play Yollow the same rules, but card-reading skills only apply
(o live shuftled decks.

lake the idea in, then read on to see how it plays out at the table.

The core game of blackjack is identical whether you play across a felt table
or on a screen — same card values, same goal, same basic strategy. But
there are real differences worth understanding before you choose. The big
one for any aspiring advanced player: typical online and software-based
blackjack reshuffles the deck after essentially every hand, so any method
that depends on tracking which cards have come and gone simply does not
apply there. The deck is effectively brand new each round. Live tables, by
contrast, deal through a real shoe at a human pace, complete with etiquette,
hand signals, and other players, and they move slower and more socially.
Online play is faster, solitary, and available any hour, which makes it a great
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place to drill basic strategy cheaply with a strategy chart open beside you.
Pick whichever fits how you like to learn — just know the card-reading skills

only ever come alive at a live, real-deck table.
#  The rules of the game are the same live or online.

#  Online software reshuffles, so card-reading doesn't apply.

# Live play has pace, etiquette, and signals; online is faster.

COACH ISAIAH

online is perfect for practice — [ast, cheap, and you can keep a strategy chart right
next 1o you with nobody judging. [ust know the software reshuffles constantly, so any
deck-reading you learn later only matters at a live table. Drill online, then bring those

instincts to the felt. Same gamne, two very different rooms.

KEY TAKEAWAY

Same game both ways; card-reading only fits live decks.
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PART 09

Money And Limits

Bankroll, betting systems, insurance, and playing

responsibly.

Lessons 33-36



55 LESSON 33 OF 85 MONEY AND LIMITS

Bankroll Basics

Decide in advance how much you're willing to spend, and treat it as the cost

ol entertainment.

Read the idea helow, then take the explanation slowly — no rush.

Your bankroll is simply the money you have set aside for play and are fully,
genuinely prepared to lose — and defining it honestly before you start is the
most important money skill in the game. The rule of thumb is to keep each
bet small relative to that total, so a normal, unremarkable losing streak does
not wipe you out in ten minutes. If your bankroll for the night is two hundred
dollars, betting twenty-five a hand is asking to be busted fast; betting five or
ten gives you room to ride the swings that always come. The healthiest
mental frame is to treat the whole bankroll as the price of an evening's
entertainment, the same way you would think about concert tickets or a nice
dinner — money spent on a good time, not money invested expecting a
return. When you think of it that way, a losing night is just the cost of the fun,
and a winning night is a bonus.

&  Only bring money you're truly prepared to lose.

#  Keep each bet small relative to your total.

#  Frame it as the cost of entertainment, not an investment.

COACH ISAIAH

Isaiah, straight up: decide what you can afford to lose before you sit down, and only
bring that. Then bet small enough to survive a cold streak, hecause cold streaks are
normal, not had luck. Treat it like the price of a night out. The player who sets that

number in advance and sticks to it never has the worst kind of night.
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KEY TAKEAWAY

Seta spend limit first; bet small against it.

5/,1 LESSON 34 OF 85 MONEY AND LIMITS
Why Betting Systems Fail

Doubling-up systems like Martingale and Parlay can't beat the house edge

they just risk more.

Start with the one-line idea, then let the details [ill it in.

Sooner or later someone will sell you a 'betting system,' and you need to
know why every one of them fails. These systems change your bet based on
the last result. The Martingale doubles your bet after every loss, promising
that one win erases all the losses; the Parlay (or anti-Martingale) doubles
after every win to 'ride a streak.' They feel ingenious, and they are all built on
the same broken idea: that the size of your bet can somehow change the
odds of the next hand. It cannot. The cards do not know or care what you are
wagering. What these systems actually do is escalate your risk frighteningly
fast — a Martingale after just a few losses demands enormous bets that slam
straight into the table maximum or your own bankroll limit, and then you are
stuck with a huge loss and no way to recover it. The math of the game is
exactly the same whether you bet flat or chase a system. Flat betting is

honest; systems just hide the same edge behind drama.

# No bet pattern changes the odds of the next hand.
&  Martingale and Parlay just escalate risk quickly.

#  Systems hit the table max or your limit, not a payday.
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COACH ISAIAH

every hetting system is a magic trick with no rabbit. Doubling after losses feels smart
right up until you hit the table max with your whole hankroll on the line. The bet size
never changes the cards. Bet within a steady, sensible range and ignore anyone

promising a pattern that beats the house. There isn't onc.

KEY TAKEAWAY

Betting systems escalate risk: they never beat the edge.

33 LESSON 35 OF 85 MONEY AND LIMITS

Insurance Is a Poor Bet

\When the dealer shows an ace, 'insurance'is a side bet that usually costs you
over time.

Here's the key idea first. Read it then work through why it's true.

When the dealer's up-card is an ace, you will be offered 'insurance,' and the
steady answer for almost everyone is no thanks. Insurance is a side bet, up to
half your original wager, that the dealer's hidden card is a ten-value card
giving them a natural blackjack. It is dressed up to sound protective — like
you are guarding your hand against a dealer blackjack — but the payout it
offers does not match the true odds of that hole card being a ten. Because
the odds are tilted, taking insurance loses you money steadily over time; it is
just another bet with a house edge baked in, not actual protection. The one
narrow exception is for skilled card-counters tracking a deck rich in ten-value
cards, which is not where you are starting. For every ordinary player, the
disciplined, money-saving move is to wave off insurance every single time it is
offered, no matter how scary that ace looks.

# Insurance is a side bet that the dealer has a natural.
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#  |ts payout doesn't match the real odds.

#  For most players, the right move is to always decline it.

COACH ISAIAH

Isaiah's reminder: that ace looks scary, and ‘insurance'sounds safe — but it is a
sucker het with the odds against you. Decline it every time. Saying no to insurance is
one of the easiest winning habits in the whole game, hecause it is the same right

answer in almost every situation: no, thank you, deal the cards.

KEY TAKEAWAY

Skip insurance — the payout doesn't match the odds.

56 LESSON 36 OF 85 MONEY AND LIMITS

Play Responsibly

Set limits, take breaks, and stop when you planned to — the house always
keeps its small edge.

lake the idea in, then read on to see how it plays out at the table.

Everything in this course points to one closing idea: play responsibly, because
the house keeps its small edge no matter how well you play. The healthiest
habits are decided before you start, not in the heat of a streak. Set a
spending cap — the bankroll you are prepared to lose — and stop when you
hit it, win or lose. Set a time cap so you do not lose track of the clock in a
windowless room built to erase it. Pick a walk-away point and actually walk.
Never chase losses by betting bigger to 'get even,' which is exactly how a bad
night becomes a disaster, and never, ever play with money meant for rent,
bills, or anything you need. Take breaks, drink water, and keep the whole
thing in proportion: this is a game of skill, odds, and smart limits, best enjoyed
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as entertainment. If it ever stops being fun, that is the signal to stand up and
go home.

#  Decide your money and time limits before you sit.

# Never chase losses or use money you need elsewhere.

#  Walk away on schedule — the edge never goes away.

COACH ISAIAH

set your limits before the first hand and honor them like a promise to yoursclf. Never
chase losses, never play with money you need, and walk when you said you would.
Master the strateqy, yes — but master yourself first. That is the real win, and it is the

one nohody can take from you. Play smart, play happy, and know when to leave.

KEY TAKEAWAY

Limits first, breaks often, and stop on plan.

59



PART 10

Counting Cards

IWhat counting really is — legal, learnable, and no

movie magic.

Lessons 37-40



3¢ LESSON 37 OF 85 COUNTING CARDS

What Card Counting Is

Counting tracks whether the cards left are rich in high cards — it's legal, but
casinos can ask you to

leave.

Read the idea below, then take the explanation slowly — no rush. Card
counting is the most mythologized topic in blackjack, so let's strip it down to
the truth. Counting is not memorizing every card that has been played —
nobody does that. It is keeping one simple running tally that estimates
whether the cards still left in the shoe lean rich in high cards, which favors
the player, or rich in low cards, which favors the dealer. When lots of tens
and aces remain, you get more blackjacks and more strong doubles, so a
counter bets more in those moments and less otherwise. It is completely
legal — you are only thinking, and no law says you must think badly. But
casinos are private businesses, and they push back: they shuffle earlier, use
more decks, and can simply ask a skilled counter to leave or bar them from
blackjack. So counting is a genuine discipline that takes real practice, not a
movie-magic shortcut to riches, and it only matters at live, real-deck tables.

#  Counting estimates if the remaining cards favor you.

& |t's legal, but casinos may shuffle or ask you to go.

# It's a practiced skill, not a guaranteed win.

COACH ISAIAH

Isaiah setting expectations: counting is real, it is legal, and it is nothing like the
movies. You are not memorizing cards — you are keeping one running number that
tells youwhen the deck loves you. It takes practice and the casino is allowed to show
you the door for it. Learn it to understand the game deeply, not hecause you think it is
amoney printer. ltisn.
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KEY TAKEAWAY

Counting reads the remaining deck — legal, but no magic.

38 LESSON 38 OF 85 COUNTING CARDS

The Running Count

In the Hi-Lo system, low cards add 1. high cards subtract 1, and 7-8-9 count

as 7ero.

Start with the one-line idea, then let the details [ill it in.

The most common counting method is called Hi-Lo, and its beauty is that it
asks you to track just one number. You assign each card a value as it appears
and add it to a running count. Low cards — the 2, 3, 4, 5, and 6 — each count
as plus one, because every low card that leaves the shoe is good news for
you, nudging the remaining deck toward high cards. High cards — the 10s,
face cards, and aces — each count as minus one, because losing them is bad
news. The middle cards, 7, 8, and 9, count as zero and are simply ignored. As
the hand plays out you keep one running total in your head, adjusting up and
down with each card you see. A higher positive number means a lot of high
cards are still to come, which is exactly when blackjacks and strong hands
cluster. It is arithmetic you can do, but doing it accurately at table speed
while playing perfect strategy is the real challenge.

