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Read the Market First — vintage, junk wax & ultra-modern

The 6 Value Drivers — the model that prices any card

Grading Decoded + Visual Reference — PSA/SGC/BGS, anatomy, centering

Don't Get Burned — fakes, trims & fake slabs

Where & How to Buy Right — every channel, ranked

Sell for Top Dollar — listings, channels & timing

The Profit Playbook — 7 repeatable money plays

The Playbook in Action — 3 worked case studies

10 Mistakes That Cost You Money — learn them free, not the hard way

Build a Collection That Appreciates — thesis, storage, the calendar

The Al Research Toolkit — 26 copy-paste prompts

The Resource Directory — the links serious collectors use

Your Deal Scorecard — print it, score every buy

Quick-Start & Glossary — your first 30 days

HOW TO USE THIS GUIDE

Read it once to build the mental model, then keep three things within reach: the AI Toolkit (Ch 11) when you
research, the Deal Scorecard (Ch 13) when you buy, and the Resource Directory (Ch 12) when you need a tool or a
comp. You bring the judgment; this does the legwork.



Chapter 01

Read the Market Before You Spend a Dollar

Most people lose money in cards because they buy what they like instead of what the market
wants. The fix is simple: understand which era a card comes from before you ever look at the

price.

The three eras (and why it matters)

Card value is driven first by when it was made, because that determines how many survived in top condition.

ERA YEARS WHAT TO KNOW

Vintage Pre-1980 Low print runs, few high-grade survivors. Condition is everything — a clean star here is

genuinely scarce.

"Junk ~1987—- Massively overproduced. Most boxes from this window are nearly worthless no matter the

Wax" 1994 player.

Modern 1995-2009 Inserts, parallels and serial numbering arrive. Scarcity becomes engineered. Star rookies hold
value.

Ultra- 2010- Hyper-segmented: refractors, autos, patches, /99 numbering, 1-of-1s. Hype moves fast;

modern today liquidity is high; so is volatility.

WATCH OUT - THE JUNK WAX TRAP
That unopened 1989 box in a relative's attic? Almost certainly worth a fraction of what nostalgia suggests. Tens of

millions of those cards were printed. Scarcity — not age — drives price.

What actually creates demand

« The rookie card (RC). A player's first licensed card is usually their most valuable. In baseball, the first

Bowman often matters even more than the flagship RC.

« Legacy & trajectory. Hall-of-Fame résumés and active superstars on a HOF path command premiums; role
players don't.

« Engineered scarcity. Short prints, parallels, and serial numbering (/99, /25, 1/1) create rarity the market prices
in.

» Nostalgia cohorts. Cards spike when the kids who collected them hit peak earning years and buy back their
childhood.



« Crossover moments. Playoffs, records, Hall inductions, milestone games — and, bluntly, deaths — move

prices fast.

Singles vs sealed wax

Two different games. Singles let you buy the exact card and control condition. Sealed wax is a longer hold that
can appreciate as product gets opened and supply shrinks — but you're betting on the set, not a card. Beginners

should master singles first.

Don't buy age. Buy scarcity, condition, and demand — in that order.




Chapter 02

The 6 Value Drivers

Every card's price is some combination of these six forces. Score a card across all six and you can

value almost anything — and instantly spot when something is mispriced.

1 2 3

The Player. Legacy, current The Card. Is it the RC / first Scarcity. Print run, serial numbering,
performance, HOF odds, fan-base Bowman / an iconic set or design? parallels, short prints.

size.

2 5 6

Condition. The grade — and the Population. How many exist at that Demand & Timing. Where we are in
multiplier it unlocks. grade (the pop report). the hype cycle right now.

Why population is the driver everyone forgets

A card can be a star's rookie in gem-mint condition and still be cheap — if 40,000 others share that exact grade.
Conversely, a low-population gem can carry a huge premium. Always check the population report before you

assume "gem mint = valuable."
(
SHARP TIP - SCORE IT 1-10

Rate a card 1-10 on each driver before buying (that's exactly what the printable Deal Scorecard in Chapter 13 does).
A card that's a 9 on player and card but a 3 on scarcity is already priced — there's no edge. Edge lives where one

driver is underappreciated.

The interaction that matters most

Condition x Population x Demand is where money is made. The same card in a PSA 10 vs a PSA 9 isn't 10%
more — it can be several times more, because the population of 10s is smaller and demand concentrates on the

best copy. Chapter 3 unpacks exactly how that multiplier works.



Chapter 03

Grading Decoded

Grading is the single biggest lever in cards. It converts a fragile, subjective object into a trusted,

liquid asset — and the jump from one grade to the next can multiply value.

Why grading exists

Three reasons: trust (an expert verified condition and authenticity), liquidity (graded cards sell faster to more

buyers), and the multiplier (a sealed, numbered grade concentrates demand on the best copies).

