


Vi hgrer sammen - vi har meget tilfaelles.
Jeg er sikker pi, at det er et mindretal der
hylder den bagstreberiske holdning i DIF
og at langt de fleste andre sportsorgani-
sationer godt kan se, at vi har rigtig meget
tilfelles, nemlig at der er tale om sportslige
udfoldelser, hvor konkurrenceelemeniet er
det barende grundlag, men hvor ogsi den
sociale dimension, s®rligt i bredde-

aktiviteterne, har en stor betydning.

Om man lader sin sporislige kappestrid
dreje sig om at spille bold, springe langt eller
hgijt, skyde efter mél, eller om man vil lade
udfordringen viere af en mere inteliektuel
arter ikke afgorende i fzllesskabet. Vi hgrer
sammen. Luk os ind !

Turneringer

I alle turneringer geelder DBgF’s Turneringsregler og Procedure-anvisninger.

Da turneringer sker ved invitation, forbeholdes retten til, uden at give begrundelse, at
negle en spille-ansggning og/eller forbyde adgang til wrneringen og/eller lavere rakker.
Séfremt en spiller, under turneringen, pnsker at forlade turneringsomradet, skal dette
meddeles til urneringsledelsen. Overtredelse af dette kan medfgre idgmmelse af strafpoints.
Vinder al kampen SKAL indlevere BEGGE spilleres SCORECARD og/eller
MONDRAD-KORT straks efter kampen er afsluttet,

Spillere, bosat i Danmark, skal viere medlem af Dansk Backgammon Forbund, Medlemskab

kan tegnes under tumeringen.

Turneringskommité vil blive udpeget af DBgF's tumeringsudvalg.
P

18. - 19. dec. ¥bro Regfri Turnering
25. - 27. dec.
o

LT

e
T

Silja Line Euroway Super Cup 93, krydstogt med

M/S Frans Suell, afg. Nordre Toldbod, Kbh. - T/r Liibeck.

DM Mixed Doubles
Fredericia Aben

8. - 9. jan.
5. - 6. feb.
13. feb.

19. - 20. feb. 3. Roskilde Open
1. - 4. apr. Nordic "Wide" Open
13. apr. Carlsberg Cup Finale

3. Carlsberg Backgammon Cup

Turneringer under planleegning i 1994
? De Abne Jydske Mesterskaber




Prime Backgammon Klub

og
Dansk Backgammon Forbund
indbyder til
Obro Regfri
18. - 19. December 1993
afholdes pa
Rosenvangets Allé 31
Kgbenhavn @
TIf. 3526 15 87
Enir¢ Reg.
Rogfiri 200,- kr.  50,- kr.
Program: |
Lordag d. 18, dec 1993
kl. 11-12.00 Registrering.
kl. 12.15 Start 1. runde
ca. kl. 23,00 Slut
Sendag d. 19. dec 1993
kl. 12.00 Start 7. runde
Ca. kl. 22.00 Prmicoverrkkelse

Turneringen bliver afholdt efter Monrad-
systemet (Nordisk/Seeded), dvs. alle er
garanteret 11 kampe.

Premiefordeling: 35%, 3%, 20%, 10%
og 5% til spurtprzemierne.

Regler for Regfri:
Ikkerygere har ret til at vielge spillelokale.

Rygere som spiller i et ragfrit lokale har
ret (il at holde rygepavser jevnligl.

UDENLANDSKE
TURNERINGER

Ny Dato: Jan. 20. - 23, Dutch Open,
Amsterdam, Holland.
INFO: @+31 20 625 4775.

Ny Dato: Feb, 10. - 13. 4th. French Open,
Hotel Lutetia, Paris, Frankrig,
INFO:; @+33 1 41 05 02 59. Fax.:41057403

Feb. i8. - 20. 16th Pittsburgh Winter
Champ., Greentree Marriot, Pittsburgh, PA,
USA. INFO: @+1 412 823 7500

Feb. 24. - 27. 8th. Backgammon Tour.,
Festival of Games, Cannes, Frankrig.
INFO: @+61 33158 16 .

Mar. I7. - 20. 30th. Ted Basset Cup,
Palace Hotel, Gstaad, Schweiz.
INFO: @+61 331 58 16

Mar. 18. - 20. 1994 Midwest Champ.,
Marriot Hotel, Oakbrook, IL, USA.
INFO: @+1 312 338 6380

Mar. 24. - 27. International Winter
Champ., Badrutt's, St. Morilz, Schweiz.
INFO: @+61 331 15 16

May. 12. - 15. 1st. Greek International
Champ.,, Athen, Grakenland.
INFO: fax. +30 1 800 1513

May. 27. - 30. 15th. Chicago Open,
Sheraton Suites Hotel, Elk Grove Village,
IL, USA. INFO: @+1 708 674 0120

PRIME BG-Klub

og
Dansk BG Forbund

indbyder til

3. DM Mixed Doubles

alle deliagere garanteres 9 kampe

8. - 9. januar 1994
afholdes i

(@bro Skak-Klub
Rosenvangets Allé 31, Kbh. @

Entre Pr. Par Reg.
Mixed Doublerk. 300, kr. 100, - kr.
Hele entrésummen bliver udbetalt som premier,
Premiefordelingen i procent af entré-
summen: 40, 25, 15, 10 og 10 procent til
det bedst placerede par med et samlet
turnerings-ratingtal under 2020, ved

turneringsstarten.
Program:
Lordag d. 8. januar 1994
kl. 10.30-11 Sen registrering -
ekstragebyr kr.50,-
11-13 1. runde
13-15 2. runde
15-1530  Pausefevt afslutning hengepartier

15.30 - 17.30 3. runde
17.30 - 19.30 4. runde
19.30 - 20.30 Pausefevt afslotning hangepartier
2030 5. runde

kl. 12.00-14 6. runde
14 - 16 7. runde
16-18 8. runde
18- 19 Pausefevt. afslutning hengepartier
19 9. runde

ca. kl. 21 Premieoverrzkkelse
Turneringen  bliver afholdt efter
Monradsystemel.

Undervejs i turneringen vil der blive arrangeret
jackpols.

Der kan kebes vand, pl, kaffe, te, sandwiches
og varm mad.

]Ell] a
Spillere, bosat i Danmark, skal vare
medlem af Dansk Backgammon Forbund.
Medlemskab for 1994 kan tegnes under
turneringen.
DBgF's Turneringsregler og Procedure-
anvisninger galder.
Da turneringen sker ved invitation, forbe-
holder DBgF og/eller PRIME BG-Klub sig
retten til, uden at give begrundelse, at negte
en spille-anspgning og/eller forbyde adgang
til turneringen og/eller lavere rekker.
Et mix double par skal vaere sammensat af
en fra hvert kgn. Alle matches afvikles
mellem modstandere af samme kgn.
Af hensyn til det begreensede deltagerantal
pé 50 par anbefales det, at parrene indbetaler
de 400,-kr. senest mandag den 20.12.92 pa
DBgF’s postgirokonto 2 91 92 65. Husk at
angive begge deltageres navne og medlems
nr.Sadfremt en spiller, under tumeringen,
gnsker at forlade tumeringsomradet, skal
dette meddeles (il turneringsledelsen,
Overtreedelse af dette kan medfgre idgmm-
else af strafpoints.
Spilleme SKAL henvende sig til turnerings-
komitéens bord til HYER RUNDE straks
efter at eget OG modstanderens navn er
annoncerel for den pigeldende runde for
at modiage deres MONRADKORT.
Strafpoint vil blive nddelt umiddelbart efter
starten af hver runde. Vinder af kampen
SKAL indlevere MONDRAD-KORT
straks efter kampen er afslutiet,
Hzngepartier skal ferdig-spilles SENEST
i det angivne tidsrum, som stir pa pro-
grammel for den pigeldende dag.
Da turneringen spilles efter Monrad-
systemet, skal turneringskampe spilles
forud for alle andre kampe, for at tids-
planen skal kunne overholdes,



Dansk Backgammon Forbund
og
Malmé Backgammon Forening

indbyder til
Silja Line Euroway
Cup 1993 @6

med progressiv consolation
D. 25. - 27. december

Pi @stersgens stgrste og mest moderne
krydstogtskib M/S Frans Suell

Nordre Toldbod, Kbh. - T/r Liibeck

5.000 SEK. i added prige

money
plud
gpawiaa-pa@mm
Silja Line Euroway
Ballantine's
Canadian Club

Kahyt i 2 n@tter, 2 x mor-
genmad, Den Store Buffet, 2
retters menu alt dette fra:
DKr. 410,-.

Dette specielle tilbud gelder savel BG
deltagere samt ledsagere.
Luksus cruise i 42 timer med fa timers
ophold i Liibeck. Ombord findes der:
* Tax Free Shopping

* Casino

*Las Vegas natklub m/gratis show
*Restaurants 4 La Carte
(fransk og international)

* Disco
* Bars
* Fitness Cenler
* Swimming Pool
* Solarium
* Jacuzzi
* Bgrne Legeplads
M/S Frans Suell er et helt moderne skib
byggeti 1992 med plads til 2200 passagerere

Program:
Lordag d. 25. dec 1993
kl. 14 -16  Ombord-stigning kgbenhavn,

registrering, jackpots
kl, 19 Auktion i mesterrk.
Start af turneringen
Sgndag d. 26. dec 1993
kl. 18 Tumeringen fortsatter, start
consolation, jackpots
d.
ca. kl. 10.30  Ankomst Kgbenhavn

Under turneringen vil der viere specielle
prezmier (til f.eks: den farste taber, den mest
uheldige spiller osv.)

Entré i SEK Reg,
Mesterrazkke 600,- 100,-
Mellemrazkke 200,- 50,-
Begynderekke 50,- 10,-

Tilmelding til wmeringen sker pd dagen.
Man kan frit veelge reekke og det er ikke
ngdvendigt at vere medlem af Dansk
Backgammon Forbund. Tag en ven med!

Priser pd kahyt pr.person m/2 x over-
natning, som includerer, 2 x morgen-
mad, Den Store Buffet, 2 retters
menu.

