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1 Introduction

Every other technique in this series hides its numbers. You have to dig them out of 

a stray line of dialogue or a fanbook footnote. Kinji Hakari put his in the title.

His Domain Expansion is called Idle Death Gamble: CR Private Pure Love Train 

Version 1/239, and the 1/239 is not decoration. It is the probability of hitting the jackpot 

on any given attempt. The CR and the version number are real pachinko conventions, 

and 1/239 is a real machine class. Sanyo Bussan’s CR Super Umi Monogatari in Japan 

shipped in a 239 Version at a stated jackpot probability of 1 in 239.1, which places it 

in the middle bracket Japanese players call light-middle, between the gentle beginner 

machines and the punishing high-spec ones. Akutami did not invent a plausible-

sounding number. He borrowed a spec sheet.

What the jackpot pays out is unlimited cursed energy and a fully automatic reverse 

cursed technique, for four minutes and eleven seconds, which is the running time of the 

theme song from the romance manga the machine is themed on.

So the whole technique reduces to one sentence with two numbers in it. At odds of 

1 in 239, buy 251 seconds of being unbeatable.

That sentence happens to sit on top of one of the oldest results in probability, 

and not on the side of it you would want. The Gambler’s Ruin theorem, worked out 

by Pascal, Fermat and Huygens in the 1650s, says that a gambler with finite money 

playing against an opponent with unlimited money goes broke with probability one. 

Not probably. Certainly. And the part that still catches people is that this remains true 

when the game is perfectly fair.

Four results, in the order they bothered me. After 239 spins, which is the average 

wait, Hakari has still not hit the jackpot 37 percent of the time. The 1 in 239 is not a 

single event but the absorption probability of a small Markov chain, and once you take 

the manga’s other figure seriously, that the last stage is over 80 percent, it turns out 

the improbability is deliberately hidden upstream where nobody is looking at it. Hakari 

does not beat the Gambler’s Ruin theorem, and cannot; what the jackpot does is put 

him on the other side of it for 251 seconds at a time. And the single most important 

line in the domain’s entire specification is not the 1/239 at all. It is the clause about 

guaranteed jackpots, which is the difference between a wait that is long and a wait that 

is unbounded.

2 What the Domain Actually Does

Idle Death Gamble (坐殺博徒, Zasatsu Bakuto) debuts in chapter 182. Inside it, 

Hakari and his opponent stand in a manifested pachinko parlour and a game plays 

out, and the domain’s sure-hit effect pushes the complete rules of that game into the 

opponent’s head.
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Figure 1: The rules arriving in the opponent’s head, chapter 187. Most domains use the guaranteed hit 
to deliver damage. Hakari uses his to deliver information, which costs him nothing and buys the fastest 
activation of any domain in the series. Image source: Jujutsu Kaisen Wiki (Fandom), Idle Death Gamble, 
retrieved September 2026. Original work by Gege Akutami, Shueisha.

That last detail is stranger than it looks, and I want to flag it early because it 

recurs. A Domain Expansion’s sure-hit is normally the lethal part. Hakari spends his on 

a rulebook. The manga is explicit that the transfer is harmless, and explicit about what 

he gets in exchange: the domain constructs and infuses in under 0.2 seconds, which 

makes it exceptionally strong in a clash against another domain. He traded the damage 

for the speed.

The game itself runs as a sequence of stages. It starts in normal mode. Hakari can 

manifest three kinds of indicator, called shutter doors, reserve balls and consecutive 

effects, and these come in green, red or gold, with rarer colours meaning better odds. 

Producing one or more indicators advances the game to a riichi scenario, at which point 

two of the three symbols needed for the jackpot are already showing.

There are four riichi scenarios with different chances of paying out, and the manga 

says the final one, the train riichi, is over eighty percent. Two routes guarantee a jackpot 

outright: a rainbow-coloured indicator, or four consecutive effects in a row. And the 

constraint that governs all of it, stated plainly in chapter 183: Hakari chooses which 

indicator to manifest, but whether it succeeds is up to luck.

He picks the lever. He does not pick the outcome.
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3 Waiting for a One-in-239 Event

Suppose the machine simply pays out with probability 𝑝 = 1/239 on every attempt, 

independently. How long until it pays?

The answer is the geometric distribution, and it is the simplest interesting object 

in probability. The chance the first success arrives on attempt exactly 𝑛 is

𝑃(𝑁 = 𝑛) = (1 − 𝑝)𝑛−1𝑝,

because you need 𝑛 − 1 failures and then a success. The chance you have still seen 

nothing after 𝑛 attempts is cleaner:

𝑃(𝑁 > 𝑛) = (1 − 𝑝)𝑛.