# 2 through 6 are +1; 10 through ace are -1.
# 7,8,and 9 count as 0.

4 A higher count means more high cards are still to come.
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COACH ISAIAH

Hi-Lo is just plus one for the litle cards, minus one for the big ones, and zero for
seven, eight, nine. One running number, that's it. Sounds easy sitting here — try it
while you are also playing perfect strateqy, making change, and chatting. That is why

counting is a skill, not a trick. Start hy practicing the count alone, slowly.

KEY TAKEAWAY

Hi-Lo: low cards 1, high cards -1, middles 0.

39 LESSON 39 OF 85 COUNTING CARDS

The True Count

Divide the running count by the decks still to be played to get the true count.

Tlere's the key idea first. Read it then work through why it's true.

A raw running count can fool you, because the same number means wildly
different things depending on how many cards are left, and the fix is the true
count. Imagine a running count of plus six. With only one deck remaining, that
is a strong, juicy advantage packed into a few cards. Spread that same plus
six across six decks still to be dealt, and it is barely a whisper of an edge. To
compare fairly, counters convert the running count into the true count with a
simple division: true count equals the running count divided by the number of
decks still remaining to be played. That single adjustment is what actually
reflects your real edge at any moment, and it is the number serious players
use to decide how much to bet — more when the true count is high, the
minimum when it is not. Without this step, a counter would badly misjudge
early-shoe situations and bet wrong. The true count, not the running count, is
the figure that matters.

#  The running count alone can mislead across many decks.
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#  True count = running count divided by decks remaining.

#  True count is the figure that reflects the real edge.

COACH ISAIAH

Isaiah refining the craft: a running count by itself can lie to you, hecause six in one
deck is a feast and six across six decks is nothing. Divide by the decks left and you get
the true count — the honest read on your edge. That is the number that tells a real
counterwhen to push the bet. Running count gets you in the door:; true count tells you

what to do.

KEY TAKEAWAY

True count running count - (JL‘CI\'S rcmaining.

%0 LESSON 40 OF 85 COUNTING CARDS

The Honest Limits

Counting gives only a tiny edge, takes serious practice, and casinos work

hard to defeat it.

lake the idea in, then read on to see how it plays out at the table.

Let's end card counting — and this course's advanced section — with
complete honesty, because the myths cause real harm. Even executed
perfectly, counting produces only a small edge, on the order of a percent or
so, and that edge only reveals itself over many, many hours of disciplined
play. It will never, ever guarantee you a winning single night; the swings of
variance are enormous in the short run, and a perfect counter can lose for
hours. On top of that, the casinos are not sitting still: they shuffle more often,
deal fewer cards before reshuffling, spread out more decks, and train staff to

spot the betting patterns counters use, all specifically to neutralize the
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advantage. So treat counting as a fascinating discipline that deepens your
understanding of probability and the game — absolutely worth learning for
that — but never as a get-rich scheme or a substitute for a job. The honest
player who understands its limits is the one who never gets burned chasing a

fantasy.
# A perfect count yields only a small, long-run edge.

# It never pays off in a single session.

#  Casinos shuffle, stack decks, and watch to defeat it.

COACH ISAIAH

counting done perfectly is a small, slow edge that only shows up over the long haul —
never a guaranteed payday. and the casinos fight it hard. Learn it hecause you love
understanding the game, not because you think it is easy money. The smartest players
1 kenow respect exactly what counting can and can't do. Know the limits, and you will

never get burned chasing a dream.

KEY TAKEAWAY

Counting is a small, slow edge - never easy money.
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PART 11

The Math Behind The Edge

Expected value, variance, and how the count

becomes moncy.

Lessons 41-44



%1 LESSON 41 OF 85 THE MATH BEHIND THE EDGE

Expected Value

Expected value is the average result of a bet over the long run — with good
basic strategy, about

minus half a percent per hand.

Take the idea in, then read on to see how it plays out at the table. Expected
value, or EV, is simply the average outcome of a bet if you could repeat it
forever. It does not predict any single hand; it tells you the long-run drift. For
a blackjack player using correct basic strategy on a decent set of rules, the
EV is roughly minus one half of one percent per hand. In plain money, that
means for every hundred dollars you put into action across many hands, you
should expect to lose around fifty cents on average. Compare that to a slot
machine, where the built-in edge is often several percent, and you can see
why basic strategy matters so much: it takes a game the house used to win
easily and turns it into one of the closest contests on the floor. The number is
negative, so the house still wins over time — but the better your play, the
smaller and slower that loss becomes. Every misplay you make widens the
gap and feeds the casino more than it has to take.

#  Think in averages, not single hands — EV describes the long run, never the
next deal.

#  Roughly half a percent of everything you wager is the expected cost of
perfect basic strategy.

&  Sloppy play raises that cost; tight play keeps it near the minimum.

COACH ISAIAH

Beginners obsess over one hand — hut I lost with a 20! One hand is noise. EVis the
signal. Your job is to make decisions that are right on average and let the math grind
in your favor over thousands of hands. Stop scoring single rounds and start playing

the long game.
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KEY TAKEAWAY

Expected value is the long-run average — good play keeps it small, not zero.

%2 LESSON 42 OF 85 THE MATH BEHIND THE EDGE
Variance and Standard Deviation

Even perfect play swings wildly in the short run — the standard deviation of a

single hand is about

1.15 betting units.

Read the idea below, then take the explanation slowly — no rush. If expected
value is the slow, steady drift, variance is the storm on top of it. Each hand of
blackjack has a standard deviation of roughly 1.15 betting units — a measure
of how far a typical result strays from the average. Doubles, splits, and
blackjacks pay extra, which is good for you, but they also make the ride
bumpier. Here is the key relationship: swing does not grow as fast as the
number of hands. Total standard deviation scales with the square root of the
number of hands, so for n hands it is about 1.15 times the square root of n.
Play a hundred hands and your typical swing is around 11 to 12 units in either
direction; the EV over those same hands is only about half a unit. That is why
a skilled player can sit down, play flawlessly, and still walk away down for the
night — or up big. About ninety-five percent of the time your actual result
lands within two standard deviations of expected value. Variance is not a sign
you are doing something wrong; it is the normal texture of the game.

#  One hand swings about 1.15 units on average — expect chop, not a
straight line.

#  Swing grows with the square root of hands played, while expected loss
grows in a straight line.

#  Alosing session with perfect play is completely normal variance, not a
mistake.
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COACH ISAIAH

The swings will test your nerve more than your skill. I have watched perfect players
tilt hecause they confused a had night with a bad strateqy. They are not the same
thing. Learn what normal variance feels like so a losing streak never tricks you into

abandoning the math that's actually working for you.

KEY TAKEAWAY

Variance is the storm; EV is the tide. Good players ride one and trust the other.

"5 LESSON 43 OF 85 THE MATH BEHIND THE EDGE

The Effect of Removal

Every card that leaves the deck shifts your edge — removing high cards hurts
vou, removing low

cards helps you.

Start with the one-line idea, then let the details fill it in. Card counting works
because of a simple fact: removing a single card changes the makeup of what
is left, and that changes your edge on the next hand. This is called the effect
of removal. Removing a low card — a two through six — leaves the deck
richer in high cards and nudges the edge toward the player. Removing a high
card — a ten, face card, or ace — does the opposite and nudges it toward
the house. An eight is close to neutral. The reason high cards favor you is
concrete: a ten-rich deck means more natural blackjacks, which pay three to
two, and more powerful double downs. To see how strong this is, consider
that simply starting a hand with a ten as your first card carries roughly a
thirteen percent player edge, because so many strong totals build off it. You
do not need to memorize the exact weighting of each card to use this — you

only need to understand the direction. Low cards gone is good news; high
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cards gone is bad news. That single insight is the seed of every counting

system you will ever meet.

#  Low cards leaving the deck (2-6) shift the edge toward you.

#  High cards leaving the deck (tens, faces, aces) shift the edge toward the
house.

# A hand that starts with a ten already carries a large built-in advantage.

COACH ISAIAH

Do not let the phrase ‘effect of removal'scare you— it is just hookkeeping for which
way the wind is blowing. Once you feel in your gut that a low card leaving is a tiny gift
and a ten leaving is a tiny tax, counting stops heing magic and starts heing arithmetic

you can actually do at the table.

KEY TAKEAWAY

Low cards gone is good; high cards gone is bad. That direction is the whole seed
ol counting.

%% LESSON 44 OF 85 THE MATH BEHIND THE EDGE

True Count to Edge

Divide the running count by the decks left to get the true count — each 1 of

true count is worth

about half a percent of edge.

Here's the key idea first. Read it, then work through why it's true. A running
count alone is not enough, because the same count means more in a single
deck than in six. To fix this you convert it to a true count: divide the running
count by the number of decks still unplayed. The true count is the honest
measure of how favorable the remaining cards are. Now the payoff. Starting
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from the baseline house edge of about minus half a percent, each plus one in
true count adds roughly half a percent back to your side — the figure usually
lands between 0.45 and 0.55 percent depending on rules. So at a true count
near plus one you are roughly breaking even with the house. At plus two you
have an edge of about half a percent in your favor. At plus three the edge is
around a full percent. This linear relationship is the engine of advantage play:
it tells you exactly when the deck has tipped from the casino's favor into
yours, and by how much. Counting without converting to a true count and
translating it into an edge is just counting for its own sake. The true count is
where the count finally becomes money.

#  True count = running count divided by the decks remaining.

#  Each +1 of true count adds roughly half a percent to your edge.

#  Break-even is near true count +1; a real player edge starts around +2 and
grows from there.

COACH ISAIAH

A running count without a true count is like knowing the score hut not the time left on
the clock. Decks remaining is the clock. Get comfortable estimating it by eye — half a
deck, nvo decks, whatever — because that quick division is the difference henween a
hobbyist and someone the pit actually worries about.