The major graders

GRADER BEST FOR NOTES

PSA Sports, broadly The market leader; deepest buyer pool and highest resale, especially modern sports.

SGC Vintage Beloved for vintage; clean black-insert slab; often faster. Strong resale on older

cardboard.

BGS Modern, autos Famous for sub-grades (centering/corners/edges/surface) and the coveted Black Label

(Beckett) 10.

CGC Rising Fast-growing, competitive pricing, strong in TCG. Verify resale demand for your
challenger specific card.

Note: the grading industry has consolidated rapidly — confirm a grader's current standing and turnaround before submitting. (Tools

to do that are in the Resource Directory.)

Visual reference: what graders actually look at



D Corners x4

Sharp vs soft/fuzzy — the most common grade-killer after centering.

Edges

Clean vs chipped or "whitening" along the borders.

Surface

Scratches, print lines, dimples, gloss and indentations.

. Centering

L LM IELE Border evenness front & back — the #1 grade bottleneck.

O O

FIGURE 1 — ANATOMY OF A CARD: THE FOUR THINGS EVERY GRADER JUDGES

The 1-10 scale at a glance

10 9 8 7 6 5 4 3 2 1
Gem Mint Mint NM-MT EX / VG — the affordable vintage zone Poor
price ceiling still OK for scarce vintage

FIGURE 2 — THE GRADE SCALE AND WHERE VALUE CONCENTRATES

Centering: the make-or-break

50/50 v 60/40 A 10 cutoff 75/25 X

FIGURE 3 — EVEN BORDERS PASS; LOPSIDED BORDERS CAP THE GRADE FAST



MONEY MOVE - THE 10 MULTIPLIER

On many modern cards a PSA 10 can sell for 2x to 10x the PSA 9 — because gem-mint population is smaller and
demand concentrates on the best copy. This gap is the entire basis of grading arbitrage (Chapter 7). Before you

grade, always check the realized 9 vs 10 spread.

\

A raw card is cheaper but carries condition and authenticity risk; a slabbed card is verified and liquid. The

population report tells you how many exist at each grade — a low-pop 10 is where premiums live.



Chapter 04

Don't Get Burned

The fastest way to lose money isn't a bad bet — it's a fake, a trim, or a doctored card you didn't

catch. Here's how the pros avoid it.

Reprints vs originals

Reprints of famous vintage cards flood the market. Tells to check:

« Card stock & thickness — reprints often feel too thin, too white, or too glossy.
« The back — fonts, stat lines, ink color and registration are frequent giveaways.
* Gloss & cut — modern gloss on a supposedly 60-year-old card is a red flag.

 Print pattern — under magnification, the dot pattern can betray a scan-and-print fake.

Trimmed & altered cards

Trimming (shaving edges to improve centering) and surface doctoring can fool the eye but not a grader. This is

the #1 reason to buy expensive vintage already slabbed by a reputable grader — the slab is your insurance.

.
WATCH OUT - FAKE SLABS ARE REAL

Counterfeit slabs with real-looking labels exist. Always look up the certification number on the grader's official
verification page and confirm the card, grade, and image match. If a seller won't show a clear photo of the cert

number, walk. (Cert-lookup links are in the Resource Directory.)

Autographs

Prefer certified autographs — signed on-card or sticker autos authenticated by the manufacturer or a top third

party. "Hand-signed, COA included" from an unknown source is the riskiest category in the hobby.

If the deal feels too good, it's not a deal — it's a lesson with a price tag.

Your 30-second safety checklist

 Verify the cert number on the grader's site.

« Demand real photos (not stock images) of corners, surface, and the back.

Anchor price to sold comps, never asking prices.

Check the seller's feedback and return policy.



« For big buys, use buyer-protected payment rails — never irreversible methods.



Chapter 05

Where & How to Buy Right

The channel you buy from quietly decides your cost basis. Match the channel to the card — and

always comp before you commit.

CHANNEL BEST FOR WATCH THE...

Local card shop (LCS) Relationships, instant deals, learning Markup vs online comps

Card shows Volume, negotiation, vintage finds Hype pricing; bring comps on your phone
eBay Selection, sold-comp transparency Condition photos; fees in the ask

COMC Singles at scale, consolidated shipping Hold times, fees

Auction houses High-end & rare cards Buyer's premium (can be steep)

Group breaks Access to expensive product cheaply It's gambling — set a budget

Live (Whatnot etc.) Deals, entertainment, fast flips Auction fever; impulse buys

Five buying rules that pay for themselves

« Comp before you commit. Anchor to recent sold prices, not the listing.

* Buy the card, not the story. Ignore seller hype; score the six drivers.

» Snipe, don't bid early. Bidding early just drives the price up.

« Avoid retail wax markups. Hyped sealed product often costs more than the singles inside are worth.

» Buy the dip. The best entries come after hype cools, not during a hot streak.

