


























QUALIFICATION RULES

Race Elimination Rules
The biggest obstacle to many fans is their inability to

avoid high risk races. Any serious player must pass
such races to assure long range profits. The following
rules are designed to eliminate those high risk areas
where there is insufficient data to determine the true
class levels, or where the highest rated horses are not
in top condltian:
Rule 1. Eliminate all maiden and claiming races for

2-year-olds.
Rule 2. Eliminate any maiden race for 3-year-olds

(and up) where there are 3 unknown factors
(UFs).

Rule 3. Eliminate any race where the three highest
rated horses do not qualify or are UFs.

These rules will eliminate some races immediately
by inspection. For the others, determine the class
ratings of all horses in the race. Qualify the horses
from the top down, until you have enough for the type
of wagering in the race. Check rule 3. If the rule is
satisfied, the race qualifies for play. If not, pass the
race.

Definitions
An unknown factor (UF) is defined as:

aj Any maiden in a maiden race who has less than 4
lifetime starts.

b) Any qualified horse in a race for winners who has
less than 4 lifetime starts or 4 starts in North Ameri­
ca.

c) Any horse who qualifies under an exception to the
horse qualifying rules.

d) Any horse who is untested relative to some con­
dition in the race.
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Horse Qualifying Rules
The Established Class Principle is sufficiently strong

that few rules are necessary to account for the other
factors. The most important of these are general
fitness requirements which deal with recent activity
and consistency. These basic rules, along with the
Class ratings, are enough to achieve the desired
statistical edge. We recommend that the novice restrict
himself to these basic rules.

We have also included a secondary set of general
handicapping rules. (See page 27.) These are of lesser
importance since they are often accounted for by the
Established Class Principle itself; in addition, they will
affect fewer races. However l the experienced player
should include these along with the basic rules. Note
that these secondary rules require some judgement on
the part of the user.

Rule 1. Recent Activity.
The horse must have raced in the past 2 weeks,
or, he must have had a workout in the past 2
weeks and a race in the past 4 weeks. If not, he
is disqualified. (Denoted Xl.)·

Rule 2. Recent Performance.
The horse must have finished in the money or
within 1 length of the winner at least once in
his last 3 races and in the past 6 weeks. If not,
he is disqualified. (Denoted X2.)·

Exception: If a horse shows a win or finish within 1
length of the winner after a layoff of 4 weeks or
more, qualify him as a UFo This satisfies both
Rules 1 and 2.

Rule 3a. Low Consistency.
The horse must have an in-the-money consis­
tency of 25% if he is a winner this year, or
40% if he is not a winner. If not satisfied. dis-

Denote. me.n••••hown In the example,

25



qualify him and reduce his rating by 10%. (De­
noted X3.)

Rule 3b. Hard Win.
If the horse's race was a hard win in the past 3
weeks, he must have a win consistency of
25%. If not reduce his rating by 10%. (De­
noted - %.)

Rule 3c. High Consistency.
If the horse has a win consistency of 50%, or
an in-the-money consistency of 75%, increase
his rating by 10%. This must be based on at
least 5 starts. (Denoted + %.)

Rule 3 does not apply to maiden races.

Definitions
[n-the-money: A 1st, 2nd, or 3rd place finish position.
[n-the-money consistency: Ratio (%) of the number of
in-the-money finishes to the number of starts.
Win consistency: Ratio (%) of the number of wins to
the total number of starts.

Hard win: A judgement call. Use 21(2 lenghts as a rule
of thumb. A winning margin of 21(2 lengths, is con·
sidered easy. Anything less is considered hard.

1 Week = 7 Days
1 Month = 28 Days

Example: Win Consistency Ratio (%) in this case is
also the in the money consistency ratio.

5t. 1st 2nd 3rd
Jessamber 1978 6 2 0 0

2 wins out of 6 starts would thus be 1/3 or 331/3 %.

Using the calculator mode, depress black 2, then ...
button, then black 6. then = 0.3333333 or 33 1/3%.
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SECONDARY HANDICAPPING RULES
(3 Year OIds and Up)
Rule 4. Distance.

Many horses show a decided preference for
certain distances. If there is no clear-cut prefer­
ence, ignore this rule.
a) Disqualify routers in sprints.
b) Disqualify sprinters in routes.

Exception: If the horse is untested at the distance,
or if he is disqualified but has the highest rating
in the race, make him aUF.

Rule 5. Track Surface.
Many horses show a decided preference for
either the main (dirt) track or the turf (grass)
track. If there is no clear-cut preference, ignore
this rule.
a) Disqualify a turf horse on the main track.
b) Disqualify a dirt track horse on the turf.

Exception: If the horse is untested on the surface,
or, if he is disqualified but has the highest rating
in the race make him a UF.