KEY TAKEAWAY

True count is the running count made honest — and each - Lis about half a
percent of edge.

71



PART 12

Betting Like A Mathematician

Bet sizing, Kelly, spreads, and the fjamous deviations.

Lessons 45-48



%5 LESSON 45 OF 85 BETTING LIKE A MATHEMATICIAN
Why Basic Strategy Is Optimal

Basic strategy is the single best play Yor every hand — not opinion, but the

result of simulating

millions of hands.

Take the idea in, then read on to see how it plays out at the table. Basic
strategy is not a style or a hunch; it is the mathematically proven best
decision for every combination of your cards against the dealer's up card. It
was built by computers playing through millions upon millions of simulated
hands, recording which choice — hit, stand, double, or split — produced the
best average result in each exact situation. The chart you study is simply the
winner of every one of those contests laid out in a grid. That is why deviating
on a gut feeling almost always costs you: the chart already considered your
situation more thoroughly than any human ever could, and it picked the play
with the highest expected value. Following it religiously is what drops the
house edge from several percent down to around half a percent. Notice the
discipline this demands. Standing on a stiff sixteen against a dealer's ten feels
terrible, but the math says it loses less often than hitting. Doubling a hard
eleven against a strong card feels reckless, but it wins more on average. Trust

the grid over your nerves — it was right before you sat down.
#  Each cell of the chart is the highest-EV play, proven by massive simulation.

&  Gut-feeling deviations almost always cost expected value.

# Disciplined basic strategy is what collapses the house edge to about half a
percent.

COACH ISAIAH

The hardest part of basic strateqy isn't learning it — it's obeying it when every instinct
screams the other way. Hitting a sivteen against a ten feels like jumping off a cliff- Do
it anyway. The grid has already played that hand a million times and counted the

bodies. Your job is to trust the count of the dead, not the fear in your chest.
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KEY TAKEAWAY

The chart already out-thought you — follow it over your nerves.

o & ¢ \ 4

%6 LESSON 46 OF 85 BETTING LIKE A MATHEMATICIAN

The Kelly Criterion

The Kelly criterion ties bet size to your edge — but because blackjack swings

hard, smart players

bet a fraction of [ull Kelly.

Read the idea below, then take the explanation slowly — no rush. Once you
can measure your edge, the next question is how much to bet. The Kelly
criterion answers it: size your bet in proportion to your advantage and your
bankroll. Bet too little and you waste your edge; bet too much and you risk
ruin even while being right. A common mistake is thinking a one percent edge
means betting one percent of your bankroll — that ignores how violent
blackjack's swings are. Because doubles and splits inflate variance, the
practical optimum is to bet only about three quarters of what raw Kelly
suggests; the well-known figure is roughly 76 percent of full Kelly for typical
rules. In fact, many serious players go further and use a half-Kelly or smaller
fraction, trading a little growth for a much smoother ride and a far smaller
chance of going broke. The lesson is not the exact number — it is the
principle: never let a winning edge tempt you into overbetting. The fastest
way to lose money with a real advantage is to bet so large that an ordinary

losing streak wipes you out before the math can save you.

&  Bet size should rise and fall with your measured edge, not your mood.

#  Use a fraction of full Kelly — often around three quarters or less —
because variance is high.

#  Overbetting can ruin you even when your edge is genuinely positive.
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COACH ISAIAH

[ have seen players with a real edge go broke faster than the suckers beside them —
because they bet like they couldn't lose. You always can lose in the short run. Bet small
cnough that a brutal streak is survivable, and you'll still be sitting there when the

math [inally pays you. Survival first, profit second.

KEY TAKEAWAY

Betin proportion to your edge — and alraction of full Kelly keeps an edge irom

ruining you.

/,17 LESSON 47 OF 85 BETTING LIKE A MATHEMATICIAN

Bet Spreading and Risk of Ruin

Most of a counter's advantage comes from betting big in good counts and
small in bad ones — and

[rom deep deck penetration.

Start with the one-line idea, then let the details fill it in. Counting cards is only
half the job; the other half is your bet spread — wagering little when the
count is poor and a lot when it is rich. This is where the bulk of the advantage
actually lives. Estimates put roughly seventy to eighty percent of a counter's
total edge in the bet spread itself, not in the playing decisions. The reason is
plain in the numbers: you spend about sixty percent of your time at a true
count of zero or below, where you have no edge and should bet the minimum.
Your profit comes almost entirely from the smaller slice of time when the
deck is hot and you push your bets up. That is also why penetration — how
deep into the shoe the dealer goes before shuffling — is the single most
overlooked variable. Deeper penetration means more chances to reach those

rich counts before the cards reset. Tie this to the idea of risk of ruin: an

75



aggressive spread grows your edge but also your swings, so it must be sized
against a bankroll large enough to survive the inevitable cold stretches.
Spread with discipline, respect penetration, and never let ambition outrun

your bankroll.

&  Bet the minimum in poor counts; raise your bet only when the true count is
genuinely in your favor.

#  The bet spread provides most of a counter's total advantage.

# Deep penetration gives more rich-count opportunities and is widely
underrated.

COACH ISAIAH

Most of your night you'll he hetting table minimum and feeling like nothing's
happening. That waiting IS the work. The whole game is patience — tiny hets through
the cold, then pressing hard the moment the deck turns hot. Counters who can't sit

still through the boring stretch never collect on the exciting one.

KEY TAKEAWAY

The spread is most of the edge — small in cold counts, bigger in hot ones,

always within your bankroll.

o & ¢ v

%8 LESSON 48 OF 85 BETTING LIKE A MATHEMATICIAN

Deviations and the Hlustrious I8

At certain counts the best play changes — these index plays, led by the
tamous llustrious 18,

squeeze extra edge from a hot deck.

Here's the key idea first. Read it, then work through why it's true. Basic
strategy assumes a fresh, neutral deck. But once you are counting, the deck
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is not neutral — and at certain true counts the best play actually changes.
These exceptions are called deviations or index plays, and the most valuable
handful is known as the Illustrious 18. They tell you the exact count at which
to break from the chart. The single most profitable one is insurance: normally
a sucker bet, it becomes correct to take when the true count reaches about
plus three, because the deck is then rich enough in tens to make it pay. Other
classic examples: stand on a sixteen against a dealer's ten once the count is
zero or higher, because enough low cards remain to bust the dealer's draw;
stand on a twelve against a two or three at higher counts for the same
reason; and double an eleven against an ace when the count climbs. You do
not need all eighteen to start — insurance and the sixteen-versus-ten play
alone capture much of the value. The principle is what matters: when the
cards have shifted, the optimal play shifts with them, and an advantage
player adjusts.

# Index plays change the correct decision at specific true counts.
#  Take insurance only when the true count is about +3 or higher — otherwise
skip it.

#  Stand on 16 versus a dealer 10 once the count is zero or positive.

COACH ISAIAH

Don't try to memorize all eighteen on day one — that's how people quit. Learn
insurance at plus three and standing on sixteen versus ten first. Those two alone do
most of the heavy lifting. Master the high-value handful, get them automatic, then add

the rest. Depth beats hreadth when money's on the table.

KEY TAKEAWAY

When the deck shifts, the right play shifts — the index plays tell you exactly
when.
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PART 13

The Mental Game

Protect your A-game, ride variance, and heat tilt.

Lessons 49-52



%9 LESSON 49 OF 85 THE MENTAL GAME
Play Your A-Game

Your skill is a range, not a tixed point — the goal is to raise your worst game,
not just chase your

best.

Take the idea in, then read on to see how it plays out at the table. On any
given session you do not play at one fixed level — you play somewhere
across a range. Players often describe it as an A-game, a B-game, and a C-
game. Your A-game is sharp, focused, perfect basic strategy and a clean
count. Your C-game is tired, distracted, making the small errors that quietly
bleed money. Most people think improving means pushing the top of that
range higher, but the bigger payoff comes from raising the floor — making
your worst game less bad. The reason is simple: you make far more money
by eliminating costly mistakes than by occasionally reaching brilliance. A
counter who never drops below a solid B-game beats one who flashes A-
game genius but crashes into sloppy C-game play whenever they tire or tilt.
So track your own range honestly. Notice the conditions that drag you down
— fatigue, frustration, alcohol, a long losing stretch — and build habits that
keep you off the bottom. Consistency, not peak performance, is what turns

an edge into actual profit over time.

&  Recognize that your play spans a range from sharp to sloppy, session to
session.

#  Focus on raising your worst game, not only on chasing your best.

#  Consistency protects your edge more than occasional brilliance does.

COACH ISAIAH

Lverybody wants to talk about their hest night. Nobody wants to look at their worst
one — and that's exactly the night that's costing them. Your hankroll doesn't care how
brilliant you can be; it cares how had you get when you're tired and tilted. Fix the

floor. That's where the real money hides.
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KEY TAKEAWAY

Raise the floor, not just the ceiling — your worst game costs you more than
vour best game carns.

50 LESSON 50 OF 85 THE MENTAL GAME

Tilt and Accepting Variance

Emotions never change the odds — tiltis the belief that they should, and itis
the costliest mistake

in the game.

Read the idea below, then take the explanation slowly — no rush. Tilt is what
happens when emotion hijacks your decisions — chasing losses, betting
bigger to 'get even,' abandoning the chart out of frustration. It is the most
expensive mistake in gambling because it does not just cost you one hand; it
dismantles the discipline that gives you any edge at all. The cure starts with a
hard truth: the cards have no memory and no debt to you. A losing streak
does not make a win 'due.' Variance is simply the normal spread of results
around expected value, and over a session it can run cold for reasons that
have nothing to do with your play. The skilled player accepts this in advance.
They decide, before sitting down, that swings are part of the deal and that no
single session defines them. When the frustration rises — and it will — the
move is to recognize it early, slow your breathing, and consciously hand the
decision back to the math instead of the emotion. If the feeling is too strong
to manage, the strongest play is to stand up and walk away. Quitting a
session you can no longer play well is not weakness; it is the most profitable

decision available.