MONEY MOVE - ACCOUNT FOR TOTAL COST
Your real cost = price + buyer's premium + shipping + (if grading) grading fees + return shipping. Build the all-in

number before you bid.



Chapter 06

Sell for Top Dollar

Buying well gets you in the game. Selling well is where the profit lands. Match the channel to the

price tier, then optimize the listing and the timing.

Channel by price tier

CARD VALUE BEST CHANNEL WHY

Under ~$50 eBay / live selling Volume and reach; low friction

~$50-$1,000 eBay (auction or BIN+Best Offer) Deepest buyer pool, transparent comps

$1,000+ Auction house / consignment Reaches serious money; trades commission for top results

The listing that wins (eBay)

 Title = keywords. Player, year, set, card #, parallel, grade, grader. Buyers search exact strings (Prompt #16
builds this).

« Real photos. Front, back, and angled shots of corners/surface. Honest photos reduce returns and raise trust.

 State the grade accurately. Overstating condition tanks your feedback and invites disputes.

» Best Offer with a floor. Auto-decline below your number; let buyers feel they negotiated.

« Time it. Auctions ending Sunday evenings (US) historically catch the most eyeballs.

Auction vs Buy-It-Now

Auction when demand is hot and you want the market to set the top. Buy-It-Now + Best Offer when the card is
steady and you want to name your price. Consignment when the card is high-end and you'd rather pay
commission to reach serious buyers.
(
SHARP TIP - KEEP RECORDS FROM DAY ONE
Track cost basis, fees, and sale price on every card (the bonus Collection Tracker spreadsheet does this for you).

Beyond knowing real profit, marketplace sales can trigger tax reporting. Clean records make tax season painless.

(Not tax advice — confirm specifics with a professional.)




Chapter 07

The Profit Playbook

Seven repeatable plays. None require insider access — just discipline, comps, and the Al toolkit.

Play 1 — Grading arbitrage

Buy a raw card that looks gem-mint, grade it, and capture the 9 — 10 premium.

THE MATH

Raw buy $80. Grading all-in ~$30. If 10s sell at $400 and 9s at $120, the upside is the spread minus fees; if it 9s
you're roughly break-even. Only play this when a 9 doesn't lose much and a 10 pays big. Prompt #6 runs the ROI.

Play 2 — Pre-grade lot flips

n

Buy ungraded lots, cherry-pick the gradeable cards, grade those, and sell the rest raw to recover cost. Your "free

cards are the profit.

Play 3 — Rookie speculation

Buy a promising young player's rookie before a breakout. Highest upside, highest risk — size positions small.

Play 4 — Vintage stars in low grade

Can't afford a high-grade HOF rookie? Buy it in a 2—4. Scarce vintage holds value even worn, the entry is

affordable, the floor is sturdier than hype-driven modern.

Play 5 — Sealed wax, long hold

Buy sealed product from a strong set and sit on it as supply gets opened. Patience play; storage and authenticity

matter.

Play 6 — Set |/ parallel completion premium

Collectors chasing a full rainbow or complete set overpay for the last pieces. Owning the hard-to-find piece lets

you name the price.

Play 7 — Buy the dip

A star slumps, gets injured, or fades from headlines and prices sag. If the long-term thesis is intact, that's your

entry.



RISK RULES - READ BEFORE YOU DEPLOY CAPITAL
1) Set a bankroll and never exceed it. 2) Liquidity matters — a card you can't sell isn't worth its comp. 3) Don't chase
a hot card at the top. 4) Diversify across players/eras. 5) Cards are a speculative alternative asset, not a guaranteed

return.



Chapter 08

The Playbook in Action

Three worked examples showing the full workflow — research, decision, execution, outcome.
Numbers are illustrative round figures to show the method, not promises; your results depend on

the live market.

Case 1 — Grading arbitrage on a modern rookie

SETUP A modern star's rookie sits raw at a show, sharp corners, clean surface, borders that look ~55/45. Asking
$90.

RESEARCH  Sold comps (Prompt #2): PSA 10 = $420, PSA 9 = $130, raw ~ $85. Grading all-in = $30.

DECISION ROI check (Prompt #6): a 9 = roughly break-even after fees; a 10 = large gain. Centering is the only
risk. Verdict: BUY and grade. Negotiated to $80.

EXECUTE Submitted; returned PSA 10. Listed on eBay with a keyword title (Prompt #16), real photos, Best Offer

floor.

Outcome: Sold ~$405. All-in cost ~$110 ($80 + $30). The edge came from buying condition the seller didn't price

in. Had it graded a 9, the loss was small — that asymmetry is the whole play.

Case 2 — The underpriced vintage star PLAY 4

SETUP A HOF vintage rookie listed raw, honest mid-grade wear, generic title, mediocre photos. Asking $260.

RESEARCH  Authentication checklist (Prompt #9) clears it as genuine. SGC-graded EX examples comp around
$500-$650; the weak listing buried it.