Antal personer pr. kahyt

Kawegori 4 pers Jpers 2pers 1pers
Hansa /D 410,- 450,- 490,- 650,-

Hansa B 430,- 470,- 570,- 740,-
Hansa A 470,- 530,- 700,- 900,-
Senator inside 700,-  900,-
Senator outside 840,- 1160,-
Europa Class 1000,- 1475,-
President Suite 1075,- 1640,-
Owners Suite 1160,- 1800,-

* Bern O - 5 4r, gratis hvis de ligger i
foraldrenes seng. Bggrn 6 - 11 4r halv pris.

Booking af kahyt skal vaere DBgF i hende
senest d. 14.12.93

Booking kan ske pd én af folgende 2 méder
ved at betale hele belgb for den type kahyt
du gnsker:

enten

pa giro nr. 2 91 92 65, Dansk Backgammon
Forbund. Husk at der kan gé op til 5 dage
for vi har betalingen.

eller

pr. check til Dansk Backgammon Forbund,
Gersonsvej 25, 2900 Hellerup.

Efter d. 14/12 er det kun muligt at booke
séfremt der er plads. Ring pd tif.nr. 39 40
06 07. Ekstragebyr pa kr. 50,- pr. deltager.

Husk at opgive navne pa deltagere, evt.
DBgF nr. samt kategori af kahyt pd
girokortet eller bag pd checken.

Husk at medbringe pas.

Der anvendes Svenske kroner som valuta
ombord.

Alt hvad man kan gnske sig af

afslapning og forngjelse
B rk rlige B
BG-pris Nomm.pris
Hansa C/D pr. pers 60,- 630,-
Mad 350,- 350.-
410,- 980.-

Besparelse kr. 570,- (pr. pers.)
Senator inside pr. pers  350,- 1250,-
Mad 330,- 350,
100 1600.-

Besparelse kr. 900,- (pr. pers.)
- Backgammon on hoard, on a board -

Denne turnering er et samarbejde
mellem DBgF og MBF

Cornadscarcbtl,

THESPIRITOFCANADA

Bullanitin

THE SUPERB SCOTCH



Danmarksmesterskab

Al Jens Kerte

Inden de tre unge knagie i vor fornemme
VM-trojka kunne stave til backgammon, var
Emil Malek allerede i fuld sving med braet
og brikker i sin hjemby Teheran i Iran. Dog
stpdte han fgrst pd dobbelterningen, efter
han kom til Danmark i midten af 1980 erne.
Men den er han efterhinden ogsi fortrolig
med, og i ir sikrede den utrolig rutinerede
Emil sig velfortjent sit fgrste Danmarks-
mesterskab ved weekend-stzvnet i novem-
ber pi Hotel Marina i Vedbak.

Den 34-drige Emil er vel landets
rappeste spiller, men under Arets DM satte
han tempoet lidt ned. Nu skulle det Abenbart
vaere. Undertegnede oververede, at han flere
gange i bide semifinalen mod VM-consol-
ation mesteren, Benjamin Lund, og i
finalen overfor den ukendic Frank
Brockman, t&nktc i helt op til en haly sncs
sekunder over et enkelt trak.

Med klap for det ene gje, skulle man
tro, Emil ville va&re handicappet i sit
overblik ved brattet, men denne ‘sprgver’
fejler intet, hvad angar den overordnede
spilforstaelse, selv om hans equity-kunnen
ikke imponerer de ‘videnskabelige' gam-
monspillere.

Til gengald er han en sand mester i
diskret psykologisk terror med smé ‘venlige’
kommentarer og lynhurtige frem- og
tilbage-rokeringer under spillet. Det hgrer
dog med i yderkanten af spillets dnd, og kan
vare med til at hylde den mindre rutinerede
modstander lidt ud af den.

Miske var det arsagen til, al Frank i
finalen, hvor kasketten rolerede nervest pa

hans hoved, med to mand pa kommaoden tog
ct klart drop, gik gammon, og fra en f@ring
pa6 - 5 kom bagud 6 - 9, for siden at tabe 9
- 11.

Frank kan dog urgste sig med, at han
blev DM’s moralske vinder. Den 28-drige
sympatiske drengede computer-mand har
kun spillet en enkelt stgrre turnering
tidligere. Det var ved DM i fjor, da han uden
at placere sig deltog i begynderrekken.

Til hans store ®rgelse krevede hans
ratingtal i &r lige netop, at han var tvunget
til at stille op i mesterrakken, for han ville
helst have hygget sig i B-gruppen.

Med scks point af otte placerede Frank
sig imidlertid som nummer 11 blandt de 106
dellagere i den fornemste rekkes indledende
runder. Han gik imidlertid for sglle 200 kr.,
da der om sgindagen var auktion over de 16
endelige mester-kandidater.

Emil havde sammen med flere syv point,
men med bedst korrektion, og da ingen
tegnede sig for maksimum-point, var han
inden finale-runderne seedet som nummer
el. Alligevel blev han solgt for kun 400 kr..
Verdensmesteren, Peter Jes Thomsen,
vice-verdensmesteren, John Sjsling og den
tredje VM-stjerne, Benjamin Lund, ik
hver hammerslag pd 600 kr. Det var dagens
hgjeste bud.

Flest klapsalver ved auktionen [ik
derimod den mesterspillende atomfysiker
Uffe Hellsten, der viste sig at evne andet
end at tzlle pips og beregne take-points.
Inden buddene gik i gang sprang han op pi
bordet og afsang pa rent nordjysk sin
hjemme-komponerede kampsang, Back-
gammon,

Omkvedet Igd helt rigtigt ‘Back-
gammon, backgammon, min store liden-
skab, en cocktail af hasard med bdde kunst

og videnskab, og ndr Pipcelot han kysser
fru Fortunas leber mildy, bli'r sejre vend:
til nederlag, og pulsen stiger vild.

Uffe blev akkompagneret pd klaviatur
af formand Erik Gravgaard, som ligeledes
ved denne lejlighed viste nye sider fra sin
talentmasse. Begge scorede de mange point
blandt de begejstrede tilhgrere pa deres
gribende forestilling, og det var vel undt,
for meget mere havde fru Fortuna desveerre
ikke i posen til dem under dette DM.

Men ved bretterne var det den under-
tippede Frank, der forst tog John Sjelins
skalp, og siden i semifinalen slog han
selveste Peter Jes 11 - 4. 84 forstieligl var
det, at aile i hotel-foyeren ikke kunne undgi
at blive vidner, da han spndag aften i
mgntielefonen gledestrilende, ivrigt og
hgjrgstet fortalte sin kareste om sine
gammon-triumfer i weekenden.

Ingen kan dog rere ved Emils vaerdighed
som Danmarksmester 1993, selv om meget
kunne have sel anderledes ud, hvis Frank
havde holdt nallerne fra den famgse ‘knold’,
da han fgrte 6 - 5. For Emil har bade
erfaringen og styrken,

Allerede fra seks-Ars alderen spillede
han gammon med sin far og bror i [ran, og
hurtigt blev han en sterk profil i det danske
BG-miljg, efter han som politisk [lygtning
kom til landet i 1986,

Gennem en veninde hgrte han om den
gryende gammon-interesse i Kgbenhavn, og
hurtigt kom han i kontakt med en af dansk
backgammons fedselshjzlpere, Frans
Machata, pa caféen Det Elektriske Hjerne.
Siden har Emil vundet el utal af café-
turneringer, og for nylig var han da ogsi
gverst pa rating-listen over alle kampe.

Og endelig er han altsd brudt igennem i
en stor wmering, og det er ikke et hvilket

som helst DM, han har vundet. Med 12
deltagere fra landets top-20 liste m@nstrede
DM-feltet 1993 den stzrkeste opstilling til
el Danmarksmesterskab i Dansk Back-
gammon Forbunds seks-firige historie. Og
med 300 deltagere i de tre klasser, mester-,
B-rekke og juniorer, var deltagertallet det
stgrste hidul.

Som turnering betragtet var frels
arrangement pd Hotel Marina en succes af
de store og endnu en fjer i hatten til Chris
og Joan og deres medsammensvorne i
wmeringsledelsen. Det klder forbundet og
bredden i spillet, at indskuddet kun var pa
100 kr. for seniorerne og helt nede pa en
20’er for de unge. Og at eliten ikke lod sig
skremme af de billige takster var srdeles
velkomment og tiltalende.

At de lave entré-billetter pa trods af de
deraf mindre pengepramier var populzre,
herom vidner, at den planlagte officielle DM
Super Cup med indskud pa 1500 kr. blev
aflyst pA grund af manglende tilmelding. Til
gengzld kom der i stedet gang i de dyre
uofficielle Super Jackpots uden for selve
DM-regiet for de mere pengestarke spillere.
Dem skal der selviglgelig ogsa vare noget for.