#  Treat tilt as a real, costly error — not a harmless mood.

# Remember the cards have no memory; nothing is ever 'due.'
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#  If emotion is winning, leave the table — walking away protects your
bankroll.

COACH ISAIAH

Tilt whispers that the next hand owes you something. It doesn't. The deck has no
memory of your had heats and no plan to make it right. The second you feel that hot,
desperate need to get it hack'— that's your signal to stand up. Leaving while you're

angry is the most disciplined move in the whole gamne.

KEY TAKEAWAY

The cards owe you nothing — accept the swings, or stand up and walk away.

51 LESSON 51 OF 85 THE MENTAL GAME

Mistakes Are Paid Education

Aloss already spent buys a lesson — the only real waste is paying twice lor
the same mistake.

Start with the one-line idea, then let the details [ill it in.

There is a tempting fantasy after a bad session: the fresh start. You tell
yourself the losses are behind you, wipe the slate clean, and move on as if it
never happened. It feels good, but it quietly throws away the most valuable
thing the loss gave you — information. Every mistake you made has already
been paid for. The money is gone whether you learn from it or not. So the
question that actually matters is not 'how do | forget this?' but 'am | about to
pay for the same lesson again?' Treat a misplay as tuition: you bought a piece
of education, so collect it. Review what happened honestly. Did you deviate
from the chart on a feeling? Misjudge the count? Overbet because you were
stuck? Name it specifically, because a lesson you can name is one you can
avoid repeating. The players who improve are not the ones who never lose —
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they are the ones who refuse to pay twice for the same mistake. Don't bury
your losses. Mine them.

# Aloss is already spent — extract the lesson instead of wishing it away.

#  Ask whether you are about to repeat a mistake, not how to forget it.

# Name each error specifically so you can recognize and avoid it next time.

COACH ISAIAH

The fresh start'feels like healing. hut it's really just throwing away the receipt for
tuition you already paid. You hought that lesson with real money — go collect it. Write
down exactly what went wrong. The only unforgivable loss is the one you repeat

hecause you were too proud to study the first one.

KEY TAKEAWAY

The loss is already paid Yor — the only waste is paying twice for the same lesson.

52 LESSON 52 OF 85 THE MENTAL GAME

Focus, Breaks, and Burnout

Attention is a fuel that runs out — protect it with breaks, watch Yor burnout,

and chase good

process o 'CI‘!]()()(I resulls.

Here's the key idea first. Read it, then work through why it's true. Counting
and perfect strategy demand sustained concentration, and concentration is a
finite resource. It drains as you play, and when it runs low your C-game
creeps in: you miss obvious information, the count slips, your decisions slow.
The fix is deliberate rest. Many disciplined players take a short break roughly
every ninety minutes — step away, reset, and come back sharp rather than
grinding until quality collapses. Learn the warning signs of deeper burnout,
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too: a sluggish mind, missing things you would normally catch, trouble
sleeping after sessions, a creeping dread of playing at all. When those
appear, the answer is to lower your expectations and scale back, not to push
harder. There is also a quiet trap in how you measure yourself. Results goals
— 'win five hundred tonight' — are mostly out of your control because of
variance, and chasing them breeds tilt. Process goals — 'play every hand by
the chart, keep an accurate count, take my breaks' — are fully in your control
and reliably lead to good results over time. Finally, real improvement comes
from deliberate practice plus rest: focused study followed by recovery is
what actually presses skill into long-term memory. Guard your attention like
the asset it is.

# Take a short break about every ninety minutes to keep your play sharp.

#  Watch for burnout signs — sluggish mind, missed obvious info, poor sleep
— and scale back.

#  Set process goals you control, not results goals that variance decides.

COACH ISAIAH

Your focus is fuel, and you can't run on empty without crashing. Take the hreak hefore
you think you need it. Judge yourself on whether you played clean tonight, not on
whether the cards cooperated— hecause one you control and the other you never will.

Sharp mind, honest process, real rest. That's the whole mental game.

KEY TAKEAWAY

Guard your attention — rest on schedule, chase process over results, and let
recovery lock in skill.
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PART 14

The Inner Game

The quict work of composure, rehearsal, and steady

nerve.

Lessons 53-56



53 LESSON 53 OF 85 THE INNER GAME

Your Inner Scouting Report

The quict story you believe about yourselt shapes how you play — and you

have the power o

rewrite it.

Take the idea in, then read on to see how it plays out at the table. Long
before any decision, you carry a private report on yourself — a quiet verdict
like “I always crack under pressure” or “l never finish what | start.” You may
not say it out loud, but it calls your plays. If the report says you fold when it
matters, you will tend to fold — not from lack of skill, but because part of
you is protecting the story it already knows. The good news is that report is
not fixed. You rewrite it the way evidence is gathered: one honest action at a
time. Every moment you stay calm when you wanted to panic, every time you
hold to your plan when quitting would be easier, you record new proof of
who you actually are. Do that often enough and the inner voice slowly shifts
from a critic into a steady coach. You are not stuck with the old verdict. You
were made for more than your worst day — and you get to prove it, one rep

at a time.
#  Notice the quiet story you tell yourself when the pressure is on.

&  Rewrite it with evidence — small, repeated acts of discipline and courage.

#  One steady choice at a time slowly changes who you believe you are.

COACH ISAIAH

The winners I respect aren't louder or luckier — they just refuse to live hy an old story
ahout themselves. Decide who you're hecoming, then go collect the evidence one calin
decision at a time. You're not the person who folds. Prove it today, then prove it again

lomorrow.
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KEY TAKEAWAY

The story you believe about yoursell calls your plays — so rewrite it with

evidence.

5% LESSON 54 OF 85 THE INNER GAME

Fall Back to Your Training

Under pressure you don't rise to the moment — you sink to the level of your

preparation.

Read the idea below, then take the explanation slowly — no rush.

There's a comforting myth that when the stakes are high, something special
takes over and lifts you above your usual self. It's backwards. Under real
pressure you don't rise to the occasion — you fall back to your training.
Whatever you drilled when it was quiet is exactly what shows up when it's
loud. That's why the unglamorous reps matter so much: the calm hand you
want in the hard moment is built in the easy moments nobody is watching.
Practice good decisions when nothing is on the line and they become your
default when everything is. Practice sloppiness in the quiet and that is what
surfaces under stress. This is freeing, because it means composure isn't a gift
a lucky few are born with — it's installed, slowly, by repetition. Do the small
things right, over and over, until the right move is automatic. Then when the
moment comes, you don't have to summon greatness out of thin air. You just

let your preparation drive.

#  High-pressure moments reveal your training, not some hidden gear.
#  The calm you'll want later is built in the quiet reps now.

#  Practice the right move until it's automatic, so stress can't shake it loose.
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COACH ISAIAH

People think winners are calm because they're fearless. Nope — they're calm hecause
they did the boring work when no one clapped. The reps you put in alone are the
reason your hands are steady when it counts. Fall in love with the quiet practice;

that's where the win is actually made.

KEY TAKEAWAY

You won't rise to the moment — you'll fall to your training. So train well in the

quiet.
) s ¢ L 4
53 LESSON 55 OF 85 THE INNER GAME
Rehearse It First

Your mind can practice a hard moment before it arrives — picture yoursel!
handling it well, and you

wire that response in.

Start with the one-line idea, then let the details fill it in. Here's a tool the best
performers use that costs nothing: they live the hard moment in their mind
before they ever face it for real. The brain doesn't fully separate a vividly
imagined action from a real one — rehearse a situation clearly enough and
your nervous system starts to treat it like practice. So before a tough
moment, you can close your eyes and walk through it: see the situation
arrive, feel your breathing stay even, watch yourself choose calmly and well.
You're not daydreaming; you're installing a response. Picture the exact thing
that usually rattles you — the bad stretch, the surprise, the spike of pressure
— and rehearse meeting it with poise instead of panic. Do this a few times
and the real moment arrives feeling familiar, almost like a replay of

something you've already handled. Mental rehearsal won't replace doing the
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actual work, but stacked on top of real preparation it quietly turns “l hope |
stay calm” into “I've already been here.”

#  Vividly imagined practice partly counts as real practice to your brain.

& Before a hard moment, picture yourself meeting it calmly and deciding well.

& Rehearse the exact thing that usually rattles you, handled with poise.

COACH ISAIAH

Before the moment ever comes, [ want you to have already lived it — calm, clear,
deciding well — a dozen times in your head. Winners don't get surprised, because they
rehearsed the surprise. Picture the hard thing, see yourself handle it with grace, and

when it shows up for real it'll feel like an old friend.

KEY TAKEAWAY

Rehearse the hard moment in your mind first — then it arrives like a replay
you've already handled.

56 LESSON 56 OF 85 THE INNER GAME

The Anchor in the Storm

When things get loud, emotion tloods in lirst — a trained mind holds steady
by asking what it

actually knows.

Here's the key idea first. Read it, then work through why it's true. When a
moment turns stressful, feeling always arrives before thinking. The
adrenaline, the urge to do something dramatic, the noise in your head — all
of it hits first and tries to grab the wheel. The skill that separates steady
people from frantic ones isn't feeling less; it's keeping a small anchor of

reason dropped while the storm swirls. The move is simple and works almost
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anywhere: pause, breathe, and ask, “What do | actually know to be true right
now?” Then act on that answer instead of the emotion. Maybe what you
know is the plan you set when you were calm, or the plain fact that one bad
stretch changes nothing about the right next step. Naming what's true
interrupts the panic just long enough for your better judgment to step back
in. Emotion isn't the enemy — it's fuel, and you need it. But fuel makes a
terrible driver. Let feeling power you, and let reason steer.