DECISION Vintage floor is sturdy; downside limited. Verdict: BUY. The bad listing is the opportunity.

EXECUTE Bought at $250, submitted to a vintage-strong grader (Prompt #8), returned a solid EX. Relisted with a

proper keyword title and clear scans.

Outcome: Sold ~$560. The profit wasn't luck — it was finding a real card hidden behind a lazy listing, then

presenting it correctly.



Case 3 — Selling into the hype e

SETUP You already own a young player's PSA 10 rookie, bought at $140 in the off-season.

RESEARCH  Hype read (Prompt #22): a playoff run sends comps from ~$200 to ~$340 in two weeks; volume spikes.

DECISION Sell timing (Prompt #18): attention is peaking, not building. Verdict: SELL into strength via auction
ending Sunday night.
EXECUTE Auctioned during the peak; multiple bidders drove the close.

Outcome: Sold ~$330. Two weeks later comps settled back near $220. Buy in the quiet, sell in the noise — the

single most repeatable timing edge in the hobby.



Chapter 09

10 Mistakes That Cost You Money

Every one of these has a price tag attached. Learn them here for free instead of paying tuition to

the market.

Pricing off asking, not sold.

Listings are wishes. Only sold comps tell you what the market actually pays. This single habit prevents most overpays.

e Buying nostalgia from the junk wax era.

Overproduced 1987-1994 product feels valuable and almost never is. Age # scarcity.

Ignoring the population report.

"Gem mint" means little if 40,000 others share the grade. Low pop is where premiums live.

Grading cards that shouldn't be graded.
If the likely grade doesn't clear the fees with room to spare, you just paid to slab a loss. Run the ROI first.

Buying expensive raw vintage unslabbed.

Trims and fakes hide in raw vintage. For big vintage buys, let the slab be your insurance.

Forgetting fees in the math.

Buyer's premiums, marketplace fees, and shipping quietly eat margin. Always build the all-in number.

Chasing the hot card at the top.

8 06 0 0 B

Buying during a breakout is buying the peak. The discipline is to wait for the dip.

Over-concentrating in one player or era.

One injury or fading narrative can sink a whole undiversified collection. Spread the risk.

Skipping cert verification.

Fake slabs exist. Thirty seconds on the grader's lookup page saves you from a counterfeit.

Treating it as a guaranteed investment.

=
B8

Cards are a speculative alternative asset. Collect with conviction, size positions sensibly, and never bet money you

need.



Chapter 10

Build a Collection That Appreciates

A pile of random cards is a hobby. A collection with a thesis is an asset. Decide what you're

building before you buy.

Pick a thesis
» Player PC — go deep on one or two players you believe in long-term.
« Vintage HOF set — assemble a classic set; completion itself creates value.

* Blue-chip only — established stars and iconic rookies; lower volatility.

Rookie speculation sleeve — a small, high-risk allocation for upside swings.

Protect what you own

« Raw: penny sleeve — top loader (or a one-touch magnetic case for valuable ones).
« Environment: avoid heat, humidity and direct sunlight; store upright, away from pressure.
« Slabs: sleeve the slab too; protect labels from scratching.

« High value: consider insurance and a simple photo inventory.

The collector's calendar — when prices move

Demand isn't constant. Use the season to buy in the quiet and sell into attention.



WINDOW WHAT HAPPENS

League playoffs | Stars' cards spike on every big performance
finals

Draft & rookie debuts  New rookie cards hyped before track record

exists
Off-season | dog Attention drops, prices soften
days
Hall-of-Fame Inductee's vintage cards jump on the news
induction
Major set releases Fresh supply; hot rookies chased, base softens
The National The hobby's biggest show; deals and energy
(summer) peak

YOUR MOVE

Sell into the run; avoid buying the peak

Be selective; let the hype tax fade first

Buy the dip on long-term holds

Sell inductees; buy likely future candidates

early

Wait for release hype to cool before buying

singles

Source in person; negotiate hard

Collect on purpose. The thesis is the asset; the cards are how you express it.




The Al Research Toolkit

26 copy-paste prompts that turn any Al assistant into your research analyst. Fill in the [brackets]
and go.

.
READ THIS FIRST - HOW TO NOT GET FOOLED BY Al

Al is brilliant at structure, analysis, and asking the right questions — and unreliable at exact current prices,
which it can invent. Use these to frame the decision and surface what to check, then confirm every number against

real sold comps (Resource Directory, Ch 12). Al builds the case; the live market sets the price.

DO THIS ONCE - THE MASTER SETUP PROMPT

Paste this at the start of a session (or save it as a Custom GPT / Claude Project) so the Al behaves like a disciplined
analyst for everything after.