The average wait is 1/𝑝, so 239 spins. That number is easy to misread, and 

misreading it is more or less the entire business model of the gambling industry.

Put 239 into the second formula. The probability of still having nothing after the 

full average wait is (238/239)239 ≈ 0.367, which is 1/𝑒 and no coincidence. So better 

than a third of the time, Hakari reaches the point where the machine has “owed” him 

a jackpot for a while and has not paid. The median is 165 spins, well below the mean, 

because the distribution has a long tail to the right that drags the average up.

0 200 400 600 800

0

0.5

1

spins

st
il
l 
n
ot

h
in

g

median, 165 spinsthe average wait, 239 spins:

37% have still seen nothing

90% have hit by 550

Figure 2: The probability that Hakari has still not hit anything, against the number of spins. The shaded 
area ends at the average wait of 239 spins, and the curve is still at 0.37 there, which is 1/𝑒. Averages are 
a poor guide to geometric waits: the median arrives at 165, and you need 550 spins before nine players 
in ten have seen a jackpot. The curve never reaches zero, and section 7 is about why that matters more 
than anything else here.

The property doing the work is memorylessness. The machine does not know how 

long you have been playing. After a hundred failures the chance on the next spin is still 

exactly 1/239, because the spins are independent, and the belief that a drought makes 

a hit “due” is the gambler’s fallacy in its purest form. Hakari, who runs an underground 

fight club and takes bets for a living, presumably knows this better than anyone in the 

cast. He built the machine anyway.
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4 The Machine Is a Markov Chain

The single-probability model above is too simple, because the manga describes 

something with structure: normal mode, then indicators, then one of four riichi scenar

ios, then a result. That structure has a name.

A Markov chain is a system that moves between states, where the probability of the 

next state depends only on the state you are in now and not on how you arrived. Board 

games, weather models, the algorithm that ranked web pages for the first decade of 

Google: all Markov chains. Draw the states as circles, the possible moves as arrows, and 

write a probability on each arrow. Everything about the system’s long-run behaviour 

follows from that picture.

Idle Death Gamble maps onto one directly. There is a normal state. There are 

four riichi states with different payout probabilities. There is a jackpot state, which is 

absorbing in the technical sense that once you are in it the game stops being a game.

normal
mode

nothing happens, ≈ 23/24 riichi 1

𝑞1 small

riichi 2
𝑞2

riichi 3 𝑞3

train 𝑞4 > 0.8

a riichi, ≈ 1/24

JACKPOT
251 s

no jackpot: back to normal mode

rainbow indicator, or four consecutive effects: probability 1

Figure 3: The domain drawn as the Markov chain it is. Every spin either does nothing, which is most of 
them, or advances to one of four riichi scenarios, each with its own chance of paying out. The jackpot 
state is absorbing. The dashed route is the part of the specification that matters most, and section 7 
explains why. Note where the difficulty actually lives: not in the riichi scenarios, which are winnable, but 
in the arrow that reaches them at all.

Now combine the manga’s two figures. If a spin produces a riichi with probability 𝑎, 

and the riichi you land in pays out with average probability 𝑞, then the overall jackpot 

rate per spin is 𝑎𝑞, and canon fixes that at 1/239. Canon also fixes the best scenario at 

above 0.8. Solving for 𝑎:

average riichi payout 𝑞 0.05 0.10 0.20
so a riichi must occur 1 spin in 12 1 spin in 24 1 spin in 48
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Take the middle column. Roughly one spin in twenty-four gets Hakari to a riichi at 

all, and once there he wins perhaps a tenth of the time, with the train scenario at the 

top of that range paying out four times in five.

This is worth stating plainly, because it is a real fact about how these machines 

are designed and not a quirk of the fiction. The moment that feels winnable really is 

winnable. Reaching it is what is hard. All of the improbability has been moved upstream, 

into a stage where nothing appears to be at stake, so that the part the player watches 

is the part with the good odds. A player who has seen the train riichi five times and 

lost twice remembers a machine that pays out sixty percent of the time. The machine 

pays out 0.4 percent of the time.

5 The Gambler’s Ruin

Now the theorem this all runs into.

The setup is the oldest in the subject. Two players bet on repeated rounds. You 

start with 𝑘 coins, your opponent starts with 𝑁 − 𝑘, and each round transfers one coin, 

to you with probability 𝑝 and to them with probability 𝑞 = 1 − 𝑝. Play continues until 

somebody has everything. What is the chance it is you?

The answer, for 𝑝 ≠ 𝑞, is

𝑃(you reach 𝑁) =
1 − (𝑞/𝑝)𝑘

1 − (𝑞/𝑝)𝑁
,

and for the fair game 𝑝 = 𝑞 = 1/2 it collapses to the very clean 𝑘/𝑁 .