# Under stress, emotion arrives first and tries to take over.

#  Pause, breathe, and ask: what do | actually know right now?

#  Act on what's true, not on the loudest feeling — let reason steer.

COACH ISAIAH

When it gets loud — and it will — don't trust the first feeling that grabs you. Drop an
anchor: breathe, ask what you actually know, and move from there. The calmest
person in the room usually comes out ahead, not hecause they feel nothing, but

because they refuse to let the fecling drive.

KEY TAKEAWAY

Feeling is fuel, not a driver — when it's loud, ask what's true and act on that.
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PART 15

Winning At Lile

The table lessons that carry far past the felt.

Lessons 57-60



5% LESSON 57 OF 85 WINNING AT LIFE

Precision, Not Perfection

Chasing perfect ireezes you; aiming Yor steady, repeatable accuracy sets you
iree.

Take the idea in, then read on to see how it plays out at the table.

Perfectionism looks like high standards, but it's often a thief. It whispers that
anything short of flawless means you've failed, and that fear makes you
hesitate, overthink, and freeze. There's a healthier target: precision. Precision
isn't being perfect — it's running a disciplined, repeatable process accurately,
even when conditions are messy. The perfectionist makes one mistake and
spirals, trying to protect everything at once and protecting nothing. The
precise person makes the error, calmly takes the lesson, adjusts, and keeps
moving. The difference is grace — room to learn from a miss without letting it
define you. You don't need a perfect night or a perfect life; you need a reliable
way of doing the next thing well that holds up under pressure. Aim small, miss
small, adjust fast. The people who build real consistency aren't the ones who
never slip — they're the ones who answer a slip with a steady process
instead of panic. Trade the fantasy of flawless for the freedom of
dependable.

#  Perfectionism breeds hesitation; precision is calm, repeatable accuracy.

&  After a mistake, take the lesson and adjust instead of spiraling.

&  Aim for a reliable process under pressure, not a flawless result.

COACH ISAIAH

Perfect is atrap — it ll have you frozen, scared to move. Winners aren' flawless;
they re dependable. They miss, shrug, fix it, and keep rolling. Give yourself the grace
1o learn from a slip without making it your whole identity. Aim small, adjust fast,

repeat. That's how steady people quictly run past the perfectionists.
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KEY TAKEAWAY

Don't chase periect — build a steady process you can run even when it's messy.

58 LESSON 58 OF 85 WINNING AT LIFE

Play Yor the Process, Not the Scoreboard

The people good things follow aren't chasing the scoreboard — they're

devoted to doing the next

right thing well.

Read the idea below, then take the explanation slowly — no rush. There's a
quiet difference between two kinds of people. One stares at the scoreboard
— the winnings, the title, the applause — and grasps at it, and the grasping
makes them anxious, shortsighted, and easy to rattle. The other gives full
attention to the process: doing the work in front of them with excellence and
integrity, again and again, and trusting good outcomes to follow. Here's the
part that sounds backwards but holds up: results tend to chase the second
kind of person. When you stop measuring yourself by someone else's
scoreboard and start measuring yourself by whether you did your part well,
you get steadier, clearer, and oddly more successful — because good work
compounds, and people are drawn to someone who isn't desperate. So name
your “why,” pick the next right action, and pour yourself into it. Let the
scoreboard take care of itself. The goal was never to be busy chasing; it's to
become the kind of person that good things naturally gravitate toward.

#  Chasing the scoreboard breeds anxiety and shortsighted choices.
#  Pour yourself into doing the next right thing well, and trust results to follow.

& Become the kind of person good outcomes gravitate toward, instead of
grasping for them.
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COACH ISAIAH

[ don't chase money or applause — I chase doing my part right, and I've watched good
things come Jind me hecause of it. Be the calm, prepared, decent person in the room,
andyou won't have to grab for the win; it gravitates to you. Stop scorchoard-wartching.

Do yourwork. Let it come.

KEY TAKEAWAY

Don't chase the scoreboard — do your part well, and let good things come (o

you.

59 LESSON 59 OF 85 WINNING AT LIFE

Finish Well, Stay Humble

How you finish matters as much as how you start — close with composure

and gratitude, not

showhoating.

Start with the one-line idea, then let the details fill it in. Anyone can start
strong; far fewer know how to finish well. The end of anything — a game, a
project, a hard conversation — quietly reveals your character. When you
reach a win, the small but telling choice is whether you protect it with calm
and gratitude or spike the ball and let it go to your head. The mature move is
the quiet one: secure what you've gained, thank the people and the grace
that helped you get there, and close with care instead of a victory lap.
Humility here isn't weakness — it's the thing that keeps success from spoiling
you. Pride has a way of intercepting progress; gratitude keeps your hands
open and your head clear for whatever comes next. And finishing well isn't
only about winning — even a hard ending handled with grace builds

something in you that an easy one never could. So when you come to the end
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of a thing, resist the urge to coast or to gloat. Tie it off cleanly, give credit
honestly, and walk away grateful. That's what real winners look like at the
finish.

#  The end of a thing reveals your character more than the start.

#  Secure a win with calm and gratitude instead of showing off.

#  Humility keeps success from spoiling you and keeps you ready for what's
next.

COACH ISAIAH

T've seen people win and let it rot them — chest out, mouth loud, head swelling. Don't
be that. When you win, get quiet, say thank you, and protect what you earned.
Humility isn't losing your edge; it's keeping your head clear for the next thing. Finish

clean, stay grateful, keep climbing.

KEY TAKEAWAY

Finish with composure and gratitude — humility is what keeps a win from
spoiling you.

G() LESSON 60 OF 85 WINNING AT LIFE

Build Something That Lasts

One good nightis luck: a good life is built on habits repeated when nobody's
watching — and the

decpestwin is what you pass on.

Here's the key idea first. Read it, then work through why it's true. A single
great result can be luck. Something that lasts is always built — quietly, by the

same disciplines repeated when no one is clapping. The difference between a
lucky streak and a strong life is standards over slogans: deciding what “good”
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means for you and refusing to drop it, especially in the unglamorous
moments. Motivation gets you started, but habits are what carry you when
the excitement fades, and the person who masters repetition outlasts the one
who only runs on inspiration. Stay humble enough to keep learning, too; the
moment you think you've arrived is the moment you start to slip. But here's
the deepest part: the truest measure of a win isn't your own trophy shelf —
it's what you pass on. The patience, the discipline, the steadiness you build
can be handed to the people around you, and that outlives any single victory.
Build good habits, hold your standard, keep growing — and then give it away.
A life that makes others stronger is the one that actually lasts.

#  Lasting results come from disciplines repeated when no one is watching.

#  Standards over slogans — and habits that carry you when motivation
fades.

# The deepest win is what you pass on to the people around you.

COACH ISAIAH

Anybody can have one good night — that's luck. A life is built in the quiet reps nobody
sees, and it's measured by who you make stronger along the way. Hold your standard
when it's horing, keep learning, and pass the good stuff on. That's the real win, and it's

the kind that actually lasts.

KEY TAKEAWAY

Build it with habits repeated in the quiet — and measure the win by what you

pass on.
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PART 16

Mindset & Protection

Isaiah’s rules, bad tables, tilt, and your first live

session.

Lessons 61-64



Gl LESSON 61 OF 85 MINDSET & PROTECTION

Isaiah's 10 Rules of the Table

These ten rules keep you grounded, protected, and playing like someone
who respects the game

and your own future sclf.

Read these rules slowly. They are the difference between a player who lasts
and one who burns out. Coach Isaiah's 10 Rules of the Table are short enough
to remember and strong enough to live by. 1. Play the dealer, not the other
players. 2. Learn basic strategy before betting bigger. 3. Never chase a loss.
4. Do not judge a play by one hand. 5. A good decision can lose. A bad
decision can win. 6. Insurance is usually a trap. 7. A 6:5 blackjack table is
usually bad. 8. Set your limit before you sit down. 9. Leave while you still feel
in control. 10. Master yourself before trying to master the game. These are

not suggestions — they are the lines you do not cross if you want to still be
standing months from now. Screenshot this page. Say these rules before you

play.

#  Play the dealer, not the other players.

# Learn basic strategy before betting bigger.

&  Never chase a loss.

# Do not judge a play by one hand.

# A good decision can lose. A bad decision can win.
# Insurance is usually a trap.

& A 6:5 blackjack table is usually bad.

&  Set your limit before you sit down.

#  Leave while you still feel in control.

&  Master yourself before trying to master the game.
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COACH ISAIAH
These rules are not suggestions. They are the lines you do not cross if you want to still

be standing six months from now. lattoo them on your brain.

KEY TAKEAWAY

These ten rules are your shield. Know them. Live them. Protect your bankroll

and your pcace.

G2 LESSON 62 OF 85 MINDSET & PROTECTION

Bad Tables to Avoid

Some tables are designed to take your money faster. Learn to wallk away
before you sit down.

This lesson is short hecause the decision is simple: protect yoursell.

Not every blackjack table is worth your time or your money. Walk away —
immediately — if: Blackjack pays only 6:5 instead of 3:2. The dealer hits soft
17 and the other rules are already poor. You cannot double after split. There
is a continuous shuffle machine and you were hoping to practice counting.
The minimum bet is higher than your planned session bankroll allows. A table
with bad rules and high minimums is not 'action' — it is a trap dressed up as
entertainment. Your first skill is table selection. The second is the courage to
stand up and leave.

&  Walk away if blackjack pays 6:5.

#  Walk away if dealer hits soft 17 and rules are otherwise bad.

®  No double after split? Prefer another table.