% Master Setup

You are my sports card research analyst. For everything I ask this session:
- Anchor to SOLD comps, never asking prices. If I haven't given you sold
data, tell me exactly what to pull and from where.
Always reason through the 6 value drivers: player, card, scarcity,
condition, population, demand/timing.
Flag any specific dollar figure you are not confident about and tell me
to verify it.
End every answer with a clear action: BUY / PASS / NEGOTIATE / GRADE /
SELL / HOLD — plus the single biggest risk.
Be blunt. I'd rather miss a deal than overpay. Confirm you understand.

A - VALUATION & COMPS

1. Instant Card Valuation

Use when: you want a fast value range and the reasons behind it.



Card Valuation

Value this card and explain the reasoning.

Card: [year] [brand/set] [player] #[number]

Parallel: [base / refractor / numbered /99 / 1-of-1 / none]

Grade: [raw, or PSA/SGC/BGS + number] Rookie/first Bowman? [y/n]
Give: (1) a value RANGE, (2) the 6 drivers scored 1-10, (3) the biggest
factor moving it, (4) exactly which SOLD comps to pull to confirm.

Pro tip: always ask "which sold comps should I pull" — it turns a guess into a checklist.

2. Sold-Comp Anchoring

Use when: you're about to bid or list and need to anchor to reality.
Comp Anchor

I'll paste recent SOLD prices for [card + grade].

Sold data: [paste 5-10 recent sold prices with dates]

Tell me: the realistic range, the trend (up/down), outliers to ignore and
why, and the number I should not pay above (buying) / list below (selling).

Pro tip: feed it sold prices only. Asking prices are fiction.

3. Grade-by-Grade Value Ladder

Use when: deciding whether condition (or grading) is worth chasing.
Value Ladder

For [year set player card#], build a value ladder at PSA 8 / 9 / 10

(and SGC/BGS equivalents if relevant). Tell me where the biggest price JUMP
is and what that implies: buy raw and grade, or buy already slabbed? Note
which figures I must verify against live sold comps.

Pro tip: the location of the biggest jump is the arbitrage opportunity.

4. Is This Priced Fair?

Use when: you found a listing and want a verdict.



Price Check

Here's a listing: [paste title, price, grade, photo notes].
Is this FAIR, HIGH, or LOW? What's a reasonable offer? What would make you

walk away? List exactly what I should verify before buying.

B - GRADING & CONDITION

5. Pre-Grade Condition Self-Assessment

Use when: deciding if a raw card is worth submitting.
Grade Predictor

Act as a card grader. Estimate the likely grade and the risks.

Centering: [e.g. 60/40 L-R, 55/45 T-B] Corners: [sharp/soft/fuzzy]
Edges: [clean/whitening/chipping] Surface: [clean/line/scratch/dimple]
Era: [vintage/modern]

Give a likely grade range, the #1 thing capping the grade, and whether the
gap to the next grade up justifies submitting.

6. Should | Grade This? (ROI)

Use when: running the grading-arbitrage math.
Grading ROI

Run a grading ROI.
Raw cost $[x] Grading + shipping all-in $[y]

Value if 10 $[a] | if 9 $[b] | if 8 $[c]

My honest odds: [e.g. 30/50/20]

Calculate expected value vs reselling raw. Tell me GRADE or DON'T, plus the
break-even grade. Show the math.

Pro tip: be brutally honest on the odds. Optimism is the most expensive input.

7. Which Grader Should | Use?

Use when: choosing PSA vs SGC vs BGS vs CGC for a card.



Grader Picker

For [year set player] (a [vintage/modern] [base/auto/numbered] card),

which grader gives the best resale and why? Weigh buyer demand for each
grader on THIS card type, turnaround, and label reputation. One clear
recommendation + the runner-up.

C - AUTHENTICATION & DON'T GET BURNED

8. Fake | Reprint Red-Flag Checklist

Use when: buying vintage or anything commonly faked.
Fake Check

Build an authentication checklist for [year set player card]. Known

tells of a reprint/counterfeit (stock, back printing, fonts, gloss, cut,
dimensions, color registration)? What does a genuine one look like? Give a
10-point inspection list I can run in person.

9. Slab Verification Walkthrough

Use when: buying a graded card from a stranger.
Slab Verify

Walk me through verifying this slab is real and matches the card.

Grader [PSA/SGC/BGS] Cert # [number] Listed as [card + grade]

What to check on the official verification page, what must match the physical
slab, and the red flags that mean walk away.

10. Autograph Authentication Questions

Use when: considering a signed card.
Auto Check

I'm considering a signed [player] card described as [on-card / sticker /
hand-signed w COA]. List the questions to ask the seller, the certification
to insist on, and why hand-signed-with-COA from an unknown source is risky.

Give me a go / no-go rule.




D - BUY DECISIONS

11. Deal Evaluator — Buy / Pass | Negotiate

Use when: you need a fast, structured verdict.

Deal Verdict

Verdict please: BUY, PASS, or NEGOTIATE.

Card + grade [...] Asking $[...]

Recent sold comps [paste] Goal [flip / hold / PC]

Justify in 3 bullets, give a target buy price, and name the one risk most
likely to bite me.