Rule 6. Weight.
Consider weight of 120 Ibs. or more at dis­
tances of 1 mile or more.
a) Disqualify any horse who has not been in

the money at least once when racing at a
distance within 1 furlong of today's race and
carrying within 2 pounds of today's weight.

Exception: If the horse is untested, or is disquali­
fied but has the highest rating in the race, make
him aUF.

Rule 7. Sex.
The female horse is generally much weaker
than the male.
a) Reduce the rating of any female racing

against males by 20%.
b) Increase the rating of a female who has

beaten males, or has been within 1length of
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the winner, by 20% when racing females
for the next 4 weeks.

Note: At some minor tracks, females run regularly
against males. If her rating was earned in such
races, ignore this rule.

Rule 8, Age.
In races for mixed age groups, Le., 3-year-olds
and older, or 4-year-olds and older, reduce the
rating of the lowest age group in the race by
10% until May 1st.

Definitions
Distances under a mile (8 furlongs) are considered
sprints; over a mile, routes.
A sprinter is a horse whose best races are in sprints. He
seldom runs in routes; when he does, he is usually out
of the money.
A router is a horse whose best races are in routes. He
seldom runs in sprints; when he does, he is usually out
of the money.
An untested horse is one who has never been sub­
jected to certain race conditions. For example, he may
never have gone a route distance or have been on the
turf.
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SUMMARY OF HANDICAPPING
PROCEDURE

Before getting into the method of wagering, which is
a completely separate subject, we will briefly recap the
procedure. (In our example on pages 16 and 17, the
horses are 2 yr. aids. We therefore use just the basic
horse qualifying rules.)

The ideal way is to figure all races in your form
before going to the track, preferably the night before.
The first step is to check each race to see if any can be
eliminated by inspection, i.e., 2-year-old maidens and
claimers and some 3-year-old maiden races. Mark any
such races RNQ (race not qualified).

Next, go to your first "apparently" qualified race
and calculate the class ratings for all horses in the
race. Then check the 3 highest rated horses to see if
they qualify or are UFs. If none of your 3 highest rated
horses is fully qualified, then mark the race RNQ, and
go to the next race. If at least one of your top 3 horses
is fully qualified, then the race qualifies for play. Con­
tinue qualifying the horses until you have 4 qualified
horses in the race.

You should systematically mark each horse so that
his rating and whether he qualifies or not is completely
clear. It is convenient to use a Flair-type pen, light
enough so that the printing in the form shows through.
One simple way of marking your form follows. (See
the sample chart on pages 16 & 17.)

1. Write the rating right after the horse's name.
Put adjusted rating (if any) below the initial
rating.

2. Write the overall rank of each horse in the
margin, Le., 1 for highest rating, 2 for 2nd
highest, etc., without regard to his qualifica­

tion.
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3. If horse is qualified, mark a large circle in
the middle of his chart. Inside the circle, put
his rank as a qualified horse. That is, 1 for
highest qualified rating, 2 for 2nd highest
qualified rating, etc.

4. If horse is a UF, mark UF beside the circle.
5. If horse is unqualified, write Xl under his

overall ranking if he is disqualified under
Rule 1, etc.

Returning to the example on pages 16 & 17, the
chart has been marked as described above. Note that
we are just using the basic horse qualifying rules (Rules
1-3). The overall ratings are written to the left of each
horse's name. Two of the horses don't qualify, in­
cluding the 4/5 favorite going off at .90 on the dollar
(Quadrangles Plum). The qualified rankings are in­
dicated in the circles. Note that our top figure is a
prime bet, as described in the next section.

In races where aU horses are moving up, ie page 16,
we consider our top ranking horse to be a prime bet as
long BS it meets the 10 % above next highest rated
horse.

If there are any early scratches, you should account
for these before going to the track. These are usually
available via phone, radio and TV, etc., depending on
your locality.

The last step is to arrive at the track sufficiently early
to check the card for late scratches, and, if any, to ad­
just your figures accordingly. You should then mark
your program indicating the qualified races, your
qualified horses, and your potential plays for the day.

30

METHOD OF BET

General
The art of proper wagering is possibly as complex a

subject as handicapping itself, but it is invariably down­
graded in importance by the average player. The
wagering method recommended here is the result of
probability studies aimed at optimizing the overall
return. It has been speCifically developed to be used
with the established class handicapping technique;
together these procedures provide the desired
statistical edge for the regular or frequent race-goer.

We will discuss 5 types of basic play; the Prime Bet,
Longshot Bet, Show Parlay, Daily Double, and Exac­
tao Each of these individually should show a profit over
any reasonable sampling. However, there is no way of
telling which will 'be the most profitable during the
course of a meet; each one has been the best at one
time or another. Consequently, we recommend that
you use all 5 types of play independently each day.