Flere i denne kategori tog s®dvanen (ro
ogsé sagen i egne haender i ‘round the clock’
chouetter, som ikke t®rede pa hotellets
overnatnings-faciliteter,

Alt godt sagt om Hotel Marina, si mi
det vaere pi tide, at forbundet ser sig om
efter stgrre lokaliteter til afvikling af
arrangementer af DM-dimensioner.,

Der er og bliver for snever spilleplads
og for dérlig afrydning, den pauvre buffet
er alt for dyr, kvalitets-alternativet i
restauranten er selviglgelig ogsé for kostbart
for de fleste, og sa ville majoriteten af
deltagere foretrekke at vare tzttere pa

o



Kgbenhayn,
Men del er selviplgelig spillet, det figrst
og fremmest drejer sig om, og si glemmer
man alt andel. Backgammon kan ligefrem
vare farligt. Hor bare Uffes sidste vers:
‘Danske maend og kvinder gor jer selv
en kempegerning, beslut jer inden firste
gang, I1a'rendobbeltterning, for sd henger
I pd krogen og kan ikke sige stop, for den
dag pd hospitalet hvor [ fdr det sidste drop.
Backgammon, backgammon......."
Mesterrekke (106}
Main
1 76
2 4634
SF 6791
SF  B66
Consolation
1 6778
2 605

Emil Malek

Frank Brockman
Benjamin Frimann Lund
Peter Jes Thomsen

Jan Eversby Bartker
Stefan Eland Christensen
SF 8543 Djarne Tolstrup
SF 255 Stig Christensen
Kategorie B (149)
Main
1 4854
2 827
SF 10804
SF 11791
Consolation
1 10689
2 2807

Jens Meidahl
Christina Kjer Nielsen
Riad El Mounzer
Jakob Svanholt

Kristian Stegenborg Larsen
Frederik Bentler

SF 12150 Sonny El Mounzer

SF 4156 [IbSgby
Juniorrekke (45)

Main

1 1014
2 6605
3 7338
Consolation
1 2970
2 7962
SF 1048
SF 11762

Jeanette Mie Casandra Laursen
Mikkel Alexander Stensballe
Klaus Switon

Mikkel Engset Hpst
Araz Yamininia
Camilla Husted Nielsen
Karin E. Knopper

Ny Bornholmsmester i
backgammon

Efter 5 meget spendende backgammon-
sgndage pa Caf€é an Lait vandt Ole Jensen,
Vestermarie pr. Rgnne, med 18 masterpoint
fortjent den eftertragrede titel som
BORNHOLMSMESTER 1993, og Giro
Bank, som var hovedsponsor blev kr. 1.000,-
fattigere. En delt andenplads blev med 11
point vundet af Pernille Vedel og Jack
Brink, begge fra Svaneke - og en delt
tredieplads blev med 9 point vundetaf Birgit
Darling og Pia Andersen, begge fra Rpnne,
lalt 5 af wmeringens 14 deltagere modiog
premier Lil en samlet verdi af kr. 1.560,-
og den nybagte Bornholmsmester kunne
hjembringe preemier (il en samlet vaerdi af
kr. 4.300,-. Desuden er der reserveret en
plads il Ole Jensen ved Danmarks-
mesterskaberne 1993,

Med venlig hilsen, Ditte Lerkesen
Der er backgammon-turnering hver tirsdag
kl. 19.00 pa Café au Lait. Man skal have

tilmeldt sig inden dette tidspunkt evi. pé (Il
5695 12 15.

DBgF’s Ordens- og
Amatgrudvalg

bekendtggr hermed, at medlem nr. 618,
Henrik Will, pr. 1. november 1993 er blevet
ekskluderet fra forbundet. Eksklusionen
begrundes med en adf®rd, som ikke kan
accepteres af DBgl'.

Sagen vil udelukkende kunne genoplages
af Ordens- og Amatgrudvalget, sifremt de
forhold der ligger til grund for ovennavnie
afgprelse, bringes i orden.

10 -

De Abne
Fynsmesterskaber

Igen i &r havde Fyns Backgammon Union
arrangerel mesterskaberne i Odense Bridge
Unions lzkre lokaler pa Middelfartvej, hvor
der er hvad man kan gnske sig af back-
gammonfaciliteter - og hvor der var salg af
mad og diverse drikkevarer til rimelige
priser.

Der deltog 93 spillere fordelt pa 3 rekker.
33 i Mesterrekken, 43 i Mellemrekken og
17 i Begynderrkken. Mesterskaberne bley
spillet efter Monrad-/Cup-systemet, hvor vi
havde besluttet, at hvis der var over 32
deltagere i én rekke, skulle de 16 bedst
placerede spille i Main. Under 32 deliagere
skulle der kun vere 8. Man vil altid kunne
diskutere om dette er den retle turnerings-
form, men vi fplte at den fungerede
udmarket.

Iflg. Chris gik der som ,s®dvanligt” en
masse ratingpoint fra @st til Vest (ca. 40).
Sé vi hiiber ikke, at vi har skremt jer vk
fra nste irs Abne Fynsmesterskaber.

Mesterskabet blev vundet af Philip Hayles
i Mesterrekken efter en sejr over den evige
Lr. 2* Chris Ternel. Af mange flotte
resultater kan specielt nevnes Peter
Valentins sejr i Consolation, og Michael
Greholms sejr i Mellemrekken.

Der skal ogsa lyde en tak (il Klaus Levin
som stevneleder, og vi hiber at han ogsa
neste dr vil pitage sig dette job.

Meslerskaberne foregik i en god slemning,
og der skal fra arranggrernes side lyde en
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tak til deltagemne for god ro og orden.

Vi héber at se jer alle naste ir igen.

Med venlig hilsen,
Fyns Backgammon Union

Mesterrekke (33)

Main
1 467
2 2
SF 6931
SF 9522
Consolation
1 6824
2 989

Philip Torben Hayles
Chris Ternel
Georges Velando
Henrik Knudsen

Peter Valentin
Michael Nikolaisen

Mellemreekke (43)

Main

1 8114
2

SF 9725
SF 10223
Consolation
1 5808
2 5594

Michael Greholm
Joachim Johanson, Malmg
Jan Mpller Christensen
Henrik Veje

Lars Henrik Braun
Ib Lynas Hansen

Begynderrmkke (17)

Main

1 11959
2 6942
SF 9525
SF 3878
Consolation
1 9107
2 10236

Michel Belchuke

Lars Ryaa

Dorthe Ulrik Knudsen
Jesper Borgstram

Cacilie Ning Hage
John Madsen

Generalforsamling i Aarhus Back-
gammonklub, afholdes d. 30/1/94 kl.
20.00i Studenterbaren, Studenternes Hus
ved Aarhus Univesitet.
Der vil bl.a. diskuteres @ndring af
vediegierne med henblik pa at blive en
ancrkendt klub under DBgF.
Bjarne M. Andersen - TIf. 86 17 58 05




Turneringsresultater
Swedish Open

Mesterriekke (47)
Main

1 121 Kiomars Mostafavi DK

2 Max Engvist s
SF Mats Carlsson S
SF Frederic Wrang s
Consolation

1 6824 Jorma Tattari SF

2 Mika Inkinen SF
SF Johan Moazed S
SF David Brandi-Lundin §
Last Chance

1 Tommy Rundqvist S

2 279 Giue Dalgaard DK
Mellemrzkke (36)
Main

1 Per Hildebrand S

2 UIf Gustavson 5
SF Bernt-Ake Hamstad 8§
SF Navid Saljoughi s
Consolation

1 Keyhan Saljoughi s

2 Johan Mistell 5
SF Bengt Arne Ek 5
SF Lars Eriksson s
Begynderrekke (17)
Main

1 Anders Ivarsson S

2 Eddie Hasselblad 5
SF Tommy Westerlund S
SF Gustay Sandstdom S
Consclation

1 Georg Wallin 5

2 Mikael Larsson b
SF Greger Knoblock s
SF Arne Blom S
Landskampen:

Sverige 2 -3 Danmark
Per Andersson 7-11 Navidi Afshar. Kh.
Henrik Hartman 11-7 Chris Ternel
Jorgen Granstedt 11-4 Kioomars Mostalavi
Ulf Ring 8-11 Peter Jes Thomsen
Bo Lundin 6-11 John Sjglin

Frederiksberg besejrer
Ordrup 10-7.

af Asger Kring

Mandag d. 8/11 mgdies Frederiksberg
Gammon Klub og Ordrup Backgammon
Klub i en venskabsmaich over 17 bredder.
Kampen blev spillet pd TEX i Kgbenhavn,
og blev afviklet under afslappede forhold.
Begge klubber stillede med bide mester-
spillere og begyndere; men alle fik en
modstander af samme kategori. Ordrup
stillede med det pa papiret bedste hold, men
gennem hele kampen fgrte Frederiksberg
med 1-2 malches. Pi et lidspunkt havde
begge klubber vundet 7 matches, men sejren
blev hevet i land pi to gevinster i dobbelt-
matchpoint spil. De to klubber, der ikke
spilder deres tid med at fere sig frem som
Danmarks f@rende - aftalle at gore kampen
til en halvirlig tilbagevendende be-
givenhed. Det er godt for klubinden, at alle
spillere - savel de erfame som dem der netop
er begyndt - spiller pA samme hold.

Malmo Aviation Open

Main

1 279 Gitte Dalgaard

2 6813 Dag Ekmark
SF LLars Hammergren
SF 221 Erk Gravgaard
Consolation

l Henrik Hartmann
2 6953  Oliver Felix Fox

Mellemrekke (44)
Main

1 642  Bill Nordstrim

2 6731 Tonny Kluck
SF 10291 Christine Hgjhus
SF B03 Lars Ralt
Consolation

1 769 Pia Fagerholt

2 Frederik Wiinberg
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RETFARDIGHEDENS
SEJR

af Stefan Eland Christensen (605)

Selv i Backgammon kan retferdigheden

Fglgende stilling
opstod d. 27, maj i
el moneygame pa
Strgget.

Sort dobler til 8.
Skal Hvid tage?

Normalt har man to
muligheder i den
slags stillinger.
Enten kan man
acceptere og derved vinde/tabe el stgrre
belpb eller man kan droppe. I den givne
stilling ville Hvid siledes have tabt 4 point.

Nu var jeg séi heldig at veere Sort, og derfor
var det mig, der doblede. Hvis jeg havde
vaeret Hvid, ville jeg ikke have veret i tvivl
om den korrekte cube-action: DROP - og
det i en fart.

Min modstander mente dog, at der var et 3.
alternativ, Kendere af money game-regler vil
hevde, at en , beaver” er det eneste reelle 3.
alternativ. Men en beaver er blot en afart af
at acceptere doblingen, s det er ikke et
rigligt alternativ,

I stedet valgte min modstander den for mig

noget vkendte variant, nemlig al rejse sig
og hakke en knytn®ve i ansigtet pi en

tilskuer. Tilskueren var Lars Raft, hvis
oplevelse af episoden tidligere har varet
bragt her i bladet. Lars havde heldigvis
mandsmod nok til at melde episoden til
politiet, og undertegnede métte pd politi-
stationen og aflzgge vidneforklaring.