12. Negotiation Script Generator

Use when: you want to counter without killing the deal.
Negotiate

Write a friendly counter-offer. Their ask $[x], my target $[y],
my leverage [comps lower / flaw / cash now / buying multiples]. Reference
sold comps. Give two versions: one firm, one softer.

13. Rookie Speculation Screen

Use when: weighing a high-upside young-player bet.

Spec Screen

Screen [player] as a rookie-card speculation. Bull case and bear case.
What has to happen to appreciate? What kills it? Sensible position size if I
treat this as high-risk? Be honest about odds, not hopeful.

14. Build-Me-a-Buy-List for $X

Use when: you have a budget and a thesis but not targets.



Buy List

I have $[budget] and a thesis: [e.g. blue-chip vintage HOF rookies].

Suggest a buy-list of card TYPES and players that fit, how to split the
budget, and what to prioritize first. For each: what I'm betting on and the
main risk. I'll confirm live prices myself.

E - SELL & LISTINGS

15. eBay Title Optimizer

Use when: listing a card and you want it found.
Title Builder

Write 3 keyword-optimized eBay titles (~80 chars) for:

[year] [set] [player] #[#] [parallel] [grade + grader] [rookie/auto/numbered]
Front-load the terms buyers search. No filler. Then list the item specifics

I should fill in.

16. Listing Description Writer

Use when: you want a clean, trust-building description.
Description

Write an honest, professional eBay description for [card + grade].
Mention condition accurately [flaws: ...], build trust, include a clear
shipping/returns line. Tight and skimmable. Don't overstate condition.

17. Best Time & Channel to Sell

Use when: timing a sale for maximum price.

Sell Timing

For [card + grade, value ~$x], recommend the best channel (eBay auction

vs BIN+Best Offer vs auction house) and timing. Consider the player's current
narrative [playoffs / breakout / off-season / injury]. Sell now or wait?
Clear recommendation.




18. Best-Offer Counter Strategy

Use when: offers are coming in and you need a rule.

Counter Logic

My BIN is $[x], true floor $[y]. Give me a Best Offer strategy:
auto-accept and auto-decline thresholds, how to counter a lowball without

losing the buyer, and when to just hold.

F - MARKET & TREND RESEARCH

19. Player Market Outlook

Use when: deciding whether to hold, add, or trim a player.
Player Outlook

Bull case and bear case for the card market of [player] over 1-3 years.
Consider trajectory, HOF odds, fan base, and how their key cards have behaved.
End with: accumulate, hold, or trim — and why. Flag assumptions to verify.

20. Set | Parallel Deep-Dive

Use when: learning a set fast before you buy in.
Set Tutor

Teach me [year + set] like a pro: key/most-valuable cards, short prints
and variations, the parallel hierarchy (commonest - rarest), the rookies
collectors chase. What should a smart buyer focus on, and what's overhyped?

21. Hype-Cycle Timing Read

Use when: a card is moving and you can't tell if it's early or late.

Hype Read

Recent price action for [card]: [paste sold prices over time].
Heating up, peaking, or cooling? Likely driver? If I own it, sell into
strength or hold? If I don't, chase or wait for the dip?




G - PHOTO-BASED (UPLOAD A PICTURE)

NOTE

These use a multimodal AT that accepts images. Al photo reads are a first screen, not a grade — confirm with your
own eyes and the cert lookup.

22. Photo Condition Read

Use when: you have a clear photo and want a quick condition take.

Photo Read

[Upload front + back photos.] Assess this card's condition: centering
(estimate the ratio), corners, edges, surface. Give a likely grade range and
the single biggest issue. Tell me what a higher-res angled shot would confirm.

23. Photo ID & "What Is This?"

Use when: you don't know exactly what a card is.

Photo ID

[Upload a photo.] Identify this card: year, set, player, card number,
parallel/variation if visible, and whether it's a rookie. Then tell me what to
search to find sold comps, and flag if it's a commonly faked card.

24. Photo Listing-Photo Critique

Use when: prepping your own sale photos.
Photo Critique

[Upload my listing photos.] Critique them as a buyer would. Are corners,
surface, and centering clearly shown? What looks worse than it is due to
lighting/glare? What extra shots would raise buyer trust and reduce returns?

H - PORTFOLIO STRATEGY

25. Collection Portfolio Review



Use when: you want a portfolio-manager's eye on the whole collection.

Portfolio Review

My collection: [paste list: card, grade, cost basis, current value].

Review like a portfolio manager: where am I over-concentrated (player, era,
risk type)? What's illiquid? What's overvalued and ripe to trim? What gaps
would diversify me? Give a prioritized action list.

26. Monthly Collector Game Plan

Use when: you want a focused plan for the next 30 days.

Game Plan

My thesis [...], budget this month $[x], holdings [summary].
Build a 30-day plan: what to research, what to hunt, what to consider selling
into current demand, and the one discipline I should hold to. Keep it tight.