The money levels given in this section can be raised
or lowered to suit the individual bettor. However, if
this is done, the ratio between the various bets should
be kept in the same proportion as far as possible. Once
the bet level is selected, it should be kept the same for
aJ] qualified races. This method of bet has been proven
out over a long period of time, but to be effective con·
sistently is necessary_ Remember, each race and each
day is independent. The common practice of changing
one's bet level and trying for a "big kill" when ahead,
or trying to get even in one shot when behind, will
destroy the proven statistical edge.

For wagering purposes, it is convenient to define the
class level in more detail. A horse, whose rating is at
least 5% higher than the purse value, is considered a
dropdown. Similarly, a horse whose rating is at least
5% below the purse level is considered to be a moue-
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up. Finally, a horse whose rating is less than 5% away
from the purse value (higher or lower) is said to be in
class. In most races you will have horses from all 3
groups, However, you will find some races where
every horse is moving up. In general, these are more
difficult to handicap, so we will play them a little
tighter.

Longshot Bet
The Longshot Bet may be made on our top

qualified horse if not a Prime Bet, on our 2nd qualified
horse, and occasionally on our 3rd qualified horse.
This bet is always made across the board, i.e., equally
for win, place and show, but only when the odds are
sufficiently long. (Also see Q. & A. page 44-50.)

Restrictions
1. No Longshot Bet can be made if there

is a Prime Bet in the race with odds of
9/5 or less.

2. No more than 2 bets in the same race
can be made, i.e., 1 Prime and 1 Long­
shot, or 2 Longshots.

3. The horse must have 1 of the 4 highest
overall ratings (including unqualified
horses).

4. The' horse must be dropping in class
(i. e., no more than 5 % below purse
value.

5. If there are less than 7 horses in the
race, omit show betting, i.e., just win
and piace.

Returning to our example on the chart, pages 16 &
17, note that we have a Prime Bet, Jessamber. Since
her odds at post time were 7/1, she would normally
be bet $10.00 across the board; since there are only 6
horses in the race, we just bet $10 win and $10 place.
The winning payoff returned $129.00 for the $20 bet.
There is no longshot play since the two hor~es tied for

Bet
$8 across board
$6 across board
$4 across board

Longshot Bet Table
Dollar Odds
7/2 or better
5/1 or better
6/ 1 or better

Horse
1st qualifier

2nd qualifier
3rd qualifier

Prime Bet
The most Common betting situation is the Prime Bet

on our top qualified horse providing he has a suffiCient
class edge. If the top qualified horse has a class edge of
more than 10% over the 2nd qualified horse, he
becomes a Prime Bet. For example. assume the top
choice has a rating of 13. Reducing this by 10% leaves
11.7 (using the calculator. take 13 x 90 % = 11.7).
If the second choice is less than 11. 7 the top choice is
a Prime Bet. The amount bet depends on the horses
dollar odds at post time. as shown in the table below.

Prime Bet Table
Dollar Odds Bet

Less than 6/5' No Bet
6/5 to 9/5 Win $20
2/1 to 3/1 Win $10, Place $10
712 and up Win $10, Place $10, Show $10

.. During the first two weeks of the racing season. raise
the minimum odds to 3/2.

Restrictions
1. If the top qualified horse is a UF, there is no

Prime Bet in the face.

2. If the race is a Hurdle or Steeplechase
event, there is no Prime Bet in the race.

In both of these cases the horse could qualify
for longshot play.
3. If there are less than 7 horses in the race,

omit the show bet.
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second are both moving way up (see Longshot Rule
4).

Notice that the qualifying rules eliminated play on
the strong favorite who had the second highest overall
rating in the race; similarly our third overall rated horse
was also eliminated. Both were out of the money! You
must observe the qualifying rules l

Show Parlay

The class principle is strong enough to make show
bets practical in spite of the breakage penalty. Show
parlays, where the entire return from each show bet is
played on the next, can mount up surprisingly fast
when successful. Although the odds are against a suc­
cessful run on anyone day, you can reasonably ex­
pect about two successful parlays per week.

Rules

1. Play is in qualified races only.
2. To be a play, the horse must be

a. A Prime Bet, or
b. The top-rated horse fully qualified, I.e.,

not a UF, with a 5 % edge over the 2nd
and 10% edge over the 3rd qualifier.

3. Eliminate any race where the expected re­
turn is under $2.40. If in doubt, eliminate if
the win odds are under 3/2.

4. There must be at least 3 possible plays for
the day, or there is no play.

A reasonable amount to start the parlay with is $20
in line with the basic Prime Bet level. Bet the return,
rounded down to an even $2 on the next play, and so
forth. If the parlay busts, stop play for the day.
Numerous variations on the method of rounding off
are possible. Some like to round down to the nearest
$5 multiple, recover the original $20 cost after a few
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successful plays, and continue on the profits only.
Note that one successful parlay will normally be
enough to show a profit for a six-day week!