&  Continuous shuffle machine? Fine for fun, not for serious play.

#  Stakes too high for your bankroll? Walk away before you sit.
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COACH ISAIAH

The house already has an edge. Do not give them a bigger one by sitting at a table that

is stacked against you from the first hand.

KEY TAKEAWAY

Protect your money by proteeting your seat. The best play is sometimes the

one younever makc.

G5 LESSON 63 OF 85 MINDSET & PROTECTION

Tilc — When You Lose Five Hands in a Row

Tiltis when emotion takes the wheel. The correct play when tilted is to pause

or leave.
This is the single most conunon mental failure for new players. Learn to catch it.

Losing five hands in a row happens. It is part of the math. What separates
players who last from players who tilt is what they do next. Tilt looks like:
suddenly betting bigger to 'win it back', saying ''m due', ignoring basic
strategy, blaming the dealer or other players, playing longer than you
planned because you are angry, feeling heat in your chest. When you feel tilt
rising, the correct move is not a bigger bet — it is a pause or leaving the
table. You do not have to finish the shoe. You do not have to 'get even'. You
only have to protect your bankroll and your decision-making. Walk away.

Breathe. Come back another day when your head is clear.

#  Recognize the signs of tilt early: bigger bets, blame, ignoring strategy.
&  When tilted, the correct play is to pause or leave — not bet more.
#  Losing streaks are normal. Your job is to keep playing correctly anyway.

#  You do not have to finish the shoe or get even tonight.
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COACH ISAIAH

1ilt is not a poker word. It is a blackjack word too. The moment you feel it, the game is

no longer about the cards — it is about whether you can still protect yourself.

KEY TAKEAWAY

When the cards turn cold, let my discipline stay warm. I will not hand the house

extra money because I am ungry.

G% LESSON 64 OF 85 MINDSET & PROTECTION

Your First Time at a Real Casino Table

Your first time is not about winning. Itis about learning the rituals so you can
focus on the

decisions.

Anxiety is real. A checklist turns nervousness into procedure. Walking up to a
real blackjack table for the first time can feel intimidating. Here is a simple
checklist: Watch a full round without playing — see how the flow works.
When you are ready, lay cash on the felt and say 'Change please' or 'Color
please'. Use hand signals, not words, once cards are out. Start with the table
minimum. lIgnore other players' comments and groans. Tip the dealer
occasionally — a small chip when you win is classy. Decide your session limit
before you sit and leave when you planned to, win or lose. The goal of your
first session is not profit. It is to feel comfortable with the rituals so your brain
is free to make good decisions later.

#  Watch one full round before you play.
#  Use hand signals once cards are dealt.

&  Start with table minimum.
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lgnore other players' comments.
Tip occasionally when you win.

Leave when you planned to — not when you are even or ahead.

COACH ISAIAH
Nobody expects you to be a pro on night one. They expect you to he respectful, follow
the signals, and not slow the game down. Do those three things and you have already

succeeded.

KEY TAKEAWAY

Let my first time be about learning the dance, not about the money. I will leave

with more knowledge than | came with.
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PART 17

Quick Reference

A cheat sheet and a glossary to keep close while you

learn.

Lessons 65-66



63 LESSON 65 OF 85 QUICK REFERENCE

Beginner's Basic Strategy Cheat Sheet

Memorize these simple rules tirst. They cover most beginner decisions and
dramatically cut the

house edge.

Print this or screenshot it. Use it until it becomes automatic. Here is a simple
memory aid for new players. Use this until the full strategy chart feels
natural. Hard 17 and up: Stand. Hard 12-16 vs dealer 2-6: Usually stand (let
them bust). Hard 12-16 vs dealer 7-Ace: Usually hit. Hard 10 or 11: Look to
double down if allowed. Aces and 8s: Usually split. 10s: Do not split.
Insurance: Usually decline. These rules are not perfect, but they are a
powerful starting point. Once you are comfortable, graduate to a full basic
strategy chart. The goal is to make the best decision you can before the next
card comes.

#  Hard 17+: Stand like a stump.

#  Hard 12-16 vs weak dealer (2-6): Usually stand.

# Hard 12-16 vs strong dealer (7-A): Usually hit.

& Hard 10 or 11: Look for the double.

#  Aces and 8s: Split your mates.

#  Tens: Let them thrive — do not split.

& Insurance: Usually say no.

COACH ISAIAH

These simple rules will already make you better than most people sitting at the table.

Master them, then level up to the full chart.
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KEY TAKEAWAY

Give me the discipline to Yollow the simple rules even when the moment feels

exciting or scary.

GG LESSON 66 OF 85 QUICK REFERENCE

Blackjack Glossary

Know the language of the game so you can think clearly and talk to dealers
without confusion.

This reference page is here whenever you need it. Read it once, then come hack when a term
Jeels [uzzy.

Hit: Take another card. Stand: Keep your current total and end your turn.
Bust: Go over 21 and lose. Push: Tie — your bet is returned. Soft hand:
Contains an ace still counting as 11. Hard hand: No ace, or ace forced to
count as 1. Natural / Blackjack: Ace + ten-value card on the first two cards
(pays 3:2). Double down: Double your bet for exactly one more card. Split:
Separate a pair into two hands with a second bet. Surrender: Fold a bad hand
for half your bet back (where offered). Insurance: Side bet that dealer has
blackjack (usually a bad bet). Bankroll: The money you set aside to play with.
House edge: The mathematical advantage the casino has over time. Shoe:
The box that holds multiple decks. Up-card: The dealer's face-up card. Hole
card: The dealer's hidden card. Running count / True count: Tools used in
card counting. These terms will come up constantly — knowing them

removes friction from your learning.

#  Hit = take one more card.
#  Stand = stop and keep what you have.

# Bust = over 21, automatic loss.

>

Natural = ace + 10-value on deal = best hand, pays 3:2.
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Soft vs Hard changes how safe you are to draw.

COACH ISAIAH

You do not need to memorize every term on day one. But the more fluent you hecome

in the language. the faster good decisions hecome automatic.

KEY TAKEAWAY

Let the language of the game become second nature, so my focus stays on wise

decisions.
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PART 18

Train & Practice

Read a spot here, then drill it in the Tour until it's

reflex.

Lessons 67-73



67 LESSON 67 OF 85 TRAIN & PRACTICE

Train With Niche Blackjack Tour

Reading about a move is not the same as knowing it. \iter cach lesson, go

play the exact spotin

Niche Blackjack Tour until it feels automatic.

Read the idea, then go put it into your hands. Most blackjack books only
teach. This guide does something better: it teaches and then sends you to
practice. The plan is simple. Read a lesson here, then open Niche Blackjack
Tour and play that exact situation a few times. Do not just read about hard 16
versus a 10, soft 18 against a 9, splitting 8s, or doubling 11 against a 6 -- play
those spots until the right move comes without thinking. Reading builds
understanding; repetition builds reflex, and reflex is what survives the
pressure of a real table. Treat the Tour as your practice felt: cheap, private,
and always open. When a decision in the Tour finally feels obvious and
boring, that is the sign it has moved from your notes into your hands.

# Read a lesson here, then drill that exact spot in Niche Blackjack Tour.

®  Practice the named hands -- 16 v 10, soft 18 v 9, 8s, 11 v 6 -- until they feel
automatic.

#  Reading builds understanding; repetition in the Tour builds reflex.

COACH ISAIAH

Knowing the move and owning the move are two different things. Read it here, then

gorunitin the lour until it's horing. Boring means you've got it.

KEY TAKEAWAY

Read it here, then prove it in the Tour - repetition turns knowledge into reflex.
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G8 LESSON 68 OF 85 TRAIN & PRACTICE

Practice: Hard 16 vs Dealer 10

You have a hard 16. The dealer shows a 10. Surrender if the table allows it;

otherwise hit.

Decide first, then check yourself.

Proctor practice hand. You have a hard 16. The dealer shows a 10. Take a
second and decide before you read on. Surrender if the table allows it;
otherwise hit. 16 versus a 10 is a losing hand either way, so you pick the
least-bad option. Surrender saves half your bet on a hand you usually lose; if
surrender isn't offered, hitting loses slightly less often than standing. Do not
memorize the answer alone -- understand the reason, because the reason is
what lets you handle the next hand you have never seen. Then go play this

exact spot in Niche Blackjack Tour a few times until the move is automatic.

#  You have a hard 16. The dealer shows a 10.
#  Correct play: Surrender if the table allows it; otherwise hit.

# 16 versus a 10 is a losing hand either way, so you pick the least-bad option.
Surrender saves half your bet on a hand you usually lose; if surrender isn't
offered, hitting loses slightly less often than standing.

COACH ISAIAH

Don'tjust learn the answer - learn the why. The why is what carries you on a hand

KEY TAKEAWAY

One hand, one decision, one reason - then drill it in the Tour.

GY LESSON 69 OF 85 TRAIN & PRACTICE
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Practice: Soit I8 (A-7) vs Dealer 9

You have a solt I8 -an Ace and a 7. The dealer shows a 9. Hit.

Decide first, then check yourself.

Proctor practice hand. You have a soft 18 -- an Ace and a 7. The dealer shows
a 9. Take a second and decide before you read on. Hit. Soft 18 is good but not
good enough to beat a strong 9, 10, or Ace. Because the Ace protects you
from busting on one card, you take a free swing at improving instead of
standing into a likely loss. Do not memorize the answer alone -- understand
the reason, because the reason is what lets you handle the next hand you
have never seen. Then go play this exact spot in Niche Blackjack Tour a few

times until the move is automatic.

#  You have a soft 18 -- an Ace and a 7. The dealer shows a 9.
&  Correct play: Hit.

&  Soft 18 is good but not good enough to beat a strong 9, 10, or Ace.
Because the Ace protects you from busting on one card, you take a free
swing at improving instead of standing into a likely loss.