Onsdag d. 17. november blev sa afggrelsens
dag. Denne dag blev det afgjort om
Danmark skal til USA og deltage i fodbold
VM 1994, og denne dag blev det ved
Kg¢benhavns byret stadfestet, at der ikke
findes et 3. alternativ til den gengse
opfattelse af cube-action. Miske en lidt 1gs
fortolkning af rettens dom. Men resultatet
er tydeligt. Fouad Jafar Hossein Ali Al-
Awadi(navnet tgr jeg godt nvne, da retten
ikke nedlagde navneforbud) blev kendt
skyldig i overlagt vold.

Dommen bestod i 40 dages ubetinget hafie.
Kr. 3.000.- i erstatning til Lars Raft, hvis
briller blev slaet 1 stykker og kr, 2.700,- il
dzkning af sagens omkostninger.

Alene i rede penge kr. 5.700,-, hvilket langt
overstiger de 80,- kroner, han ville have tabt
ved at droppe min 8-knold, Udover det skal
han altsd ogsa i fengsel i mere end en
méned.

Af hele historien kan man udlede, at det
danske retsvesen fungerer, og det kan derfor
godt betale sig at melde den slags
voldsepisoder til politiet. Bedst vil det dog
vaere helt al undgd at spille gammon med
uligevaegtige personer, der overreagerer,
hvis de taber. Personligt vil jeg i hvert
tilflde gerne udpege, hvem man efter min
mening ikke bgr spille med, og jeg hiber,
andre gammonspillere vil gére det samme.

Godt gaet Lars!
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Sperg eksperterne

Svar til Stig Christensen (255).
Problem fra GAMMON nr. 33.

Match til 9 point. Stillingen 5-3 til Hvid.
Skal Sort redoble og smtte matchen pa
spil?

Svar pd ,,Sporg eksperterne ™ (Gammon nr.
33) af Torkil Espenhain medinr. 3452,

Nir man overvejer en dobling eller re-
dobling er det en god id€ lige at se, om
modstanderen har et take. Hvis han ikke har
det, er der jo lidt mere, der taler for al sende
terningen over.

I Stig’s match bar Hvid et take-point pa godt
25%. Hvis han dropper bliver det jo 5-5 med
50% match equity (ML), og hvis han tager
og vinder bliver det 9-3 med 100% ML. Han
kan altsi opnid 50%, mens han risikerer
17%. Hvis han tager og taber, bliver det jo
5-7 med 33% ME. Take-point er (risiko/
gevinsl+risiko) 17/67, hvilkel er omkring
25%. 17 gar nasten 4 gange op i 67, sd det
bliver lidt mere end 25%.

Nar jeg skal regne match equitics ud ved
bordet, bruger jeg formlen:

ME =50+ D (21-T), hvor D er differencen
i score, og T er det antal points trailoren i
maichen mangler.

Hyvis Hvid havde haft et drop her, skulle Sort
naturligvis bare redoble og indkassere 2
points, men Hvid har jo 17 rul, der kommer
af pa Sorts 31 missere, hvilket giver 31 x
17/1296 = 527/1296 vinderchance. Det er
ca. 40%, alisé et klart take.

Nu mé Sort finde ud af forholdet mellem
det, han kan opnd ved at redoble, og det han
risikerer ved en redobbel. Hvis han ikke
redobler og vinder, vil han komme pé 5-5
med 50% ME, og hvis han redobler og
vinder, kommer han foran 7-5 med 67%
ME. Han kan altsd opnd 17% ved sin
redobbel, forskellen pd 50% og 67%. Hvis
han ikke redobler og taber kommer han
bagud 3-7 med 20% ME, og hvis han taber
efter en redobbel, taber han jo matchen, s
han risikerer 20% med en redobbel. Hvis
Sorts vinderchancer i selve spillet er sigrre
end forholdet mellem risiko og gevinst
(risiko/gevinst + risiko), vil han have en
redobbel. Vi har tidligere fundet ud af, at
Sors vinderchancer i spillet er ca. 60t%. Han
skal have mindst 20/37 = 54% vinder-
chance, hvilket vil sige redobbel og take.
Ganske som i den aktuelle match.

Svar pd ,,Spérg eksperterne (Gammon nr.
33) af Asger Kring medl. nr. 408.

Fgrst svaret pi dit spgrgsmil. Detie er en
wsidste rul“ situation, selvom der sand-
synligvis ikke er flere rul tilbage. Din
modstander kan nemlig ikke bruge dobbel-
lerningen néeste gang, og du kan heller ikke
bruge den, hvis det skulle blive din tur igen.
Problemet er derfor simpelt at lpse; man skal
blot kende sin chance for at vinde spillet og
kombinere det med chancerne for at vinde
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matchen fra de matchstillinger der frem-
kommer.

Forst beregner vi chancerne for at din
modstander vinder spillet:

(31/36) x (17/36) = 527/1296 = 40,7%

D.v.s. at din chance for at vinde spillet er
100 % - 40,7% = 59,3%

S4 opstiller vi de forskellige matchequities
(ME):

Du dobler og vinder (7-5): 68%
Du dobler og taber 39 0%
Du dobler ikke og vinder (5-5): 50%
Du dobler ikke og taber  (3-7): 19%

Tallene er fra Kit Woolseys ME-tabel.

Hvis du dobler er din chance for at vinde
matchen:

(chancen for at du vinder spillet) x (chancen
for at vinde matchen fra 7-5) + (chancen
for at du taber spillet) x (chancen for at vinde
maichen fra 3-9)

Hvilket omsat i tal bliver;

59.3% x ME (7-5) + 40,7% x ME (3-9) =
59,3% x 68% + 40,7% x 0% =40,3% + 0%
= 40,3%.

Tilsvarende er din chance for at vinde
matchen hvis du ikke dobler;

59,3% x ME (5-5) + 40,7% x ME (3-7) =
59,3% x 50% + 40,7% x 19% = 297% +
1.7% = 37,4%.

Din chance for at vinde matchen er altsi
stgrst hvis du dobler, si det var altsi det
riglige du gjorde.

Problemet ovenfor er af en mere generel
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karakter. Kan man beregne hvor store
gevinstchancer man skal have for at doble i
ywsidste rul* stillinger? Ja, selviplgelig kan
man det. En dobling er jo en inveslering,
og man kan beregne hvor stort et afkast
investeringen kan give, ligesom det kan
beregnes hvor store risici, der er forbundet
med investeringen.

Hvis vi bruger ovenstiende som cksempel,
s4 er risikoen al du kan tabe match i stedet
for blot at vere bagud 3-7. Risikoen er
forskellen i ME, altsd 19% - 0% = 19%.
Afkastet (det du kan vinde ved at doble) er
forskellen pd at vaere foran 7-5 og at sti lige
5-5. Forskellen i ME er 68% - 50% = 18%.

D.v.s. man far 18:19 odds ved at doble her,
og man skal vinde mere end 19/(18 + 19) =
51,3% af spillene i en ,sidste rul* stilling
for at kunne doble korrekt.

Det betyder, at Stig ogsa skulle doble hvis
modstanderens brikker stod pd 2- og 5-
punktet, da han ville vinde ca. 55% af
spillene.

Husk at det ovenstiende kun gaider for
LSidste rul” stillinger. T den slags stillinger
skal man normalt (d.v.s. i stillinger, hvor
matchscoren ingen s®rlig betydning har)
doble nidr man har den mindste fordel.
»Sidste ml* stillinger er ikke begranset til
bearoff-lignende stillinger, men omfatter
ogsi situationer hvis udfald athanger meget
af det naste rul. Det er typisk stillinger hvor
den ene part har dobbeltskud plus nogle fa
langskud, og hvor den der har skud vinder
hvis han rammer og taber hvis han kikser,
Det er en type stilling, hvor mange overser
doblinger, og méiske senere nemt bliver offer
for en artikel i Gammon,



REFERAT AF EKSTRAORDINAZR
GENERALFORSAMLING D. 25.10.1993

Dirigent: Lars Raft og Christian Schou

Referent: Joan Andersen

Formanden gjorde forsamlingen opmeerksom pd, al bestyrelsen har fiet et par henvendelser om, at
denne ekstraordinere generalforsamling ikke var indkaldt med lovligt varsel, idet der henvises til,
at fristen pd de 14 dage mé g=lde modiagelsen af indkaldelsen. Desuden mener nogle, at fristen har
vret for kort p.g.a. vigtigheden i forbindelse med &ndringer af vedtegter.

Dirigenten slog fast, at indkaldelsen var sket med lovlig varsel i henhold il vediegtlerne, da
indkaldelsen er sket via medlemsbladet, som er indleveret til udsendelse pa Kegbenhavns Postkontor
d. 8.10.1993.

Den ekstraordinere generalforsamling blev herefter kendt lovligt varslet.

Pkt. 2. Forslag til nye vedtmpter,

Forslaget til de nye vedtepgter er et resultat af en beslutning pi den sidst afholdte ordinzre
generalforsamling, hvor det blev besluttet at nedsatie et vedtzgtsudvalg, som skulle udarbejde et
forslag til vedtzgisendringer hurtigst muligt.

De fremsatte vedtegtsendringer er siledes et produkt af et udvalgsarbejde (7 personer), hvor man
har bestrabt sig pa at tilgodese s4 mange synspunkter som muligt, samtidig med at de nye vedizgter
skal tilgodese den ny klubsiruktur og efterleve de krav, der kan vere fra Danmarks Idraisforbunds
side.

Vedtzgterne blev gennemgiet og forslag til &ndringer af disse blev fremsat undervejs. Fplgende
forslag til ®ndringer blev fremsat:

§53:

1.at erstatte ,underlagi* DBgF med ,lilknyuet” DBgF (ikke vediaget)
2.at tilfgje ,bestemmelser” efier ,,underlagi DBgF* (ikke vediaget)

§ 7.2:

1.at ®ndre antallet af medlemmer i klub fra 8 til 3 (ikke vedtaget)
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2.at ®ndre antallet af medlemmer i klub fra 8 til 6 (ikke vedtaget).
§ 7.5 (eendringsforslag § forhold til den eksisterende ordlyd er understreget):

Aﬂgang til Iandsrﬁd:t har ovennevnle persunheds. med]emmer aj' Ordcns og Amawrudvalgetm
" i L) .. i . A L " L . 2 -

1€

Immwﬂﬂm_m.u Adgang har dcsudcn de af hovedbesiyrelseu eventue]t sa:rhgl.
inviterede, Adgang for de i § 6.7 nwevnte gives kun under behandling af dette spargsmal. (Vedtaget).