Daily Double

This represents a win parlay on the first two races.
The major difficulty here is that you are betting the se­
cond race blind with no chance of seeing your choices
before the race; so you risk being stuck with a heavily
bandaged cripple. Analysis of the probabilities in dou­
ble play are consequently quite involved. What follows
here is a brief discussion of the principles with the
recommended procedure for the more common
cases.

The chances of picking two successive winners on a
single combination is small. For example, if you have a
40% chance of picking the winner in anyone race, the
probability that you will pick two winners in a row is
only 16% (.40 x .40 = .16). We will increase this pro­
bability by playing more than one combination. The
return on a $2 double may vary during the season
from under $10 to several thousand dollars, with an
average return of around $50 to $60. Clearly we can­
not play too many combinations or the cost becomes
too high compared to the probable return. We conse­
quently eliminate doubles where the races are too un­
predictable, and on the other hand, we play strong
combinations more than once.

Note that the double rules have been relaxed com­
pared to the usual race rules, thus emphasizing the
class rating and old class more heavily. This implicitly
recognizes the fact that betting coups are more likely to
be attempted in the double races. In addition, this in­
creases the chances of hitting the larger priced
doubles.
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The vertical numbers are the choices in the first
race; the horizontal ones are the second race picks.
The arrow, in illustration, points to the combination of
the 2nd choice in the first race with the 3rd choice in
the second race.

4. List horse for double play in the following
order:
a. Prime Bet
b. Qualified Dropdowns
c. All the rest in order of their adjusted

ratings.
5. In general, we will use the top 4 horses on

the list. The top fully qualified horse must
be on this list or the race must be eliminated
from play. If one of the races has a strong
Prime Bet, the other race may use 5 horses

on your list.

Method of Bet
Play is based on a total cost of $20, i.e., on a total of

ten $2 double tickets. The ticket allocation is shown in
the diagrams following for the common types of play.
The numbers represent the order of your choices, 1st,
2nd choice, etc., and P represents a Prime. Each x in­
dicates one $2 ticket on the combination correspon­

ding to that box.
a. Standard Play

This play, shown below, will cover most situa­
tions.

3 combination
see below

2nd Race

1 2 3 4
1 x x x x 2·
2 x x x

3 x x
4 x

1st Race

Double Rules
1. At least 1 of the 2 double races must qualify

for regular play.
able (see 5).

2. Horse not qualified for regular play will be
considered for double play, subject to the
following restrictions:
a. The horse must have raced in the past 4

weeks; or if his last race was 4-8 weeks
ago, he must have 2 workouts in the
past 15 days; or if his last race was over
8 weeks ago, he must have 3 workouts
in the past 15 days.

b. If the horse has had only 1 or 2 recent
out-of-the-money races following a long
layoff, he must have a total of at least 3
races or workouts in the past 15 days.

c. If the horse has no rating for this year,
but has 4 or more races all in higher class
levels, use his rating for last year. He will
be considered subject to all rules above.

d. In maiden races only: Consider any first
time starter who has 3 or more workouts
in the past 15 days. To qualify, one of
these workouts must be in fast time
(compared to those of the other horses
in the race), and one must be for a long
distance, Le., within one furlong of to­
day's race or a mile if today's race is a
route.

Treat any horse with 1 or 2 out-of-the­
money starts as a first time starter. His races
may be treated as workouts.

3. Adjust the rating of any horse who is un­
qualified for regular play but who qualifies
for double play. If he is in class or dropping
in class, reduce his rating by 10%; if he is
moving up, reduce his rating by 20%.
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Possible variations could be:

1 2 3 4
P xx xx xx x
2 x x x

c. If one of the races has a strong Prime, the main
play would be:

b. Variations in the Standard Play can be made de­
pending on the relative strengths or Class spread
between contenders. Typical cases are:

1 2 3 4
1 x x x
2 x x
3 x x
4 x

PLACE

W
I
N

1 2 3 4
1 x x x
2 x x x
3 x x
4 x x

PLACE

W
1
N

Exacta

The theory behind Exacta (or Perfecta) play is
similar to that for the Daily Double, but here we are
trying to pick in order the first 2 finishers in a single
race.

As with the daily double, the rules are broadened so
that most races are playable.

Exacta Rules
1. All races are playable subject to the follow­

ing restrictions:
a. No maiden 2-year-old races.
b. No unqualified races for 2-year-old win­

ners.
c. No unqualified 3-year-old maiden races.
d. All other unqualified races are playable

subject to rule 5 below.
2.-4. Same as Double Rules.
5. In general, we will use the top 4 horses on

the list. The top fully qualified horse must
be on the list or the race is disqualified from
play.