Now let the opponent be much richer than you, which is the case that describes 

every casino and most fights. Send 𝑁  to infinity with your own stake 𝑘 fixed:

• If 𝑝 > 1/2 then 𝑞/𝑝 < 1, the numerator survives, and your chance of never going 

broke settles at 1 − (𝑞/𝑝)𝑘. With 𝑝 = 0.55 and ten coins that is about 87 percent. 

You can win.

• If 𝑝 < 1/2 then 𝑞/𝑝 > 1, and the expression goes to zero. You are ruined with 

probability one.

• If 𝑝 = 1/2 exactly, the fair game, the answer is 𝑘/𝑁 , and 𝑘/𝑁 → 0. You are ruined 

with probability one.

That last line is the one to sit with. A perfectly fair coin, no house edge, no cheating, 

and against an opponent who cannot run out of money you still lose everything, with 

certainty, no matter how much you start with. Starting richer does not change the 

outcome. It changes how long the outcome takes.
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Figure 4: Gambler’s Ruin, starting with ten coins against an opponent holding 𝑁 − 10. As the opponent 
gets richer the curve steepens into a step at 𝑝 = 1/2, and in the limit of an infinitely rich opponent it 
becomes one: ruin is certain for every 𝑝 up to and including a fair game, and only a genuine edge above 
one half buys any survival at all. Your own starting stake appears nowhere in that conclusion. It only 
sets how long you last.

Hakari’s position in an ordinary fight is precisely this. His capital is cursed energy, 

every Domain Expansion spends an enormous amount of it, and a special grade 

opponent does not run out before he does. The theorem does not care how tough he is. 

It says finite loses to unbounded, eventually, always.

6 Which Side of the Theorem You Are Standing On

Here is the move, and it is cleverer than improving the odds.

Look again at what the theorem actually requires. It needs one player with a finite 

stake and one player who cannot be exhausted. Its conclusion is not “gamblers lose.” 

Its conclusion is “the finite side loses to the unbounded side.” The theorem is not a 

statement about luck at all. It is a statement about an asymmetry.

The jackpot reverses the asymmetry. For 251 seconds Hakari has unlimited cursed 

energy and an automatic reverse cursed technique running continuously, which means 

unlimited offence and unlimited repair. During that window he is not the gambler with 

the small pile. He is the house.

ordinary play

Hakari finite

opponent ∞

the theorem says he is ruined

the 251 second window

Hakari ∞

opponent finite

the theorem now says they are

Figure 5: What the jackpot actually changes. Gambler’s Ruin is a theorem about an asymmetry between 
a finite purse and an unbounded one, and it always favours the unbounded side. Hakari never improves 
his odds, which stay at 1 in 239 and which he cannot influence. What he buys, for 251 seconds at a time, 
is the other seat at the table.

It is worth being honest about how far this goes, because the tempting claim is 

stronger than the true one. Hakari has not broken the theorem, and cannot. Over an 
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unbounded number of cycles he would have to win every single one, and the probability 

of winning infinitely many independent gambles is zero. Given forever, he still loses.

But nobody in this series is fighting forever. The Gambler’s Ruin theorem is a 

statement about the limit, and its honest reading is not “you will lose” but “you will 

lose if the game goes on long enough.” Hakari’s answer is to make sure it does not. 

Each jackpot resets the clock and hands him a window in which the fight can simply 

be ended. He is not trying to survive the limit. He is trying to not still be there when 

it arrives.

7 The Guarantee That Removes the Tail

Which brings me to the clause I think is the most important line in the domain’s 

specification, and the one nobody quotes, because it is not a number.

A rainbow indicator guarantees a jackpot. So does redoing four consecutive effects.

Go back to the curve in section 3. A pure geometric wait has no upper bound. The 

probability of going a thousand spins with nothing is small, about 1.5 percent, and the 

probability of going five thousand is 8 × 10−10, but neither is zero, and no number of 

spins makes it zero. That is what an unbounded tail means: there is no point at which 

you are safe, only points at which you are probably fine.

Against an opponent who is actively trying to kill you, “probably fine” is a specifi

cation with a hole in it. A drought does not merely cost Hakari the jackpot. It costs 

him the fight, and the fight does not come round again.

The guaranteed routes close the hole. They convert a wait that is finite on average 

into a wait that is bounded outright, because there exists a sequence of plays that 

terminates in a jackpot with certainty. Game designers call this a pity timer, and it is 

standard in modern gacha systems for exactly this reason: an unbounded tail eventually 

produces a player who did everything right and got nothing, and that player quits. In 

Hakari’s case that player dies.

