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White to play 6-5?
Situation #1) Money Game;

Black owns 2-cube.
Situation #2) Double Match Point

1 2 3 4 5 6

Play Quickly and
Take Your Time!

by Chuck Bower

One of the most frustrating conditions of
tournament backgammon is slow play. Yet,
playing quickly doesn't mean you can't think about
positions! The key to fast play is EFFICIENCY.
When your opponent is considering his/her play,
you should be formulating your next move or cube
decision. Make a game plan, Do a pip count.
Look for your hitting numbers, pointmaking
numbers, and running numbers. Then, when your
dice settle, if they show one of your anticipated
good rolls, ZOOM! Make your play and snatch up
the dice!!

By practicing the above procedure, you willfind
that when you really do have a tough choice, you
can take a while (15-30 seconds or so) to decide.
Take a look at the illustrated position. White was
in blitz mode and got an un@mfortable 4-4 roll,
causing him/her to break the closed home board.
Many players, disgusted by the bad turn of luck
will quickly toss the checkers around, resigned to
the ultimate loss of the game (and maybe the
match). But White has a real choice here.

The six is forced--21115. There are now three
legaf 5's: 23118, 15/10, and 6/1 . 23118 is part of
the game plan "gef your checkers home!" 15/10 is
a diverse play. lt accomplishes two things: getting
a checker closer to home AND creating a cover
checker for the blot on the 6-point. On the
surface, 6/1 is the safe play. Clean up the most
vulnerable checker, and THEN worry about getting
the other two around. I must admit that not only
wasn't I sure which play was correct here, but I
actually chose the wrong move. Fortunately for
me, this wasn't my decision. I was playing the
Black checkers!

Jellyfish v3.0 level-6 rollouts find that the best
play at double match point is 23118, better than
15110 by 1.2o/o game winning chances and 611 by
2.1o/o $oint standard deviation 0.5%). Apparently
Black doesn't have the time to wait for another five
(or two and six and ... sequence) to extricate the
back checker. Concede Black all those enter and
hit shots to lock this game up. But if BIack fans,
White will be looking pretty good. For money, with
gammons counting twice simple wins, the plays
are even closer, The order is the same, but the
difference in cubeless money equity is 0.011 and
0.027 respectively, (At this form the joint standard
deviation is 0.013 meaning that the plays are so
close that statistically speaking they are equal.)

How does one find the correct play in a
position like this? | don't know. But, Kent
Goulding has a saying which goes like: "it's hard to
make the BEST play if you don't even consider it."
Thinking ahead, White should realize that getting
the two trapped checkers around is a high priority.
When the 6-5 roll appears, the correct play
according to JF should at least appear as a
candidate. Seeing all the options is a necessary,
although insufficient condition to playing at the
championship level.
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Jim Mieske
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Don Woods
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Chuck Stimming
Butch Meese
Sean Garber

Februarv 26th
Dave Groner
Larry Strommen
Butch Meese
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Gammon Points Reviewed

Gammon points are used to determine the Player
of the Month and Player of the Year.

The winner for each match won receives 10 points.
When a player wins first place, the match points won
are multiplied by 2. When a player wins second place,
the match points are multiplied by 1.6. No points are
awarded for getting a bye.

Sample: lf a player wins three matches and finishes
first, then he/she would receive 60 points for the event.
lf a player wins four matches and finishes first, then
he/she would receive 80 gammon points.

When there is more than one division, i.e. one-day
tournament, the Open players receive 10 points for
each match won, the Advanced 8 points, Intermediate
5 points and Novice 3 points. Some events will award
double gammon points which will be pre-announced in
the notice or newsletter. No gammon points are
awarded for the Indiana Open.

Best Play #1
S-Point Match, Black-4 (Crawford), White-0

Black to 2 - 1 ?

1998 Hoosier Backgammon Club
Gammon Point Standings as of February 28, 1998

The HBC Player of the Month for January
was Butch Meese with 270 gammon points.

1)  Butch Meese. . . . . . . . . . . . . . . . . .354
2)  Don Woods. . . . . . . . . . . . . . . , . . . .  348
3 )  A l  Gome2 . . . . . . . . . . . . . . . . . . . . . . . 244
4)  J im Cur l is , .  . . .218
5 )  Dave  Groner . . . . . . . . . . . . . . . . . . 2O4
6) Mary Ann Meese. . . . , . . . . . . .  188
7)  Sean Garber . . . . . . . . . . . . . . . . . .  182
8 )  ChuckS t imming . . . . . . . . . . . . . 160
9)  J im Mieske . . .130

10)  Larry  Strommen. . . . . . . . . . . . .  108
Luke Cl ipp inger . . . . . . . . . . . . . .  1  00
Chuck Bower. , . . . . . , . . . . . . . . . . . .  68
Jan Gurvitz .. . . .60
G ino  A9res t i . . , . . . . . . . . . . . . . . . . . .  20
Frank Scot t , . , . , . . . . .  . . . . . . . . . . . . .20
Kevin McLeaster... . . . . . . . . . . .  20
Dave Fey. . .  . . . . .10

Best Play #2
7-Point Match, Black-S, White-0, Black to 5-4?
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Best Plays (JF Level 7)
1) 1018 22121 -0,335
2) 41222121 -0,336
3) 512 -0.338
4) 412312 -0.347
5) 4l210le -0.34e

Best Plavs (JF LevelT)
f f i s
2) 8l3x T3 -0.373
3) 712 7l3x -0.M0
4) 9l4x 814 -0.483
5) 611 612 -0.4s7

Tournament Schedule