SHARP TIP - CHAIN THEM
Power comes from chaining: #1 value — #4 price-check — #6 grade decision — #11 buy verdict — #15/#16 to list

when you sell. A full deal workflow in five copy-pastes.



Chapter 12

The Resource Directory

The links serious collectors actually use — to check comps, verify slabs, learn sets, find shows,
and buy & sell. Bookmark this page. (The hobby moves fast; confirm current fees/standing before

you transact.)

® PRICE & COMP TOOLS — WHAT CARDS REALLY SOLD FOR

eBay — Sold /| Completed Listings FREE

ebay.com
Filter to "Sold Items" for the truest, deepest pool of real transaction prices. Your #1 comp source.

130point FREE
130point.com
Searches eBay sales and reveals hidden "Best Offer accepted" prices a listing won't show. Essential, free.

Card Ladder raID
cardladder.com
Deep, vetted sales history back to 2000 with value indicators and pop data. The investor's database.

Market Movers (Sports Card Investor) PaID

marketmoversapp.com
Real-time price charts, sales volume, and trend tracking pulling from eBay and auction houses.

PriceCharting FREE TIER

pricecharting.com
Quick price lookups and collection tracking; especially handy for sealed product.

CollX FREE APP
collx.app
Snap a photo to ID a card and get an average market value; tracks your collection's worth.

Slabfy raD
slabfy.com
Newer Al tool: scan a slab for instant comps, a grade-ROI ladder, and a BUY/PASS read — great at shows.

@ POPULATION & GRADING DATA — HOW RARE IS IT REALLY

GemRate FREE
gemrate.com
Universal pop report across PSA, BGS, SGC and CGC in one search, plus monthly grading-trend data.



PSA Population Report FrRee
psacard.com/pop
The official count of how many cards PSA has graded at each grade.

CGC Cards Population Report Free
cgccards.com/population-report
CGC's graded-card census by sport, era and set.

® GRADING COMPANIES — SUBMIT YOUR CARDS

PSA
psacard.com
Market leader; deepest resale demand for sports. Default for cards you plan to sell.

SGC

gosgc.com
The vintage specialist; clean slab, often fast turnaround.

Beckett (BGS)
beckett.com/grading
Sub-grades and the Black Label 10; strong for modern and autos.

CGC Cards
cgccards.com

Fast-growing, competitive pricing; strong in TCG and gaining in sports.

TAG Grading
taggrading.com
Tech-driven grader using a 1-1000 point scale and a detailed QR-linked report.

@ VERIFY A SLAB — CONFIRM THE CERT BEFORE YOU PAY

PSA Cert Verification FREE
psacard.com/cert

Enter the cert number; the card, grade and image must match the slab in hand.

SGC | Beckett | CGC lookups FREE

gosgc.com - beckett.com - cgccards.com
Each grader hosts its own cert lookup — always check on the official site.

CardGrade Universal Cert Lookup FREE

cardgrade.io/tools/cert-lookup
Cross-check a cert across PSA, BGS, CGC, SGC and TAG from one page.

® MARKETPLACES — BUY & SELL



eBay
ebay.com
The deepest buyer pool; Authenticity Guarantee on eligible cards. The default for most singles.

COMC (Check Out My Cards)
comc. com
Send a box, they list and ship; best for volume singles and consolidated buying.

MySlabs
myslabs.com
Low-fee peer-to-peer marketplace for graded cards; great margins if you self-manage.

Sportlots
sportlots.com

Commons and set-building at volume, often the cheapest way to fill gaps.

Fanatics Collect (formerly PWCC)

fanaticscollect.com
Premium auctions, fixed-price marketplace and vaulting; strong mid-to-high-end pool.

Goldin
goldin.co
High-end auctions for trophy cards and memorabilia (owned by eBay).

Heritage Auctions
ha.com
Auction house respected for vintage and high-end material.

Alt

onlyalt.com
Marketplace + vault positioned as a "stock market" for cards.

Arena Club

arenaclub.com
Grade, vault and sell in one app (co-founded by Derek Jeter).

® LIVE & BREAKS — BUY IN REAL TIME

Whatnot
whatnot.com
The dominant live-selling and group-break platform. Fun and fast — set a budget before you tune in.

Fanatics Live

fanaticslive.com
Fanatics' live auction and breaking platform.



@ CHECKLISTS, SETS & DATABASES — KNOW WHAT YOU'RE HOLDING

Trading Card Database (TCDB) FREE
tcdb. com
Crowdsourced checklists, set galleries, a collection tracker, glossary, release dates, and show/shop listings. Indispensable.

Cardboard Connection FREE
cardboardconnection.com

Set guides, checklists and a release calendar — learn any product fast.

Beckett FREE + PAID
beckett.com
Checklists, price guide and hobby news from a long-standing authority.