§ 7.8:

1.at alle medlemmer pr. automatik skal veere fkke stemmeberettigende. Som fplge af dette skal alle
nuverende og fremtidige medlemmer skriftligt give meddelelse om, hvorvidt de gnsker at vere
stemmeberettigende gennem en klub, hovedbestyrelsen eller ikke gnsker at vere stemme berettigende
(ikke vedtaget).

2.at hovedbestyrelsen har | stemme pr. 20 medlemmer (i stedet for 10) (ikke vedtaget).

3.al hovedbestyrelsens stemmeandel af de stemmeberettigende medlemmer under hovedbestyrelsen
max. kan andrage 15% (ikke vedtaget).

§ 7.12:
1.at det under pkt. 3 pd dagsordenen tilfpjes .,godkendelse” (ikke vedtaget).
§ 8.10:

L.at slette § 8.10 fra vedtzglerne (vedtaget). Med den fplgevirkning at § 8.11 bliver til § 8.10 i
stedet.

§9.10 og § 9.11:

l.at stk. 10 og 111 § 9 bliver til henholdesvis stk. 2 0og 3 i § 9 (ikke vedtaget)

§11:

1 at landsridet fastsztter medlemskontingentet samtidig med godkendelse af budget (ikke vedtaget)
§12.2:

1.at ,en af landsridet valgt revisor” erstattes med ,.2 af landsridet valgte revisorer” (vedtaget). Med

falgevirkninger i § 7.12 pkt. 7 pa dagsordenen og § 12.3, hvor ,to revisorer” erstatter eksisterende
ordlyd.
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De nye vedtagter blev herefler vediaget med de ovenfor nevnte vediagne mndringer.

Pkt 3. Valg af bestyrelse

Til bestyrelsen blev valgt:
Chris Temel

Lars Raft

Niels Haarbo

Peter Svinding

Erik Gravgaard

Jens Neregaard

Martin Gravgaard

(AT de opstillede blev Bjame Andersen og Ulrik Andersen ikke valgl)

Bestyrelsen konstiluerer sig selv pa fgrstkommende bestyrelsesmpde. Da generalforsamlingen vedtog
at man lige sd godt kunne starte overgangsperioden m.h.L valg til hovedbestyrelsen med det samme,
ligger det i konstitueringen at bestyrelsen samtidig finder ud af hvem af dem, der skal pi valg pd det
ferstkommende landsréid om ca. ¥ dr og dernzst hvem der skal pa valg om henholdsvis 1% og 2% ir.
Kan bestyrelsen ikke blive enige om ovenstdende, skal de foretage en simpel lodtrekning.

Formanden vil viere pi valg pi det fgrstkommende landsrid.
PKt. 4. Valg af revisor
Her blev jvf. de nye vedtegter valgt 2 revisorer;

Christian Schou
Frank Brockmann

Pkt. 5. Eventuelt

Intet

Joan Andersen
26.10.1993

FORBUNDETS NYE VEDTAGTER
LIGGER MIDERST I BLADET -
LIGE TIL AT TAGE UD!
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Letters to the Editors

To the Editors,

Walter Trice's article on doubling strategy in a
2-point match makes some interesling
observations but tends to cloud rather than clarify
proper doubling strategy. He correctly notes that
one need not be a favorite to justify doubling
provided certain conditions hold (the presence
of market losers, etc.). Bul then claims that a
40% winning probability “usuvally” justifies
doubling. Why 4097

Theoretically, provided certain conditions hold,
itcan be correct to double with only slightly more
than a 30% winning chance. Also, it can be
wrong to double with winning chances just under
70%. Positions between these two extremes
should be evalualed on a case-by-case basis (o
determine whether the conditions required for a
double are present. In general, the higher the
winning chances in a position, the more likely it
is that the conditions required for a dooble exist.

Is it Walter's contention that positions with 40%
winning chances ,usvally" contain the conditions
required for a double? This is far from clear.
His claim is not supported by his two examples
alone. - Rick Barabino, Boston, MA.

Walter Trice replies:

Why 40%°? First of all, because doubling at
about 40% is mandatory for essentially all races
(the number varies from 37% 1o 42%, depending
on the length of the race). This can be easily

verified by applying the logic of my second
example te atable of winning probabilities based
on pip count, A more rigorous and exhaustive
analysis can be carried oul using a computer to
calculate the equity values from recursive
equations. I did this several years ago, and
discovered (to my complete surprise) the 40%
doubling point.

Extension of the 40% figure 1o mere general
classes of positions is a conjecture, but I think a
reasonable one. Consider the statement: “[f
the roller’s winning chance is ar least x%, then
hix chance will USUALLY be no léss than 30%
after his worst roll.” What value of x makes
this a true statement? [ doubt that anyone really
knows, but some figure in the 405 seems right.
Obviously there will be many exceptions te any
such rule - back games and priming games with
destructive crash numbers come most readily to
mind.

In a 2-point match it is often possible to double,
without market losers, at NO cost in equity,
Sitwations FREQUENTLY arise in which the
underdog’s good rolls outweigh his bad ones
énough 1o make the double mandatory (in a
technical sense). It was my intention only 1o
highlight these two unusual features of 2-point
match doubling sirategy, rather than to provide
players with a comprehensive battle plan,
Readers who find their stralegic vision “eloudy”
are free to do a little homework.
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To the Editors:

Congrats on a well-presented magazine. You
are doing almost as much as the Georgians to
promote our beloved game, - Jim Baroff.

To the Editors:

I enjoyed this first issue. One suggestion, already
offered, was printing a table of maich equities
for official use on these quizzes. - Jake Jacobs,
Des Plaines, IL.

To the Editors:

I am really glad that you have published this
magazine. ] have enjoyed and profited from
learning with your earlier publications. - Richie
Adams, Ellicott City, MD.

To the Editors:

Congratulations on your premiere issue of Inside
Backgammon. 1 found it to be well worth the
subscription price. I'm an intermediate level
player and found every article a worthwhile read.
I particularly enjoyed Mr. Goulding’s *Game of
the Month™ and Mr. Robertie's “Intermediate’s
Corner”. T generally only play in a toumey
situation and would hope that when appropriate
the differences could be noted between the two
or perhaps even a separate column on that very
subject. - Jeffrey Seidel, Miami, FL.

Dear Sirs:
Your magazine is lerrific! Keep up the good
work. - Harry Zilli, Washington, DC.

Dear Inside Backgammon:

Congratulations! You've published a truly
outstanding piece of backgammon literature. 1
am extremely glad that I subscribed because I've
gained some useful information instantaneously.
Kent's “The Road to Betler Backgammon™ was
an immediate hit with me, very useful, and
insightful in its content. The entire issue is a
collective piece of genius put logether by a
talented group of backgammon experts. - J.W,
Schothorst, Grand Forks, ND.
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To Bill Robertie:

In the “Intermediate’s Corner” you tend to
disparage intermediates unnecessarily: e.g.,
‘*The intermediate stares blankly..."” or when you
compare the intermediate to the Far Side dog.
Other examples are your supposed
“Intermediate's Rules" such as “Contact is
bad...", “Doubling is confusing...””. I like the
idea of your column geared to intermediates such
as myself. But please don't put down your
audience, - Jim Perl, Boulder, CO,

Bill Robertie replies:

The column wasn't meant (o be a putdown of
intermediates. In the paragraph you quote, |
was criticizing the advanced players who give
advice in such an unclear fashion that
intermediates, quite properly, can't undersiand
it. This happens at tournaments and in clubs all
the time, [I've collected and studied a lot of
intermediate games, and my “'Intermediate’s
Rules" are, as far as I can tell, the implicit
assumptions that actually guide the play of most
intermediates. The fastest way to progress, |
think, is to artack these implicit assumptions
head on.

Dear Kent and Biil:

Congratulations on a great premiere issue! I was
delighted with both the substance of the articles
and the size of the issue. Inside Backgammon
will now be the publication 1 most look forward
to every other month. 1 have just a couple
comments: on page 10, after Kent accepts
Howard's double, Kent comments “I calculated
my chances of hitting a shot on the very next roll
as slightly higher than 8%." 1 calculate almost
12% (155/1296). Have 1 lost it? [Ne, you're
right. We now get 152/1296 - KG.] And on
page 19, after roll 6 for Black, Bill criticizes 24/
23 with the one, but doesn’t say how he would
play the one. [Oops! I'd play 6/5. Sorry aboui
that - WGR.| - David Monigomery, San Bruno,
CA.



The Road to Better Backgammon
by Kent Goulding

Have a Plan. Last issue, 1 talked about three
things to think about each time it is your turn to
play. I now wanl to give a more detailed
explanation about what 1 meant by “Have a
Plan.”

No matter what game you are playing. it is of
vital importance to envision a way to win. You
cannot hope to consistently obtain good results
if you treal each turn as an independent event,
unrelated to what has gone before or what may
come in the future. This can be clearly seen in
games such as Chess, where failure to look ahead
will almost certainly lead to disaster. The same
is true for Bridge: simply following suit will not
gel you where you want to go. You may have
occasional successes, but consistent good scores
will elude you,

Less obvious, but also crucial, is the need to plan
ahead in Backgammon. Envisioning what course
the game is likely lo take in the future is of
paramount importance in choosing your best
move in the present. This does not require some
mystical clairvoyance, it does require thinking
aboul the game and making some attempt to
understand the dynamics of the position at hand.

Here is a simple, easily undersiood, example of
the importance of planning ahead:

Sk

Black to play 32. Looking only at black's
checkers, without considering what is happening,
6/3 4/2 is the natural looking play. Spread out
your checkers, cover as many holes as you can
and avoid piling checkers up during the bearoff.
No problem. However, no experienced player
would make this play. Looking at your
opponent’s position makes the fulure easy Lo
read, and it is time now to take sieps (o prepare
for the future. Your only chance is thal White
fails to roll doubles, after which you will have
one roll o bear off your remaining checkers.
Spreading out your checkers is a pretty play
consistent with most general principles, but it
fails miserably if you look shead. Only 66 will
allow you to win the game. The awkward-
looking 6/3 6/4 is the best move, preparing the
way for 55 and 44 as well as 66 and tripling
your chances of winning the game.