COACH ISAIAH

Don't just learn the answer - learn the why. The why is what carries you on a hand

KEY TAKEAWAY

One hand, one decision, one reason - then drill it in the Tour.

Y0 LESSON 70 OF 85 TRAIN & PRACTICE
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Practice: Pair ol 8s vs Dealer 10
You have a pair of 8s. The dealer shows a 10. Split.

Decide first, then check yourself.

Proctor practice hand. You have a pair of 8s. The dealer shows a 10. Take a
second and decide before you read on. Split. A pair of 8s is a hard 16, the
worst hand in blackjack. Even against a 10 you split, because two fresh hands
starting from 8 are better than playing the single worst total in the game.
Always split 8s. Do not memorize the answer alone -- understand the reason,
because the reason is what lets you handle the next hand you have never
seen. Then go play this exact spot in Niche Blackjack Tour a few times until

the move is automatic.
#  You have a pair of 8s. The dealer shows a 10.
&  Correct play: Split.

® A pair of 8sis a hard 16, the worst hand in blackjack. Even against a 10 you
split, because two fresh hands starting from 8 are better than playing the
single worst total in the game. Always split 8s.

COACH ISAIAH

Don't just learn the answer - learn the why. The why is what carries you on a hand

KEY TAKEAWAY

One hand, one decision, one reason - then drill it in the Tour.
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Practice: Hard 11 vs Dealer 6

You have a hard 11. The dealer shows a 6. Double down (or hit it doubling

isn't allowed).

Decide first, then check yourself.

Proctor practice hand. You have a hard 11. The dealer shows a 6. Take a
second and decide before you read on. Double down (or hit if doubling isn't
allowed). Eleven against a weak 6 is one of the most profitable spots in the
game: you are likely to make a strong total, and the dealer is likely to bust.
Press your advantage with the extra bet. Do not memorize the answer alone
-- understand the reason, because the reason is what lets you handle the
next hand you have never seen. Then go play this exact spot in Niche
Blackjack Tour a few times until the move is automatic.

#  You have a hard 11. The dealer shows a 6.
&  Correct play: Double down (or hit if doubling isn't allowed).

#  Eleven against a weak 6 is one of the most profitable spots in the game:
you are likely to make a strong total, and the dealer is likely to bust. Press
your advantage with the extra bet.

COACH ISAIAH

Don't just learn the answer - learn the why. The why is what carries you on a hand

KEY TAKEAWAY

One hand, one decision, one reason - then drill it in the Tour.
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Practice: Hard 12 vs Dealer 4
You have a hard 12. The dealer shows a 4. Stand.

Decide first, then check yourself.

Proctor practice hand. You have a hard 12. The dealer shows a 4. Take a
second and decide before you read on. Stand. Against a weak 4, you let the
dealer take the risk of busting. Hitting a 12 here risks busting yourself on a
hand where the dealer is already in trouble. Sit back and make them draw.
Do not memorize the answer alone -understand the reason, because the
reason is what lets you handle the next hand you have never seen. Then go
play this exact spot in Niche Blackjack Tour a few times until the move is
automatic.

#  You have a hard 12. The dealer shows a 4.

#  Correct play: Stand.

&  Against a weak 4, you let the dealer take the risk of busting. Hitting a 12
here risks busting yourself on a hand where the dealer is already in
trouble. Sit back and make them draw.

COACH ISAIAH

Don't just learn the answer - learn the why. The why is what carries you on a hand

KEY TAKEAWAY

One hand, one decision, one reason - then drill it in the Tour.
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Practice: Soit 17 (A-6G) vs Dealer 6

You have a solt 17 - an Ace and a 6. The dealer shows a 6. Double down (or
hitif doubling isn't

allowed).

Decide first, then check yourself. Proctor practice hand. You have a soft 17 --
an Ace and a 6. The dealer shows a 6. Take a second and decide before you
read on. Double down (or hit if doubling isn't allowed). Soft 17 is never a hand
you stand on, and against a weak 6 it becomes a doubling spot: you can't
bust on one card, and the dealer is likely to break. Bet more when the odds
tilt your way. Do not memorize the answer alone -- understand the reason,
because the reason is what lets you handle the next hand you have never
seen. Then go play this exact spot in Niche Blackjack Tour a few times until

the move is automatic.
®  You have a soft 17 -- an Ace and a 6. The dealer shows a 6.

#  Correct play: Double down (or hit if doubling isn't allowed).

&  Soft 17 is never a hand you stand on, and against a weak 6 it becomes a
doubling spot: you can't bust on one card, and the dealer is likely to break.
Bet more when the odds tilt your way.

COACH ISAIAH

Don't just learn the answer - learn the why. The why is what carries you on a hand

)”Oll'l’c never seen.

KEY TAKEAWAY

One hand, one decision, one reason - then drill it in the Tour.




PART 19

Avoid The Traps

Side bets, speed, comps, and the leaks that quietly

drain a bankroll.

Lessons 74-80
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Beware the Side Bets

Side bets like 21+3, Perfect Pairs, and Lucky Ladices look cheap and fun, but
they carry a huge

house edge. Skip them.

A quick warning that protects more money than it looks. Modern tables are
crowded with tempting little extra wagers -- 21+3, Perfect Pairs, Lucky Ladies,
Buster, and more. They feel harmless because they only cost a dollar or a
few, and once in a while one pays big and loud. Here is the trap: the house
edge on these side bets is enormous compared to the main game, often
anywhere from about 5 percent to over 10 percent, versus roughly half a
percent on basic-strategy blackjack. That means every small side bet bleeds
your bankroll many times faster than the game you came to play. They are
designed to look like cheap excitement while quietly draining you. The
disciplined move is the boring one: play the main hand, skip the side bets,

and keep your money on the part of the table where skill actually matters.

#  Side bets (21+3, Perfect Pairs, Lucky Ladies) carry a much higher house
edge.

#  Edges of 5-10%+ are common, versus ~0.5% on basic-strategy blackjack.

#  They look cheap and fun but drain a bankroll fast -- skip them.

COACH ISAIAH
Those litle side bets are candy at the register. A huck here., a huck there, and the edge

on them is brutal. Play your hand. Leave the candy.

KEY TAKEAWAY

The cheap-looking bet is the expensive one - keep my money on the main hand.
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When to Surrender

Where it's offered, late surrender lets you fold your worst hands for half your

bet. Use it on a few

specific stiffs - and never instead of splitting 8.

A precise, money-saving tool -- if you learn exactly when to use it. Surrender
is the move beginners both overuse and forget. Where a table offers late
surrender, you give up your hand right after the deal and lose only half your
bet instead of risking the whole thing. It is correct on a small handful of
genuinely terrible spots: a hard 16 against a dealer 9, 10, or Ace, and a hard
15 against a dealer 10 (and against an Ace at tables where the dealer hits soft
17). On those hands you lose so often that saving half your bet beats playing
them out. Now the cautions. Do not surrender a pair of 8s against a 10 -- split
them instead, because two fresh hands beat folding. Never surrender soft
hands; the Ace gives you too much flexibility to quit. And do not reach for
surrender just because a hand feels scary -- it is a precise tool for a few bad
totals, not a panic button. Used right, it quietly saves money over a long

session.
#  Late surrender folds a hand for half your bet, where offered.

# Useiton hard 16 vs 9/10/A and hard 15 vs 10 (and vs A on H17 tables).

#  Split 8s rather than surrendering them; never surrender soft hands or out
of fear.

COACH ISAIAH

Surrender isn't quitting - it's cutting a loss the math says is coming. But it's a scalpel,

not a hammer. A few bad hands, thar's it.



KEY TAKEAWAY

Surrender is a scalpel, not a panic button -- a few bad totals, half the loss.
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Top 10 Beginner Mistakes

Most money lost by new players comes irom the same short list of avoidable

errors. Learn the lix

Joreach.

A checklist of leaks -- plug them and you're ahead of most of the table.
Almost every beginner loses money to the same handful of mistakes, and
each one has a simple fix. One: taking insurance -- decline it. Two: playing 6:5
tables -- find 3:2. Three: not learning basic strategy -- learn it before betting
bigger. Four: chasing losses with bigger bets -- set a limit and stop. Five:
standing on soft 17 like it's a real 17 -- hit or double it. Six: not splitting Aces
and 8s -- always split them. Seven: splitting 10s -- never break up a 20. Eight:
making side bets -- skip them. Nine: blaming the player at third base -- their
play can't hurt your odds. Ten: playing tired, drunk, or tilted -- step away and
protect your decisions. None of these require talent to fix. They require a
checklist and a little discipline, which is exactly what this guide is for.

#  Decline insurance; play 3:2, never 6:5; learn basic strategy first.

# Don't chase losses; hit/double soft 17; split Aces and 8s; never split 10s.

&  Skip side bets; don't blame third base; never play tired, drunk, or tilted.

COACH ISAIAH

You don't need genius to stop losing money - you need to quit making the same ten

mistakes everyone else makes. Here's the list. Iix them.



KEY TAKEAWAY

Most losses come from a short list of fixable mistalkes -- learn the fix, not the
regret.
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The Third-Base Myth

The player at third base cannot 'steal the dealer's bust card.' A bad player at
the table has zero

long-run effect on your odds.

Debunk the most common excuse at the table -- and protect your own focus.
Sit at enough tables and you will hear it: someone groans that the player at
third base -- the last seat to act before the dealer -- 'took the dealer's bust
card' with a dumb hit. It feels true in the moment, especially right after you
lose. It is a myth. Yes, a different play by third base changes which specific
card you and the dealer receive on that one hand -- but over many hands it
helps you exactly as often as it hurts you, and the long-run effect on your
expected value is precisely zero. The cards are shuffled; there is no 'correct’
owner of the next card. This matters for two reasons. First, it frees you from
blaming strangers for your results. Second, and more important, it protects
you from tilt: the moment you start resenting another player, your focus
leaves your own strategy and the game starts beating your head instead of

your wallet. Play your hand against the dealer. Let everyone else play theirs.