Since the size of the return depends greatly on the
number of horses in the race, we have two Standard
Plays. For races with 8 or more horses use the play
with 10 combinations. For less than 8 horses, use the
8 combination play.

1 2 3

1 xx x x

2 x x x
3 x x x

1 2 3 4 5
P xx xx x x x
2 x x x

1 2 3 4
1 x x x x

2 x x x
3 x x x

1 2 3
P xxx xx xx
2 x x x

As was true with regular non-double bets, advanced
preparation is essential. This is particularly true here
since the double races often have large also eligible
lists and frequent scratches.

a) Standard
10 Combinations

b) Standard
8 Combinations
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Note that we are boxing our 3 top horses and ad­
ding the 4th horse with the 1st, back and front, in our
standard 8 combination play. For the standard 10
combination play we also include the 2-4 and 4-2
combinations. [n the standard 10 combination we are
keying equally on our top 2 horses, Le., playing them
both to win and place with all the other 4 horses.

In general, the novice should stick to the standard
plays. With experience, some flexibility is desirable.
For example:

a. If our top choice is strong, we might wish to
replace the 2-4 combinations with the 1-5 and
5-1 pair.

b. If the race is relatively tight, you might
reasonably include the 3-4 and 4-3 combina­
tions. This increases the cost, but it is worthwhile
if the odds are right.

c. In short fields and when our top choice is a
strong favorite, the exacla will probably be low in
price. Unless you can logically narrow down the
contenders to one or two and play these com­
binations several times, it is better to pass the
race.

Again returning to our sample example in the chart,
for the short field with a Prime Bet we would simply
wheel the prime. The $10 cost returned a payoff of
$87.60, very high for a short field!

THE "CLASSIC"
This is a special case which doesn't occur very often

but can lead to very large payoffs when it does.
Classic Double. One race has a "strong" Prime, Le.,

a Prime which has the highest overall rating in the race
and is also a dropdown. The other race is unqualified
and wide open. Wheeling the Prime is the obvious
play.

This type play led to a $7800 + payoff at Calder
several years ago! It had a high price Prime in the first
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race coupled wilh an unqualified maiden claimer with
no qualified horses in the second race.

Classic Exacta. This is a similar situation with a
strong Prime in a race where the rest of the field is
wide open. If the Prime were not in the race, the race
would not qualify. Again the play is to wheel the
Prime.

Unusual payoffs are again common here. f recall a
situation at Aqueduct several years ago where a strong
Prime, favorite at 6/5, in a 6-horse field, led to an ex­
acta paying over $150\
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MISCELLANEOUS

Quinella and Trifecta

The quinella, while not as common or as popular as
the exacta, is found at some tracks, Here you pick the
first two finishers, but they can finish in any order.
Thus a ticket on the 2-3 combination wins if either 2
wins and 3 places or 3 wins and 2 places. Play is
similar to exacta play but you need only half as many
tickets to cover the same number of combinations as
the exacta, The payoffs are consequently roughly
halved or less. In particular, when the favorite finishes
1st or 2nd, the payoffs are usually relatively low, Con­
sequently, if the favorite is among your top 2 choices,
play may not be worthwhile.

The trifecta, where you must pick the first 3 finishers
in order, is a completely different situation, Here the
payoffs run often in the thousands and the probability
of hitting one are correspondingly low. Generally
speaking, this is not a worthwhile play unless you have
a strong chance at picking the winner, For example,
with a strong Prime, you should play the Prime to win
and box 3, 4 or even 5 horses behind it for 2nd and
3rd.
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OTB (Off·Track Betting) Play

Since OTB has become firmly established in N, Y,
and looks like it will probably spread throughout many
more states, a logical question is, "'Can I use the com­
puter if I play at OTB?" The answer is, "Yes, with
some modifications."

Clearly any handicapping-wagering system which
incorporates the post time odds into your play
depends on your knowing the post time odds for op­
timum performance. For example, the morning line
odds may show 8/1 on a horse, At those odds he
might be a good longshot play, At post time his odds
may have dropped to 3/1, and is no longer a good
longshot play, On the other hand, a horse listed at 3/1
in the morning line may actually go off at 6/1 and be a
longshot play at the track, Most efficient play on our
Primes and Longshots thus requires that you be at the
track,

How close the morning odds are to the actual post
time odds varies from track to track and also with the
section of the country_ New Yorkers, for example, are
favorite-happy, The 1st and 2nd morning line choices
are usually bet down, Californians tend to go in the
opposite direction, in particular, they tend to discount
out-af-state horses excessively. In your area you
should run a check on the morning line odds and see
how realistic they are. You would then adjust the
dollar odds in the Prime Bet and Longshot Bet tables
accordingly-in the direction of being conservative.