So the domain’s real design is not one probability. It is a random process with an 

escape hatch welded on, and the escape hatch is what makes it a weapon rather than 

a hope.
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8 What 251 Seconds Buys

Figure 6: The jackpot paying out. Unlimited cursed energy and an automatic reverse cursed technique, for 
as long as a pop song lasts. Image source: Jujutsu Kaisen Wiki (Fandom), Idle Death Gamble, retrieved 
September 2026. Original work by Gege Akutami, Shueisha.

The last thing worth calculating is whether the exchange rate is any good, and that 

turns on a quantity the manga never states: how long a single spin takes.

Set it up as a duty cycle. Hakari spends an average of 239 spins in play, at 𝑡 seconds 

each, then 251 seconds at infinity, then repeats. The fraction of the fight spent holding 

unlimited cursed energy is

𝑓 =
251

239𝑡 + 251
.

Solve for the break-even, the spin rate at which he holds infinity for half of the fight. 

It is 𝑡 = 251/239 = 1.05 seconds per spin.
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Figure 7: How much of a fight Hakari spends unbeatable, as a function of how fast his machine runs. 
The curve is steep in exactly the region that matters. At one second per spin he is at infinity for slightly 
over half the fight; at five seconds he is down to seventeen percent, and at ten to under ten. Everything 
about whether Idle Death Gamble is a good technique or a bad one is decided by a number the manga 
never gives, which is how quickly the reels turn.

A second a spin is not an unreasonable guess for a fight scene, and if it is roughly 

right then the technique is absurd: more than half of every fight, Hakari is a sorcerer 

with unlimited cursed energy and automatic healing. It also explains why the domain 

is built the way it is. Casting in under 0.2 seconds wins domain clashes, but it also gets 

the machine spinning again with as little dead time as possible. And spending the sure-

hit on a harmless rulebook rather than on damage is what pays for that speed.

Everything in the design points the same way. The technique is not optimised to 

win exchanges. It is optimised to maximise the number of spins per minute.

9 Conclusion

Idle Death Gamble is a machine for buying, at one-in-239 odds, 251 seconds in which 

the Gambler’s Ruin theorem points the other way.

The waiting is geometric and therefore crueller than the average suggests: 239 spins 

on average, a median of 165, and a 37 percent chance of still having nothing at the 

moment the average says you should have hit. The 1 in 239 is not a single draw but 

the absorption probability of a small Markov chain, and reconciling it with the manga’s 

other figure, a final scenario above 80 percent, puts a riichi at roughly one spin in twenty-

four and locates all of the improbability upstream of the part the player is watching. 

The theorem waiting at the end of all this is unforgiving and older than calculus: a finite 

stake against an unbounded one is ruined with probability one, and that stays true in a 

perfectly fair game. Hakari does not improve his odds, which he cannot influence at all. 

He periodically becomes the unbounded side. And the guaranteed-jackpot clause, which 

reads like flavour text, is the load-bearing part, because it converts an unbounded wait 

into a bounded one and an unbounded wait is the only thing here that can actually 

kill him.

The limits are real and I would rather name them than have them found. Cursed 

energy has no conservation law, so “unlimited” is a word in a manga rather than a 
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quantity. The Markov reconstruction in section 4 is one of many that fit the two numbers 

canon gives, and I chose a middle value for the average riichi payout because canon 

does not supply one. The duty cycle in section 8 rests entirely on a spin rate the manga 

never states, so treat the 50 percent figure as an illustration of where the break-even 

sits rather than as a claim about the fight. And the mapping of cursed energy onto a 

gambler’s purse is an analogy, not an identity; it holds because both are finite resources 

spent under uncertainty against an opponent who has more, which is enough for the 

theorem to bite but not enough to make the correspondence exact.

What I keep coming back to is not any of the mathematics. It is that Hakari is the 

only sorcerer in the series whose technique publishes its own odds.

Gojo’s Infinity never advertises how fast it converges. Sukuna’s slashes had to have 

their output worked out from what they happened to cut. Every other power in this 

world is a function: put something in, get a determined thing out. Hakari’s is a draw. 

He built the machine, he set the odds at a real spec sheet’s worth of 1 in 239, he wrote 

the guaranteed routes into it himself, and then he made it so that he picks the lever 

and luck picks the result. He could presumably have made it pay out more often. He 

made it honest instead, and then built the rest of the technique, the 0.2 second cast, 

the harmless sure-hit, the whole apparatus, around spinning it as fast as physically 

possible.

That is not a gambler trying to get lucky. That is someone who understood that 

the only variable he controls is the number of trials, and who optimised for it with 

everything he had.
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