#  Third base cannot 'steal' the dealer's bust card in any meaningful way.

# Abad player's choices change single hands but have zero long-run effect
on your EV.

#  Blaming other players feeds tilt -- the real threat to your bankroll.



COACH ISAIAH

When you lose and blame the guy at third hase, you just told the casino you're tilting.

His cards never touched your odds. Eyes on your own hand.

KEY TAKEAWAY

Nobody at the table can move my odds -- so I won'thand them my focus or my

temper.
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Comps and the Player's Card

A casino loyalty card never beats the house edge, but it returns a little of what

vou spend. Join it -and never bet more just to earn comps.

A small, smart habit - as long as it never changes how you bet.

Walk into any casino and you can sign up, free, for a player's card -- the
loyalty program that tracks your play and pays a fraction of it back as
'comps'": free meals, discounted rooms, and so on. Use it. Hand your card to
the dealer or pit when you sit down so your play is rated, even if you are
betting small. Getting a meal or a room out of a session you were going to
play anyway quietly offsets some of the cost. But understand exactly what a
comp is and is not. It is a small rebate on your expected losses, not free
money and never an edge -- the house still keeps its margin. The dangerous
mistake is letting the chase for comps talk you into bigger bets or longer
sessions than you planned. That trades real money for a cheaper buffet,
which is a terrible deal. Get carded, take what they give you, and let your

bankroll plan -- not the comp counter -- decide how you play.

#  Sign up free for the player's card and present it when you sit down.



# Comps are a small rebate on expected losses, not free money and not an
edge.

# Never bet bigger or play longer just to earn comps -- that costs more than
it returns.

COACH ISAIAH
Get the card, take the [ree coffee, enjoy the comp. Just never bet a dollar more to earn

it that's paying full price for a discount.

KEY TAKEAWAY

Take the rebate, never chase it - a cheaper bullet is no reason to bet more.
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Speed ol Play

The Yaster you play, the faster the house edge grinds your bankroll. Online
and app play deals far

more hands per hour than a live table - so slow down.

An invisible cost worth understanding before your next session. Here is a
hidden cost almost no beginner thinks about: speed. The house edge is
charged per hand, so the more hands you play in an hour, the more the edge
collects from you -- even though the percentage never changes. A live table
deals maybe 50 to 80 hands an hour, slowed by shuffling, chatting, and other
players. Online and app blackjack can deal 200 or more hands an hour,
because there is no waiting and you control the pace. That means the same
half-percent edge grinds your bankroll roughly three times faster on a screen
than at a felt table. Speed is not your friend. If you are playing online or in an

app, deliberately slow down: take breaks, play fewer hands, and never let the
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easy, hypnotic rhythm pull you into hundreds of rounds you didn't plan. The

clock, not just the cards, decides how much a session costs you.

# The house edge is charged per hand, so more hands per hour means faster
losses.

#  Online/app play deals ~200+ hands/hour vs ~50-80 live -- about 3x faster.

#  Slow down on screens: fewer hands, real breaks, a planned stopping point.

COACH ISAIAH
The screen never has to shuffle, so it deals you three times the hands - and the edge

cats three times as fast. Slow your roll. lake the break.

KEY TAKEAWAY

Speed is a cost - the more hands per hour, the more the edge collects. Slow
down.
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Bankroll Survival Guide

Keep each bet small relative to your bankroll so a normal cold streak can't

wipe you out. A simple

percent-per-het rule keeps you in your seat.

A simple survival table -- decide your percent before you sit down. Bankroll
survival comes down to one idea: bet small enough that an ordinary losing
streak -- which is guaranteed to happen -- cannot bust you in minutes. A
practical rule of thumb is to size your bet as a small percent of the bankroll
you brought for the session. Conservative play is about 1 percent of your
bankroll per hand, which lets you ride out long cold stretches. Moderate play

is roughly 2 to 3 percent, a balance of action and survival. Aggressive play is
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around 5 percent or more, which gives bigger swings and a real chance of
going broke fast -not recommended for beginners. Put it in dollars on a 500-
dollar session bankroll: conservative is about a 5-dollar bet, moderate is
about 10, aggressive is about 25. Notice that the 25-dollar aggressive bet can
vanish in a handful of bad hands, while the 5-dollar bet lets you play for
hours. Smaller bets do not just lose slower -- they keep you in the game long
enough for your skill and the swings to play out. Pick your percent before you
sit, and hold it.

#  Conservative: about 1% of bankroll per bet (rides out long cold streaks).
®  Moderate: about 2-3% per bet (balance of action and survival).

& Aggressive: about 5%+ per bet -- big swings, real risk of ruin, not for
beginners.

&  Example on a $500 session: ~$5 conservative, ~$10 moderate, ~$25
aggressive.

COACH ISAIAH

Big bets [eel hrave until the cold streak shows up and clears you out in five hands. Bet

a small slice. Boring survives; brave goes broke.

KEY TAKEAWAY

Beta smallslice of the bankroll - small bets survive the cold streaks that always
come.
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PART 20

Isaiah Sendy Rules

The special cards and modes that turn the app into a

teaching lah.

Lessons 81-85
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Niche, Sendy, Proctor, and Zero Cards

The special N, S, P, and zero cards are app rules that turn blackjack into a
teaching lab.

The special cards are part of Isaiah Sendy Blackjack Tour, so learn them like table rules.
Niche, Sendy, and Proctor cards are special hard-value cards in this app.
They do not act like flexible aces, and they do not turn every two-card 21 into
a natural blackjack unless Bug Mode is intentionally showing that old mistake.
Zero cards add no points, which lets a hand change shape without changing
the total. God Mode controls how often these cards appear in the shoe.

# N, S, and P are hard-value special cards.

#  Zero cards count as 0.

#  God Mode controls the frequency of each card.

THE PROCTOR

do not be dazzled by the art. Read the value, count the hand, and make the right move.

KEY TAKEAWAY

Read the badge, count the value, then play the hand.

'Y & ¢ \ 4
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B, C, D, E, and F Fraction Cards
Crazy Mode adds adjustable fraction cards: B - 1.5,C +0.5,D-0.05, E -1, and

IF-5 by default.

Crazy Mode is optional, hut it makes the math visible.
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Crazy Mode is where the game becomes a math lab. The B, C, D, E, and F
cards can be positive or negative, and their values are adjustable with the
number controls. The defaults are B equals positive 1.5, C equals positive
0.5, D equals negative 0.05, E equals negative 1, and F equals negative 5. Tiny
changes can flip a decision, which is why these cards are useful for learning

how close blackjack choices can be.

#  Use Regular mode for normal blackjack.
#  Use Too Crazy mode to turn on the fraction cards.

#  Adjust values and frequency in Settings or God Mode.

THE PROCTOR

Crazy cards are not random chaos if you read the value first.

KEY TAKEAWAY

Change one number, play a few hands, and watch the strategy pressure move.
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Golden Egg

The Golden Egg is a contigurable bonus card with a default prize o

100,000.

The Golden Lgg is the prize-card chapier.

The Golden Egg is built to feel huge. When a player receives it, the screen
announces GOLDEN EGG, fires confetti, and pays the configured bonus. The
default payout is 100,000, and God Mode controls both the payout and how

125



often the card appears by deck count. Enjoy the celebration, but remember
that the rest of the hand still follows the table rules.

&  Default Golden Egg payout is 100,000.
#  Frequency is configurable in God Mode.

#  The celebration is loud on purpose.

THE PROCTOR

[ireworks are fun, but the hand still needs math.

KEY TAKEAWAY

Celebrate the prize, then still count the hand.
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Bugs We Found

Bug Mode turns old flaws into lessons, including the double-down-on-17
mistake.

This chapter explains why the learning lah exists.

Bugs We Found is a learning lab, not the fair rule set. The headline fix is
double down: a double buys exactly one more card. It should not become an
open-ended hit just because a forced-hit rule exists. Other bug toggles show
why standing below a hit floor, splitting special cards, or treating every two-
card 21 as a natural can teach the wrong rule. Turn on one bug, try it, learn
why it was fixed, then turn it back off.

# Double down means one card only.

#  Bug Mode is for demonstrations.
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®  Fair play means leave the bugs off.

THE PROCTOR

bugs are useful only when they teach you the real rule.

KEY TAKEAWAY

Afixed bug becomes a lesson when you can test it salely.

83 LESSON 85 OF 85 ISAIAH SENDY RULES

Regular, Sendy Style, Too Crazy, and God
Mode

The style selector changes how wild the shoe and rules Yeel before a new
tournament.

Use the top style selector hefore starting a tournament.

Regular is closest to standard blackjack. Sendy Style turns on the special
Isaiah Sendy cards and Golden Egg while keeping the game readable. Too
Crazy turns on the fraction cards too, so the shoe becomes a math
experiment. God Mode opens the deeper controls for decks, card frequency,

payouts, and learning bugs. Pick the style at the top, then start a new
tournament so the shoe is built from those settings.

#  Regular is clean blackjack.
&  Sendy Style adds the branded special cards.
#  Too Crazy adds fraction cards.

# God Mode opens the full control panel.
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THE PROCTOR

do not make the shoc wild by accident. Pick your style with intent.

KEY TAKEAWAY

Choose the stylefirst, then play the table you built.
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Master the game.
Master yoursell.

Now go run it in the Tour— repetition turns knowledge

into reflex.

Play responsibly. Blackjack is entertainment, not income. Set
your limit before you sit, never chase losses, and walk away
when you planned to — the house always keeps its small edge.

ISAIAHSENDY.COM