As far as parlay-type wagering is concerned
(doubles, exactas), we pay little attention to the odds,
Consequently, these can be played at OTB the same
way as at the track.

43



C!uestions & Answers

Some of the questions on the Kel-Co approach
which we .commonly encounter are repeated here for
general information.

Q. Can a novice really do well with your method?

A. The novice, with no bad habits, sticks literally to
our procedures and often does much better than
the oldtimer who is saturated with bad habits and
misinformation. Case in point: The pro would
never bet a 40/1 prime bet-he knows better. The
innocent novice, however, in his ignorance, bets
the long price prime and winsl Incidentally we
have had prime which have paid over $100 to
win!

Q. Why do you pass most 2-year-old maiden races?
A. While 2-year-olds have the advantage of not hav­

ing been over-raced, i.e., relatively few have leg
ailments, they are still "babies" who are maturing
at different rates. Sudden improvements and
"'class" changes are thus common and relatively
difficult to predict.

Q. How do you handle dead heats?
A. Horses who deadheat for 1st, for example, are

each credited with a win in their charts. However,
they split 1st and 2nd place purse money. In
calculating their rating, credit the horse with V2 a
win and 112 a second. On the computer you can
take the rating both ways and average the two
results.
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Q. How do you handle disqualifications as far as your
horse qualifying rules are concerned?

A. Give the horse the benefit of the doubt. Thus, if he
finished in the money but was disqualified out of
the money, assume he was in the money. Also, if
he finished out of the money, but was moved up
into the money by a disqualification, treat him as
though he finished in the money.

Q. How do you handle ties in your ratings when it
comes to wagering?

A. If the top two qualified horses are tied, they are
both treated as the 2nd choice. Either or both
must have odds of 5/1 to be a longshot play.
Similarly, if the top 3 are tied, treat them all as
your 3rd choice. It follows that if your top 4 were
virtually tied you would treat them all as 4th
choices-i.e., no wagering at all.

Q. You don't mention wheeling a double or exacta.
Why not?

A. In general, our standard plays work out best in the
long run, particularly for the novice. The ex­
perienced player will occasionally find wheels a
better play, however. For example, if you had a
strong Prime in 1 of the double races, and the
other race was wide open, wheeling the Prime
makes sense. (See "Classic.")

Q. What do you do if a horse has some of his earn­
ings this year in a foreign country?

A. The only way to handle this is to save your back
result charts from the form (or alternately the
monthly "Chart Books" published by the Form).
You can then determine his earnings in this coun­
try and thus his rating here. Otherwise if he ap­
pears to be a contender you should include him in
parlay play or pass the race.
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Q. What about claimed horses coming right back?
A. A claimed horse must be raised in claiming price

25 % when racing within a month of being
claimed. This mayor may not mean he is being
raised in class over his head. We ignore the claim
and let his rating decide whether he is a con­
tender.

Q. Can you explain dollar odds simply?
A. You can interpret the dollar odds as the profit per

dollar waged (if your horse wins). Thus dollar
odds of 2/1 means that you make a profit of $2
per dollar bet, or $4 per $2 bet, and thus a return
or payoff of $6 for your $2 bet. Similarly, 9/5
means a profit of $9 per $5 bet (same as $1.80 per
dollar or $3.60 per $2) for a return of $14 per $5
or $5.60 for $2.

Q. What about stake horses in allowance races?
A. Some stake horses use allowance races as preps

for an approaching stake race. The assumption is
that the horse will try to win, but not if it would ex­
tend him so much that it might hurt his chances in
the stake. Check his charts to see what happened
in similar situations. If still in doubt, make him a
UFo

Q. What about speed and pace handicapping?
A. There are some merits in both, but both have

limitations. (Of course we're prejudiced.) It is com­
monplace to see a class horse "hook" an ap­
parently faster horse and put him down. A major
difficulty with speed or pace handicapping is that
you must use a "track variant." The variant given
in the racing form is almost useless and can be
very misleading at times. This means that you
must compute your Qwn-a time-consuming pro~

cess. It is also difficult to account for shippers pro­
perly.
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Q. How do you handle missing data?
A. For a heavily raced horse, particularly late in the

year, there may be 4th (and 5ths) which occurred
off his chart. The horse will get a somewhat higher
rating than he should when these are ignored.
This is not important if the horse has a high con­
sistency. However, if the horse has a low con­
sistency, his rating could be much higher than
deserved. You can compensate for this by using
the last Tc and estimating that he had 14th for
each 5 unaccounted for races. Same for 5ths.