Another simple example:

Black got stuck on White's ace point and is in
decp yogurt indeed. lle now has 32 to play.
Planning ahead is crucial. Black's best chance
to win, by far, is to force White to play an ace,
leaving a blot {or two) in the process. This cannot
happen if Black has more than one checker on
Whilte's ace point. If Black doesn’t lake aclion

now, he will need doubles next tumn to set the
stage for his big chance. Clearly, he should play
24/21 24/22. Then, if all goes well, he will be
able to move two additional checkers from the
24 point next turn and be ready for the required
ace.

These examples have been simple, but clear.
Each illustrates the potentially huge benefits of
planning ahead. It would be quite naive to
assume that such planning is useful only in
certain simple cases. More logical and, in fact,
correct, is the assumption that there are gains to
be had in almost ALL positions by anticipating
the likely course of the game and playing
accordingly. Of course, it is often not easy o
understand what is coming and what to do about
it. Here is a position from last issue’s Game of
the Month:

1 maintain that almost all players would routinely
make the three point, This is far and away the
most natural-looking play. However, by studying
the problems White faces and anticipating
possible future scenarios, keeping the nine point
becomes quite attractive. White is in a heck of a
bind, which he will not easily escape if Black
keeps his nine point. I played 6/3* 21/15, waiting
for White's position to further deteriorate. The
point is that without the proper thinking process
such a play would never have been considered.

Most backgammon players have learned a fair
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amount aboul anticipating the future course of
the game but have heard the idea expressed in
different terms. Timing is synonymous with
what T have been talking abont. Timing in
backgammon refers to anticipating what the
future course of the game will look like after
average rolls by both sides, Most often the word
timing is used to discuss backgames. Here is an
example, taken from my match with Michael
Maxakuli and analyzed in Backgammon with
the Champions, Volume I, Issue #6. Black,
holding the cube, to play 21;

— —

What should 1 do? [ have a backgame with all of
my checkers fairly well placed. My position is
quite pure and I can now continue building my
home board in preparation for hitting a shot.
This, to a degree, is the correct game plan.
However, proper reading of the [uture course of
the game, the timing, shows that building up
my home board is not the correct play.
Looking ahead we see thal Max can move
forward 35 pips and still keep his blockade.
Prudent play of the first 12 to 15 pips will leave
him with no sixes to play, allowing him to keep
his eight point an extra roll or two. Afler the
eight point goes, he won't be able o play sixes
or fives, and will only creep forward. I can only
move about thirty pips withoul springing my
spare back checker before my home board will
start to crash. Simply put, a close examination
of the likely future course of the game shows the
true nature of my position: it stinks,



Awareness of the future problem makes my
current play guite simple. Best is 24/22 23/22,
This kills Max’'s stall. He will be forced, in the
future, to continue playing fives and sixes. These
numbers will become his worst, rather than best,
rolls. My shot, if it comes, will come much
sponer, possibly before Max has taken any
checkers off. Shifting to Max’'s three point also
gives me a firm launching point from which to
spring my spare back checker, giving me still
more time to prepare before my board crashes.
My timing is still not great, but it is much better
after making this play.

While having a plan is crucial, it is important ©
realize that plans must be re-evalualed every
turn. The course of the game can change quickly.
Another position from the Goulding-Ring match
illustrates this: '

Black to play 51. 1 was delighted to enter from
the bar and hit my opponent’s blot. Now, what
to do with the live? T played 21/16, escaping
one checker from White's home board and
keeping my precious nine point. Oops, oul of
date game plan. Clearly the blocking value of
my nine point is greatly reduced when Howard
has moved from my four pointout to my bar point.
Howard has also filled in his five point, gained
some coverage of the outfield, recirculated one
of his wasted checkers, and has excellent
prospects for the future.

1 should abandon my blocking/waiting plan, The
opportunity 1o go for everything by hitting a
second checker with 9/4* should not be passed
up. This play will lead to a crushing attack most
of the time, including numerous gammons. The
risk is not small, but the rewards are huge and
nearly twice as likely to occur. Without giving
it moch thought, 1 stuck to an outdated game plan
and missed a great play, which could easily have
cost me the malch,

In summary: Having a game plan is a
combination of two things. First, anticipation
of how the game is likely to evolve from its
current position. Following this likely course,
find a strategy which could lead your side to
victlory. Second, given a specific roll of the dice,
what plays are available to best fit your goals.?
If no such plays exists, re-evaluate and consider
a different plan. A complete game plan
encompasses both a projection of the game's
future course and a molding of the current move
o maximize your side's chances if the game
follows that course.

Quiz Contest Results

Congratulations to all 43 of our readers who senl in
solutions to the first four problems in our quiz contest.
(Solutions start on the next page,) These were tough and
challenging problems, and we hope they extended your
knowledge of backgammon a little bit. The top resulis
<o far in our contest:

Doug Mayfield - 33 points.

Phil Berrier, Jemry Godsey, Stu Hosen, John 0'Hagan,
Rick Reahart, C.C. Salisbury, Lamry Strommen, Doug
Wilson - 30 points.

Mike Nelson, John Carrico, Dave Todd, Ant Benjamin/
Dave Williams, Durban Oldham, Jake Jacohs - 25 points.

T

Quiz Solutions

Money game. Black on roll.
{a) Should Black redouble?
(b} If doubled, shovld White take or pass?

This is a fascinating position which illustrates
several key concepts. Determining the correct
cube action for both sides is not easy, I will first
discuss what 1 believe to be happening, along
with some general advice, then give the resulls
of our roll-outs,

Should Black redouble? Informal discussion
among a variety of players yielded all possible
answers: No, Black is too good; No, Black isn't
good enough; and Yes. That doesn’t narrow it
down much. It does, however, lead to a key point.
When in doubt, double.

Surely, if some people think the position is too
good to double, these players would pass from
the other side. By the same token, any players
who believe the position isn’t good enough to
double would certainly accept. Even if doubling
is not the thearetically perfect play, it gives your
opponent a chance to make a major error,
Imagine, you are sitting there thinking about
playing for a gammon, finally decide to cash the

game, and your opponent takes! Or, egually
Lasty, you are wondering if you should ship over
a loose cube, decide to gamble it up, and your
opponent passes! Time and again | have been in
situations just like these and have been rewarded.
Even if your opponent always takes the correct
action, years of experience have taught me that
the vast majority of double/no double problems
are, in fact, doubles. One of the biggest errors
players of all levels make is to fail to double
when doubling is called for.

Problem 1 looks like a powerful double. Black
has 2 strong home board with two opposing
checkers hemmed in on his ace point. His
position is quite sound in that nothing terribly
bad can happen to him. Most importantly, a great
deal is riding on his very next roll. Black hits
one of White's blots with 13 numbers, putting
White in immediate gammon danger. When
Black fails to hit, but simply enters, White is
left scrambling for cover with no immediate
threats of his own. Black is clearly in danger of
losing his market. Thoughts that his position is
not good enough should be dismissed.

The only real question is whether Black’s
position is so strong that he should play on for a
gammon. To determine if Black's pusition is
good enough to play on for a gammon, we must
first see if White has a take. It follows logically
that if White can take, Black shouldn’t be playing
on for a gammon without doubling.

Should White accepl the cube? A good many
players I spoke to when the problem first came
outdidn’t think so. Twasn't sure, bul two things
led me to believe that he should accept.

First; (and perhaps most important), When In
doubt, TAKE. Despite the fact that the level of
backgammon play has improved greatly over the
past ten years, players simply don't take enough.
It is partly simple human nature. Your
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opponent’s strengths look stronger than they
really while your weaknesses tend 1o feel weaker
than they are. Time and again tests have shown
this to be the case.

I have embarrassed more students than 1 can
count by showing them a position and asking if
it was a double, then some time later showing
the same position and asking il they would
accept. Many players wouldn’t double and
wouldn't accept! These players are amazed when
they are shown what they have done. They didn’t
really believe that the position was too weak
double and, at the same time, too strong to accepl.
They fell into the trap mentioned above: from
either side, the other player's position looked
stronger than it really was.

Second: Despite all of Black’s strengths, he
can't do everything is one roll. White's position,
while full of danger, has some strong points.
L.ook at White's position with no Black checkers
on the board, He has a four point board, builders
for the holes on his five and three points, and all
of his checkers at least marginally in play. His
main weakness is the isolation of his back
checkers. His back checkers are nol, however,
hopelessly lost.

The key to the position, 1 believe, is that Black
isn’l in position to strengthen his blockade, and
won't be for several rolls to come. White's game
plan should be lo advance his back checkers as
soon as possible. Run with a six, split with an
ace. gel moving before Black can bring another
checker or two around the board. Black is safe
as long as he holds both anchors in White's board.
The problem is that he can’t keep the security of
both anchors and successfully attack or further
restrict White's back checkers. Fifteen checkers
simply aren’t enough to handle both jobs. As
Black pulls out of White's home board, he is
subject o counter-attack. If he stays back, he
can do little more to stop White's checkers from
escaping. 1 believe, as long as White plays
aggressively lo escape, he can give serious

consideration to accepling the cube, Score zero
points if you said Black’s position is too strong
to double. Score five points if you said Black
should turn the cube.

