
Use KO with TCRC for the shoe game 

Parker: Re: What is the difference in TKO and HiLo? 

TKO is the KO count, true-counted. It performs somewhat differently (read: 

better) than Hi-Lo for several reasons. 

First, the 7 is counted, a fairly important card which Hi-lo does not count in 

order to remain balanced. 

In addition, all counts, balanced and unbalanced, are most accurate at their 

pivot point. At the Hi-lo pivot (all balanced counts have a pivot point of 0), not 

much is happening, other than 16 vs. 10. At the KO pivot of +4 (Hi-lo 

equivalent), there is much going on - we have a sizeable edge, and many of the 

I-18 indices are at/near this point, including insurance.

Some experts (most notably Australian Dr. Brett Harris) feel that an 

unbalanced, true-counted system may be the best system of all. 

For the shoe game, replace HL with KO with TCRC which is easier to use than 

HL, more accurate than HL at true counts of 3 or more and theoretically slightly 

more powerful than HL. There are a few exceptions but for the most part you 

can use the HL indices as the KO indices so there is very little new to learn.  

Use the TCRC or if TCRC is not memorized then do the simple calculation 

crc(t) = 4*n + (t – 4)*dr which replaces the cumbersome HL true count 
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calculations. If TCRC is memorized then no calculations are required at all to 

get the KO true count which is extremely accurate for true counts of 3 or more.  

Cacarulo showed in his sims on bj21.com that the SCORE of TKO with decks 

estimated to the nearest full deck significantly exceeded the SCORE of HL 

with decks estimated to the nearest half deck. Since KO with TCRC produces 

the same true counts as TKO then it follows the SCORE of KO with TCRC 

estimated to the nearest full deck also exceeds the SCORE of HL estimated to 

the nearest half deck.   

The amount of mental work required for KO with TCRC is a fraction of the 

work required for HL and you catch every big betting opportunity (limited by 

KO betting efficiency which is 96.5% for S17, DAS, LS and 97.4% for S17, 

DAS, no LS) by placing large bets when KO >= 4*n without any true count 

calculations. No more guessing when to bet big and estimating decks to the 

nearest full deck is more than good enough.  

TKO starts the KO count at -4*n where n = number or decks. TCRC starts KO 

at zero. Let src = shifted running count = KO count used in TKO = KO – 4*n 

where this KO count is the KO count used in TCRC which starts at zero.  

For TKO if t = tc(KO) then src/dr = (t – 4). So (KO – 4*n) / dr = (t – 4) and so 

KO – 4*n = (t – 4)*dr and KO = 4*n + (t – 4)*dr. But crc(t) = 4*n + (t – 4)*dr 

is the KO true count formula used to create the TCRC. Thus, both TKO and 

KO with TCRC produce the same correct KO true counts. The difference is 

that TKO is hard to use and KO with TCRC is extremely simple to use. 
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Cacarulo posted the following simulation results on 

Sanford Wong’s bj21 for TKO, HL and KO. 

The following is a comparison table between the three systems we’ve been 

discussing, based on the mentioned rules and penetration. Table A) includes LS, 

while table B) does not. Of course, you don’t need to rely on my simulations, since 

all six cases can easily be simulated with CVData. R22 (Revisited-22) refers to the 

Catch-22 indices where 10 vs T is replaced by TT vs 4. For TKO and Hi-Lo, the 

indices are floored, the division is by full decks, and the remaining deck estimate is 

rounded to the nearest half deck. 

A) Rules: 6D, S17, DOA, DAS, SPA1, SPL3, LS, 5/6, R22+FAB4 indices, 50

billion rounds 

1-12(PA)    1-16(PA)    1-4(BC)

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

TKO  54.79  62.21  90.41 

HILO  53.10  60.27  87.45 

KO  51.63  58.91  86.09 

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

B) Rules: 6D, S17, DOA, DAS, SPA1, SPL3, NS, 5/6, R22 indices, 50 billion

rounds 

1-12(PA)    1-16(PA)    1-4(BC)

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

TKO  37.03  42.94  66.96 

KO  35.20  41.03  64.19 

HILO  35.19  40.81  63.94 

------------------------------------------- 
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Comments on Cacarulo TKO versus HL 

Cacarulo states “For TKO and Hi-Lo, the indices are floored, the division is by full 

decks, and the remaining deck estimate is rounded to the nearest half deck.”  So in 

these simulations decks remaining were estimated to the nearest half deck. 

HL and TKO true counts were both calculated using decks estimated to the nearest 

half deck. TKO handily beats HL. If HL were estimated to the nearest full deck, HL 

SCORE would decrease more than TKO SCORE estimated to the nearest full deck 

for the back counted shoe game. Also KO, as measured by weighted correlation 

coefficients and betting efficiency, is still theoretically slightly more powerful than 

HL which also contributed to KO’s SCORE being greater than HL SCORE. 