Q. Do you recommend spot plays?
A. Our procedure is essentially a broad-based

statistical approach. The class ratings, qualifying
rules, and method of wagering form a complete
proven package-this is what we recommend us­
ing. However, there are experienced handicap­
pers who use the computer as a handicapping
aid-to establish the class of the race, to handle
certain types of races, etc. There are some who
concentrate on spot plays with the computer. For
example, one might pick standout Primes (top
overall figure, dropping down, and at his optimum
distance) who also has the top recent speed rating.
This type of play reqUires experience & judge­
ment.

Q. How close do you stick to the qualifying rules?

A. The rules are broad enough as they are, depend­
ing heavily on the class principle. I personally stick
to the exact rules-this saves heavily on prepara­
tion time.
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Q. What about special horseshoes like mud calks?
A. The proper interpretation of special shoes requires

some judgement. In general, the use of these
shoes requires additional effort and cost by the
trainer; this would rarely be done unless the
trainer thinks his horse is a serious contender. On
some hard tracks, where the footing becomes slip­
pery when wet (e.g., some Northern California
tracks), calks become virtually a necessity for any
serious contender.

Q. You don't mention "mud" marks. Why not?
A. While there are some legitimate mudders, the

percentage at any track is low. We have found
that the "class" holds up better, if anything, on
"off" tracks. In addition, since many fans are over­
concerned with mud marks, we get better prices
than we would if the track were fast.

Q. What about unqualified races? Do you ever play
them?

A. When I'm able to attend on a fairly frequent basis
(with the intent and expectation of making
money), I avoid them completely. The winning
percentages are simply too low. However, if I am
just out for a day's entertainment (and willing to
pay for it), I may spend some time on the un­
qualified races. When you gain experience with
our technique, you will notice a strong correlation
between unqualified races and boxcar payoffs.
Any top-rated, unqualified dropdown is worth ex­
amining in detail for any signs of life (particularly in
the "gimmick" races). Not for the novice.
However, even though you will occasionally find a
big payoff, you are much better off to avoid un­
qualified races in the long run.
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Q. What do you have to say about the times the rules
don't hold up?

A. There are times when this is true, however the
rules have been proven over a long period of time.
The money you may have won betting on races
we disqualify would not begin to offset loses from
breaking the rules. Stick to the rules!

Q. How do I handle betting on races when all the
horses are moving up?

A. As we discuss in our example race only the prime
is eligible for a bet. The restriction 4 in Longshot
Bet Table applies, therefore we wager only on the
prime.

Q. Do I bet on UF's?

A. Yes! Except as outlined under the rules.

Q. Would you explain Hard Win.

A. Let's look at Jessamber, (page 17), this filly's last
race shows a Hard Win, however she meets rule
3b. 33 1/3% also see definitions on page 26.

Q. How do I handle missing in the money finishes
that don't appear on the chart?

A. Use the Tc for the oldest race shown in the Past
Performances. Generally horses run in the same
circuit; therefore, the oldest race Tc will give the
results we want.
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Basic Operating instmctions
Portable Battery Operation

Your calculator operates on a 9-volt alkaline battery.
When it becomes weak, the display will light up very
brightly, then become dim and erratic generally
displaying all 0.0.0.0.0.0.0. To replace or install the
battery, remove the cover on the bottom of the unit,
carefully unsnap the battery: put a new Alkaline bat­
tery into the connector; replace it in the battery com­
partment with the connector on the opposite side of
the adaptor plug and slide the cover back in place.

NOTE: Do not leave a bad battery in the computer for
a long time. For A.C. operation, you should use 7515
adapter designed for this computer. To use the
adapter, simply turn off the power switch, and insert
the adapter into the A.C. outlet, 110-120 volts, 60Hz;
plug the adapter plug into the socket on the computer
and turn the computer on. Remember this is an
adapter and does not charge the battery. Use the
adapter whenever possible. Battery life is limited.
(Approximately 3 hours.)

Power On
Slide power switch to the left to turn on computer,
touch [CE/Cj twice.
NOTE: Touch lCE/C] twice before beginning a com­
putation.
Number Entry
To enter a number, "touch" the numeric keys in se~

quence.

Example, To enter 12.3-

31.62
1852.932

17 + 32.5 = 7
Display

[X]

[ '" ]
31.62
58.6

Examples of Basic Fundions
NOTE: Touch lCE/C] twice before beginning a com­
putation.

ADDITION, To calculate 9 +
Enter Touch

9 [+J 9.
17 [+ J 26.

32.5 [= J 58.5
NOTE: Each time an operation [+ , x, "', %I is
touched, the result of the previous calculation is
displayed. The [.,. ] key is not programmed to operate
in a combined % operation. Use of this operation will
give an incorrect and peculiar answer. The calculator
will accept numbers less than 1 provided you first enter
the decimal point followed by the number. Entering a
zero before the decimal point will not be accepted by
the calculator.
SUBTRACTION, To calculate 436.14 - 103.9 = 7

Enter Touch Display

436.14 [ -] 436.14
103.9 [=] 332.24

MULTIPLICATION, To calculate 31.62 x 58.6=7
Enter Touch Display

To clear an incorrect entry, use the lCE/C] key.