It was truly a roller coaster ride rolling the
position out. Early results made me wonder if
Black really was good enough to double, while a
later batch made it louk too good to double! 1
broke the problem into two parts. First, 1 rolled
out the position 20 times, once for each lime
Black enters from the bar. Then, T assumed Black
danced, and rolled the positicn out 36 times with
White on roll, rotating White's crucial first roll
(44, by the way, stinks). I then went back and
did another set each of 20 and 36 rollouls,

The results varied wildly, however the botiom
line indicated it was a close take. Black scored a
total of | 16 points over the 40 rollouts where he
entered (all rollouts assumed White held a four
cube). When Black danced, he scored 40 points
over 72 games, These 72 games must be factored
down to 32 games (remember, Black only dances
16/36 of the time). The combined result has
Black winning 67 poinis over 36 games. Black
would win 72 points per 36 games il While
passed. This indicates a take but is certainly not
conclusive. Meanwhile, Bill rolled out the
position rotating Black's first roll. His resulls
indicate a clear take, with Black winning 152
points in 108 games. Additional data came from
Ed O'Laughlin. He didn’t submit an exact
number of rollouts, but indicaled he played
While's position (o try to contain Black's back
checkers (1) and was surprised to find White won
enough games to justify accepling. Score five
points on the quiz if you said White should
accepl.

To summarize: When in doubt, Double, and
when in doubt, Take. In this case, the general
rules capture 10 quiz points.

- Kent Goulding
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Black leads 2-0 in a 5-point match.
(a) For money, what is the correct cube action?
[2 points]
(h) At this score, should White take if doubled?
[3 points]
(c) Al this score, should Black double?
[5 points]

This is a straightforward problem in bearoff
equities and tournament doubling strategies. To
solve it, we need to know one additional number,
the probability of winning a 5-point match with
a4-0) lead. Gammons in cubeless games are now
known to be more likely than they were once
thought to be. The currently accepied figure for
a 4-0 lead, (based on a cubeless gammon
probability of about 35%), is 83%.

Solution to part (a): Double, Take.

Some of the new software available, such as
Walter Trice's excellent Quizmaster program,
can calculate these figures exactly. This position
is number 470,264 in Trice's database, and
Black’s cubeless probability of winning is
75.96%. Clearly he has a double. Trice's
program also tells us that the advantage of
owning the cube allows White to take, since his
equity after accepling a 4-cube is -1.98. In effect,
White's cube ownership shaves a coople of
percent off Black's cubeless winning chances,

Solution to part (b): Yes. White should take at
this score,

This is easy given the above information. If Black
drops, he trails 4-0 entering the Crawford game,
with 17% chances in the match. If he takes and
redoubles to 8 next turn, his chances in the match
are his cubeless chances in this game, or 24.04%:.
Clearly taking and redoubling is best.

Solution to part(c): Yes. Black should redouble.

This is by far the hardest part of the problem. A
complete, exact analysis would involve looking
at all 1296 positions that arise after Black's next
roll and White's response, then computing his
proper doubling strategy and equity at those
points and comparing the results to what can be
gained by doubling now. This exercise is beyond
even the considerable patience of your editors.
Instead, we'll approach this as we might over-
the-board.

Our method consists of two parts: first, we'll
compute the doubling window. within which a
double, take might occur. Then, we’ll compute
the gain-vs-loss ratio for this double. By
comparing these to Black's actual chances of
winning this game (and the match) if he doubles,
we'll see if a double is justified. Also keep in
mind that minimal mathematical justification for
a double equates to doubling in practice, since
your opponent always has some probability of
dropping, even when, as here, we know the
situation is a clear take,

First, the doubling window. The upper end of
this window corresponds to White's dropping
point, which is Black's chance of winning the
match with a 4-0 lead, or 83%. The lower end
of the window is Black's chance of winning the
match if he pever doubles. If Black never
doubled, no matter what happened, he would
reach a 4-0 lead 76% of the time (winning 83%)
and reach a 2-2 acore 24% of the lime, winning
50%. His chances here are
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(76% * 83%) + (24% * 50%) = 75%

So Black's doubling window stretches from 75%
o 83%, If his actpal chances are higher than his
riskfreward ratio and within this window, he
should double. *

We know that his chances are 76%, within the
window. What is his riskfreward ratio? Let’s
see. His risk is his loss when he's wrong, that
is, when he loses the game. If he didn't double,
he would be 50% in the match when he loses,
but if he doubles and loses, he'll be 0% (since
his opponent will have redoubled o 8 in the
meantime). So his risk is 50 - 0, or 505%.

His gain is his profit in match-winning chances
when he's right, that is, when he wins the game.
In this case, he's at 100% instead of 83%, so his
gain is 17%.

How big a favorite does he need to be for a 17%
gain o balance a 50% risk? Just 50/(50+17), or
74.6%, lower than his actual winning chances.
S0, double. v

Over-the-board, doubling can profil in two
additional ways: White can drop, handing Black
an 83-17 edge on a silver platter, or White can
forget to redouble to 8 (I've secn this scenario a
lot), also with a big payoff v Black.

- Bill Robertie

Problem 3:

B n N

Black to play 61.
{a) For money, with Black owning a 2-cube.
(b} At double match point.

This problem sheds some light on an endgame
situation that is not generally well understood.
First, let's see what the alternatives are.
Obviously one play is the hit, Bar/19 5/4*. The
other reasonable aces are 19/18 and 13/12. We
can simplify the problem by seeing which of the
non-hits dominates the other.

At first glance, the diversification play, 19/18,
seems clear, since il guaranices more outfield
shots if White runs out with a big number.
However, a closer look reveals a different picture,
Playing 13/12 minimizes White’s shots: only
53 and 44 hits, and 44 is a number which wins
in either case. After 19/18, White has 5 hiis
(63, 54, and 55) plus 44 which runs home. If we
tabulate hits, escapes, and Black's return hits,
and group them by a cross-section of 36 rolls,
we gel this chart:

Afler 19/18; After

1312

White hits: 5.0 30

White runs home: 1.0 -

Black hits in outfield: 13.7 12.5

Oher: 16.3 20.5
36.0 36.0

Note that a White hit leads mostly to a gammon
win for White, while a run home leads to a sure
White win with significant gammon chances. A
Black hit in the outfield, however, still leads 1o
a game in which Black has much work to do. In
short, White's gain after his 3 extra good rolls
in the 19/18 variation will more than offset
Black's gain in the 1.2 cases where he gans by
picking up an outfield shot. So 13/12 is the
preferred play with the ace, if Black decides nol
to hit.

< 9% 5

Should Black hitor not? Let's look at our rollout
results (LOB trials) for a money game, then draw
some conclusions and generalizations.

Alfter 5/4*
Black wins: 43% 39%
White wins: 24% 49%

White wins a gammon: 33% 12%
Black’s equity: -0.94 -0.68

For money, the safe play is correct, by about a
quarter of a point. (At double match point, with
no cube and no gammons, the hit was slightly
better.) This is a significant and, to me at least,
a somewhat surprising resull. An informal poll
of top players about this position showed that
most were unclear but would hit over-the-board.
When this position occurred in one of my games
in Deauville at double match point, 1 hit after
some thought, and I had decided that I would hit
for money as well,

Blending this result with previous knowledge,
we can stale some general rules about these soris
of positions:

- If White has a strong (5 or 6-puint) board, Black
should only hit if he already has a 5-point board
of his own and can lock up a win after White
misses. In Diagram 3A, for instance, Black
would hit with 5/4*, then cash after a White
dance.

. If White has a weak board (3, 2, or 1 points),
Black can hit freely to improve his position. In
Diagram 3B, Black hits even though his own
board is weak, since there is little downside.

- The case where White has a 4-point defensive
board is probably the most difficult, and more
work needs o be done.

Perhaps the simplest generalization to remember
is: hitif your board/prime is as strong or stronger
than your opponent’s, but not otherwise. There
are undoubtedly exceptions, but this rule
probably captures most of the relevant
information.

= Bill Robertie
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VEDTAGTER

for

Dansk Backgammon Forbund

§ 1. NAVN
1. Forbundets navn er Dansk Backgammon Forbund (DBgF).
§ 2. FORMAL

1. Forbundets formdl er at fremme interessen for og viden om backgammon, herunder
al organiscre og administrere backgammonturneringer, foranstalle undervisning og
foredrag, knytte forbindelse til udenlandske backgammonorganisationer, stgtie
initiativer til oprettelse af lokale backgammonklubber og -foreninger, koordinere
backgammonaktiviteter samt igvrigt tilvejebringe medlemmemne muligheder for at
udgve og dygtiggere sig i spillet.

- Forbundet fungerer som den lovgivende og hajeste myndighed for udavelse af back-
gammon i Danmark,

. Forbundet repraesenterer medlemmerne over for internationale backgammon-
organisationer, samt eventuelle nationale sportslige organisationer.

§ 3. INTERNATIONAL TILKNYTNING
1. Forbundet kan vzere medlem af sddanne internationale organisationer, som er i overens-
stemmelse med forbundets formal, og som forbundet i gvrigt linder hensiglsmassigt
al forbundet er medlem af.
2. Saledes er forbundet tilknyttet World Wide Backgammon Federation.

3. Eventuelle ind- og udmeldelser af intemationale organisationer skal forelegges pa
det fgrstkommende landsmade il endelig godkendelse.

§ 4. MEDLEMSKAB
1. Som medlemmer af DBgF kan optages danske backgammonklubber og -foreninger. |
sarlige tilflde kan klubber uden for Danmarks granser optages som medlemmer,
dette kan dog i si tilfzlde kun ske ved at mindst 2/3 af hovedbestyrelsen stemmer
herfor.
2. Enkeltmedlemmer kan veelge, al deres medlemskab er geldende direkie i forbundet,

3. Anspgning om optagelse som medlem skal ske til hovedbestyrelsen. Hvor der er tale
om en klub eller forening skal anspgningen bilegges vedtegter, oplysning om evt.
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bestyrelse og medlemsliste, ligesom hovedbestyrelsen kan indkalde evt. andet materiale,
som hovedbestyrelsen matte finde ngdvendigt.

. Optagelse af en klub eller forening kan kun ske, silremt den pageldende klubs/

forenings veduegler klart foreskriver et krav til klubbens/foreningens medlemmer
om medlemskab af DBgF og sifremt vedtgterne i gvrigt er i overensstemmelse med
DBgl”s regler og vedtegter.

. Airesmedlemmer kan i ganske serlige tilfelde udnevnes af hovedbestyrelsen. Dette

krever hovedbestyrelsens enstemmige beslutning. Aresmedlemmer betaler ikke
kontingent.