In practice RA (risk averse) indices should be used for TKO or KO with TCRC 

which would further increase the SCORE. 
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This is for Cacarulo: 

Do you have TKO Back Counted SCOREs for deck remaining estimated to the 

nearest full deck and deck remaining estimated to the nearest quarter deck or 

even exact?  My prediction is that you will see very little difference in these 

SCORE since for KO true counts of 3 or more the TKO or KO with TCRC true 

count is already very accurate with decks estimated to the nearest full deck. 

However for HL, if you have SCOREs for HL with decks estimated to the 

nearest full deck compared to decks estimated to the nearest quarter deck you 

should see a large difference. 

If you have such sims I would be interested in them. This will prove that for the 

back counted shoe game using TKO or KO with TCRC it is a waste of time to 

estimate decks any more accurately than to the nearest full deck. 

Instead of wasting time and energy on more accurate decks remaining 

estimates which does virtually nothing to increase the back counted TKO 

SCORE concentrate on using risk averse indices instead of EV indices or even 

concentration on adding a simple plus/minus side count to KO such as 5m7c. 

That is where you will see SCORE increases with very little extra work. 

by: Blackjack Rebel 
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Here you have the sims: 

A) Rules: 6D,S17,DOA,DAS,SPA1,SPL3,LS,5/6,R22+FAB4 indices,50 billion

rounds 

1-12(PA)    1-16(PA)    1-4(BC)

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

TKO-H  54.79  62.21  90.41 

TKO-F  54.54  61.92  89.84 

HILO-H  53.10  60.27  87.45 

HILO-F  52.39  59.38  85.84 

KO  51.63  58.91  86.09 

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

B) Rules: 6D,S17,DOA,DAS,SPA1,SPL3,NS,5/6,R22 indices,50 billion rounds

1-12(PA)    1-16(PA)    1-4(BC)

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

TKO-H  37.03  42.94  66.96 

TKO-F  36.81  42.71  66.55 

KO  35.20  41.03  64.19 

HILO-H  35.19  40.81  63.94 

HILO-F  34.64  40.16  62.51 

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

Sincerely, 

Cac 
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A) Rules: 6D, S17, DOA, DAS, SPA1, SPL3, LS, 5/6, R22+FAB4 indices, 50 billion rounds

PA (Play All) PA (Play All) BC (Back Counted)

1-12 1-16 1-4

TKO-H 54.79 62.21 90.41

TKO-F 54.54 61.92 89.84

H minus F 0.25 0.29 0.57

HILO-H 53.10 60.27 87.45

HILO-F 52.39 59.38 85.84

H minus F 0.71 0.89 1.61

B) Rules: 6D, S17, DOA, DAS, SPA1, SPL3, NS, 5/6, R22 indices, 50 billion rounds

PA (Play All) PA (Play All) BC (Back Counted)

1-12 1-16 1-4

TKO-H 37.03 42.94 66.96

TKO-F 36.81 42.71 66.55

H minus F 0.22 0.23 0.41

HILO-H 35.19 40.81 63.94

HILO-F 34.64 40.16 62.51

H minus F 0.55 0.65 1.43
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A) Rules: 6D, S17, DOA, DAS, SPA1, SPL3, LS, 5/6, R22+FAB4 indices, 50 billion rounds

PA (Play All) PA (Play All) BC (Back Counted)

1-12 1-16 1-4

TKO-F 54.54 61.92 89.84

HILO-H 53.10 60.27 87.45

TKO-F minus HILO-H 1.44 1.65 2.39

B) Rules: 6D, S17, DOA, DAS, SPA1, SPL3, NS, 5/6, R22 indices, 50 billion rounds

PA (Play All) PA (Play All) BC (Back Counted)

1-12 1-16 1-4

TKO-F 36.81 42.71 66.55

HILO-H 35.19 40.81 63.94

TKO-F minus HILO-H 1.62 1.90 2.61

TKO with decks estimated to the nearest full deck 

has a higher SCORE than HL with decks estimated 

to the nearest half deck.
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Cacarulo’s sims show exactly what I predicted. For true counts of 3 or more 

KO with TCRC or TKO true counts are very accurate and for the back 

counted shoe game there is very little to gain by using more accurate 

estimate of decks remaining for TKO.

But HL true counts compared to TKO is much more sensitive to errors in 

estimating decks remaining for true counts of 3 or more than TKO is. Thus 

the increase in the SCORE from going from F (decks remaining estimated 

to the nearest full deck) to H (decks estimated to the nearest half deck) is 

much greater for HL than it is for KO. 

Thus for TKO or KO with TCRC, estimating of deck remaining to the 

nearest full deck is more than adequate. Also Colin Jones’ sims showed that 

the major gain in HL true count accuracy occurs in going from F to H 

estimation of decks remaining. Going from H to quarter or exact estimate of 

decks remaining will give very little extra advantage. 

KO with TCRC with decks estimated to the nearest full deck and using 

the simple critical running count formulas or memorizing TCRC is 

easier to use that HL and calculation of HL true counts, requires less 

computation and so less errors, can be played quicker with less mental 

fatigue than HL and is a stronger system than HL and so KO with 

TCRC should replace HL as the industry standard for the shoe game. 
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