NEWS, EDUCATION & MARKET ANALYSIS

Sports Card Investor FREE + PAID
sportscardinvestor.com

Market commentary, education and the Market Movers data tool; deep YouTube library.

Cardlines FREE

cardlines.com
Analysis, grading-trend reports and player/market breakdowns.

Sports Collectors Daily FREE

sportscollectorsdaily.com
Hobby news, vintage features and a national card-show calendar.

® COMMUNITY & FORUMS — ASK BEFORE YOU BUY

Blowout Forums FRrEE
blowoutforums.com
One of the largest hobby communities; buy/sell/trade and deep set discussion.

Reddit — r/sportscards & friends FREE

reddit.com/r/sportscards
Plus r/baseballcards, r/footballcards, r/basketballcards, r/hockeycards. Quick reads and BST.

Collectors Universe Forums FREE
forums.collectors.com
Long-running, knowledgeable community — strong on vintage and grading questions.

@® SHOWS, SUPPLIES & YOUR LOCAL SHOP




The National (NSCC)
nsccshow. com
The hobby's biggest annual convention — the place to source, sell and learn in person.

BCW Supplies

bcwsupplies.com
Sleeves, top loaders, one-touch cases, boxes — protect everything you own.

Ultra Pro
ultrapro.com
Premium sleeves and magnetic holders for your better cards.

Find a Card Shop Near You
CollectiblesFamous.com
Use the Collectibles Famous / ComicStoresNearMe network to find a local shop, show, or break near you.
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Your Deal Scorecard

Print this page (or the standalone PDF). Score the 6 drivers 1-10, do the all-in math, and let the

verdict be a decision — not a feeling. One page stands between you and most bad buys.

Deal Scorecard

Score every card before you buy - circle your number 1 (weak) — 10 (strong)

Card
year / set/ player / # / parallel

1. The Player
legacy - trajectory - HOF odds - fan base

2. The Card

rookie / first Bowman / iconic set?

3. Scarcity

print run - numbering - parallel - SP

4, Condition

grade or honest raw assessment

5. Population

low pop at this grade = higher score

6. Demand & Timing

heating up, steady, or cooling?

THE MONEY MATH GUT CHECKS

[0 Anchored to seld comps, not asking
Best sold com
P [ Cert verified / authentication run

] [ Fees included in all-in cost
All-in cost

price + fees + ship + grading [J I can actually re-sell this (liquidity)

[0 Within my bankroll rules

Target buy price

Est. margin

THE VERDICT




L BUY Il wecowe ][ PASS |

Rule of thumb: if two or more drivers score low and the margin is thin, that's a PASS. Edge lives where one driver is underpriced by

the market — not where you simply like the card.
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Quick-Start & Glossary

Your first 30 days
o Pick one thesis (Ch 10) and write it down.

» Set a bankroll you won't exceed.

« Paste the Master Setup Prompt (Ch 11) and make sold-comp checks a reflex.

» Buy one card using Prompts #1, #4, #11 and the Deal Scorecard end-to-end.

« Verify a slab's cert once so you know the drill (Ch 12).

» Set up storage (sleeves + top loaders) and the Collection Tracker.

« Bookmark the Resource Directory and find your local shop.

Glossary

RC — Rookie Card; a player's first licensed card.

First Bowman — a prospect's earliest Bowman card; often

the most valuable in baseball.

Parallel — a variant of a base card (color/finish), usually

scarcer.

Refractor — a reflective parallel finish; popular and often

pricier.

SP / SSP — Short Print / Super Short Print; deliberately rare.

Numbered — serial-numbered (e.g. /99). Lower = scarcer.
1/1 — one-of-one; the only copy in existence.
Slab — the sealed case a graded card lives in.

Pop report — how many cards exist at each grade.

Gem Mint — a 10; virtually flawless.

Centering — border evenness; a top grade-killer.

Comp — a comparable recent sold price.

Raw — ungraded.

Crossover — resubmitting a slab to a different grader.
Buyer's premium — auction-house fee on the hammer price.

Group break — shared opening of product; you buy a

slot/team.

Vault — a marketplace's storage that lets you sell without

shipping.

BST — Buy/Sell/Trade (forum sections).



Keep the edge coming.

This playbook is the starting line. Every week we send sharp, no-fluff intel for collectors — market

moves, new Al research prompts, deal breakdowns, and which cards are heating up or cooling off.

Subscribe free at — weekly collector intel + new prompts.
Grab your bonus and downloads.

Find a card shop near you through the Collectibles Famous network.

For educational purposes only — not financial, investment, or tax advice. Collectibles are speculative
alternative assets and can lose value. Prices, fees, grading standards and company ownership change
constantly; verify current figures and sold comps before buying or selling. Al tools can produce
inaccurate information; treat output as a starting point. Third-party names and sites are property of
their owners and listed for reference only. © Coastal Directory LL.C - CollectiblesFamous.com