Example, To calculate 12 x 7 = 7
Enter Touch Display

12 [xl 12.
8 [CE/C] O.
7 l=] 84.

NOTE: After clearing an entry, do not duplicate the
operation function.

Display

O.
1.

12.
12.

12.3

Touch

{CE/Cl (twice)
1
2
[.]
:3
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DIVISION: To calculate 196 -;- 7 = ?

Enter Touch Display
Track Categories By Circuit
(Modifications apply to all tracks on same line.)

Reciprocals

When the number you want to take the reciprocal of is
being displayed, simply press [ + J then (= J twice.

---
15.3 J x J 15.3
13.7 [+j 209.61

4 [+j 52.4025
19 [-J 71.4025
11 [= 1 60.4025

196 [+J 196.
7 [=J 28.

CHAIN CALCULATIONS: To calculate 15.3 x 13.7
+ 4 + 19 - 11 = ?

Enter Touch Display

= Key does not preform Constant Functions. Decimal
combination operations will not operate in all function
modes. If you arrive at the same answers as the exam­
ple show then the unit is preforming properly. The unit
has been designed for handicapping and has limited
calculator functions.

Tc1 -

Canada: Grd. FE,
Delaware: Del
Maryland: Bow, Lrl, Pim
New Mexico: LaM, Rui, Sun (3)
New York: Aqu, Bel, Sar

Tc2 -

Arkansas: OP
Florida: Crc, Hia, GP (7)
Illinois: AP, Haw, Spt, Was
Louisiana: OeD, FG, EvD, JnD, LaD
Nebraska: Cis, Fon, LnN
New Jersey: At!, Med, Mth, GS
Oregon: PM, Sal
Pennsylvania: Key, Pen
South Dakota: PJ
Washington: Pia, Lga

TC3-
Arizona: TuP
Canada: WO

EP, NP, AsD, Lbg, MD (3)
Sip (6)

Colorado: Cen
Florida: FD
Kentucky: La!. E1P (6).

CD. Kee (8)

Illinois: FP, Cka
Bm! (6)

Maryland: Tim
Massachusetts: Sut

MF (4)

Mexico: Jua (4)
Michigan: HP, Det (5)

10
0.1

Display

[+ J
[=J (x2)'

Examp/e~ Xo = .1
Enter

10
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New Hampshire: Rkm
New Mexico: SFe
New York: FL (8)
Ohio: Beu, RD, Tdn
Pennsylvania: Com, Poc (4)
West Virginia: CT, Shd

Wat (5)

Tc.-
Arizona: RiI, Pre (1)
California: BM, Dmr, GG, Hoi, Pin, SA, Sac, SR,

Stk, Sol
Fer (5)
Porn (8)

Massachusetts: GBF, Nmp (5)
Mexico: AC
Nebraska: Aks (2)
New Mexico: Alb (2)

Track Abbreviations
All track abbreviations are listed alphabetically with

their full name, state and track category.

Unlisted Tracks
Most probably are very minor small tracks, fair cir­

cuits, etc. and usually very short meets. Either 1) use
Tc for main tracks on their list, or 2) use Tc, most are
so small their class is nearly non existent.
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FINAL COMMENTS

In summary, our handicapping procedure is based
on the Established Class Principle; we feel that this is
the most important single factor in handicapping, In
theory, if all the horses in a race are in top condition
and going all out, the order of finish should corres­
pond to the class ratings. This, of course, will never
happen' -some of the horses will not be in shape,
others may be entered for conditioning purposes only.
The purpose of the qualifying rules is thus to 1)
eliminate high risk races, and 2) to eliminate horses
who are not in shape and not serious contenders. The
ratings with the properly applied rules will then pro­
vide the user with the desired statistical edge in his
wagering.

There are of course many types of race-goers, vary­
ing in degree of experience, seriousness, and resulting
success. To the novice, the casual, and the regular but
unsuccessful attendee we recommend that you absorb
the contents of this booklet, and then stick literally to
the rules. If in doubt, pass the race. The unplayable
races are pure gambles, avoid them, and you can
become a winner!

To the regular and successful attendee and to the
true pro, we recommend that you compare the Kel­
Co results with your own. From past experience we
know many of you will switch completely, while others
will adapt our class principle into your own pro­
cedures.

If you don't fully understand the use of the Kel-Co
Computer, please advise us and we will attempt to
clear up any problem.

-Note: We were overly conservative here. Since the
original writing in 1971, it has happened several times.
In particular, on the day of Secretariat's Preakness
race, we were guests at the Railbird Club at Arlington
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