§ 5. FORPLIGTELSER

O

O

. Backgammonklubber og -foreninger under DBgF samt medlemmerne i disse og enkelt-

medlemmer under DBgl er forpligtet al:

al underkaste sig DBgF's love og reglementer og alle i henhold hertil trufne bestem-
melser.

ved turneringer og andre arrangementer al meddele pa deres programmer og andre
officielle dokumenter, at de er underlagt Dansk Backgammon Forbund.

at holde sig fra at deltage i eller medvirke ved backgammonturneringer og -
arrangementer, mod hvilke DBgl’s hovedbestyrelse har nedlagl startforbud.

at give DBgF's hovedbestyrelsesmedlemmer og medlemmer af DBgh’s Turnerings-
og Ordens- og Amatgrudvalg adgang til al overviere arrangementer, som backgam-
monklubber og -foreninger under DBgF samt medlemmerne i disse mitle viere
arranggrer af.

at indsende alle @ndringer i den pig®ldende klubs/forenings love til godkendclse.
Safremt ®ndringer matte veere vediaget uden DBgF's forudgidende godkendelse kan
hovedbestyrelsen stille krav om @ndringer for klubbens/foreningens forbliven som
medlem al forbundet.

at indsende generalforsamlingsreferat samt godkendt regnskab til DBgl. Indsendelse
skal ske senest 20 dage efler afholdelsen al’ generalforsamlingen.

i tilfzelde hvor der sker ndringer i klubbens/foreningens bestyrelse, al indsende op-
lysninger om klubbens/foreningens bestyrelsesmedlemmer,

§ 6. UDMELDELSE OG EKSKLUSION

2,

Udmeldelse skal ske skriftligt til hovedbestyrelsen eller forbundets sekretariat senest
den 1. december til den fplgende 1, januar,

Hovedbestyrelsen kan, i tillzelde af en klubs/forenings eller et enkelimedlems
usportslige optraeden eller skadelige virksomhed overfor spillet eller forbundet, trieffe
beslutning om eksklusion.

3.
4,

Til eksklusion kreves, at mindst 2/3 af hovedbestyrelsesmedlemmerne stemmer herfor,

El ekskluderet medlem kan ikke deliage i urneringer og andre arrangementer under
DBgF og er, jir. DBgF's tilknyining 1il World Wide Backgammon Federation, ej
heller berettiget til at deltage i turneringer og andre arrangemeniter, som er godkendt
af World Wide Backgammon Federation.

. En ekskluderet klub/forening kan ikke std som arranggr eller medarrangor af

backgammonturneringer og andre backgammonarrangementer i Danmark.

. Der skal uopholdeligt gives den eksklnderede meddelelse om eksklusionen. Vedkom-

mende er berettiget til at f4 beslutningen forelagt for det ferstkommende landsrad,
hvor eksklusionen, for at kunne opretholdes, skal godkendes.

. Den ckskluderede har ret til at tale sin sag under behandlingen af spprgsmilet pa

landsridet, men vedkommende har ingen stemmeret, og indbringelsen for landsréidet
har ingen opsuende virkning.

§ 7. LANDSRAD

.
2

Landsridet er forbundets hgjcste myndighed.

Landsradet bestir af 7 hovedbestyrelsesmedlemmer, samit 1 delegeret (formanden)
fra hver af de under forhundet godkendie klubber og foreninger, for hvilke der pr. 1.
februar forud for landsridets afholdelse er anmeldt mindst 8 medlemmer til forbundet
som stemmeberettigende medlemmer under den pagzldende klub/forening.

. Sifremt formanden matte vere forhindret i at give fremmgde pa landsradet, kan den

pageldende klubs/forenings bestyrelse udpege et andet bestyrelsesmedlem i den
pagaldende klub/forening som delegeret. En sadan delegering skal overfor
hovedbestyrelsen atesteres ved formandens underskrift,

. I serlige tilfeelde, hvor hele bestyrelsen i en klubfforening er forhindret i al mgde,

kan bestyrelsen udpege ct bestyrelsesmedlem i en anden godkendt klub/forening som
delegerel. En sadan delegeret kan ikke vaere delegeret for mere end sin egen og een
fremmed klub/forening. Autestering skal ske jfr. stk. 3.

. Adgang il landsridet har ovennaevnte personkreds, medlemmer af Ordens- og Amatgr-

udvalget sami menige klub-, forenings- eller forbundsmedlemmer, der gnsker at opstille
til hovedbestyrelsen jir. § 8, stk. 5 og som har meddelt hovedbestyrelsen detle senest
4 uger [or landsridets atholdelse. Menige medlemmer, der gnsker al stille op (il
hovedbestyrelsen, har kun taleret i forbindelse med valg af formand og bestyrelse, jir,
§ 7, stk. 12. Adgang har desuden de af hovedbestyrelsen eventuelt saerligt inviterede.
Adgang for de i § 6, sik. 7 nzevnte gives kun under behandlingen af detie spergsmal,

. Hver delegerethar 1 stemme pr. 10 medlemmer, der pr. 1. februar forud for landsradets

afholdelse er anmeldt til forbundet som stiemmeberettigende medlemmer under den
pagzldende klubfforening. 1 ulfzelde af at en person er medlem i mere end een godkendt
klub/forening, kan personen kun anmeldes som stemmeberettigende medlem i een
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klub/forening. Medlemmer der er i kontingentrestance overfor forbundet er ikke stem-
meberettigende, medmindre kontingentrestancen udlignes senest 14 dage fpr
landsridets afholdelse.

7. Sifremt den delegerede, jfr. bestemmelsen ovenfor, representerer mindre end 10,
men jfr. stk, 2, mindst 8 medlemmer, har denne delegerede dog alligevel | siemme.

8. Hovedbestyrelsen har 1 stemme pr. 10 enkeltmedlemmer, der jfr, § 4, sik. 2, pr. 1.
februar forud for landsradets atholdelse har direkie medlemskab af forbundet. Stem-
merne i henhold til nervierende bestemmelse fordeles til de enkelle hovedbestyrelses-
medlemmer. 1 tlfelde al at antallet af stemmer, der tilfalder hovedbestyrelsen, ikke
er deleligt med syv, vil fordelingen af stemmer ske i felgende prioritetsrckkelolge:
Formand, nastformand, sekretzer, kasserer og bestyrelsesmedlemmer uden portefalje.

9. Det ordinzre landsrad afholdes hvert ar inden for perioden uge 12 - 19 incl.

10). Ekstraordinzr landsrad skal atholdes, nir mindst 3 hovedbestyrelsesmedlemmer finder
det ngdvendigt, eller niir foreninger/klubber reprasenterende mindst 20% af forbundets
medlemmer ¢gnsker det. Begmeringen skal ske skriftligt til hovedbestyrelsen med
angivelse af dagsorden. Landsradet skal i det sidstnevnte tlfrelde afholdes senest 2
maneder efler begreringens modiagelse,

1 1. Indkaldelse til landsrad skal ske ved bekendigarelse, enten i forbundets medlemsblad
eller i en af forbundet til de lokale klubber/foreninger udsendt meddelelse, med mindst
T ugers varsel.

12. P4 det ordinzre landsrad er felgende dagsordenspunkter obligatoriske:

Valg afl dirigent

Formanden aflegger beretning

Fremleggelse af det reviderede regnskab.
Behandling af eventuelle forslag

Valg af formand

Valg af bestyrelsesmedlemmer til hovedbestyrelsen
Valg af 1o revisorer

. Eventuelt

P e

13. Punkt 5 pi dagsordenen er dog kun obligatorisk hvert andet ir.
14. Landsradet er beslutningsdygtigl uden hensyn til de megdies antal.

15. Afstemning sker skriftligt, hvis enten dirigenten posker det, eller hvis mindst tre
stemmeberettigede dellagere krmver det. Personvalg er dog altid skriftlige.

16. Afstemning kan kun finde sied om de pa dagsordenen opfarie Torhandlingspunkter
samt om gendringslorslag (il disse,

17. Forslag, der gnskes behandlet pi landseidet, herunder evt. mistillidserklering til den
samlede hovedbestyrelse eller medlemmer heraf, skal viere hovedbestyrelsen i haende
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senest 4 uger figr mgdets atholdelse,

18, Dagsorden, herunder evt, fremsatte forslag, jfr. stk. 17 skal, tillige med regnskabet,
bekendigares senest 2 uger for mgdets afholdelse.

19. Kun hovedbestyrelsesmedlemmeme og de delegerede, jr. stk. 2 og 3 kan afgive stemme
pa landsradet. Der kan ikke stemmes ved fuldmagt, jir. dog sarlige delegerede iflg.
stk.4.

20. Ved afstemning galder i almindelighed simpel stemmeflenal, jfr. dog §§ 10 og 13.

§ 8. HOYEDBESTYRELSEN
1. Forbundets arbejde ledes af hovedbestyrelsen.

2. Hovedbestyrelsen er ansvarlig [or den samlede forvalining af forbundets virksomhed.
Siledes kan hovedbestyrelsen nedseue serlige udvalg og fastagger siledes hvilke
arbejdsopgaver, der henlegges under disse serlige udvalg og godkender evl,
bandlingsplaner og budgetter fra udvalgene.

3. Hovedbestyrelsen vediager de nadvendige og/eller hensigismassige reglementer og
bestemimelser.

4. Hovedbestyrelsen fasisaiter selv sin forretningsorden og kan antage lpnnet hjelp.

5. Valgbar til hovedbestyrelsen er ethvert medlem af forbundet, der ikke er i kontingent-
restance, hverken til forbundet eller til lokale klubber/foreninger.

6. Hovedbestyrelsen bestir af en formand og 6 hovedbestyrelsesmedlemmer. Formanden
vielges sierskilt pa detordinere landsrad for en oérig periode. De evrige hovedbestyrel-
sesmedlemmer veelges ligeledes pd det ordinere landsrad, men for en wredrig periode;
og hovedbestyrelsen konstituerer sig selv for sa vidt anghr de gvrige poster.

7. Ved hvert ordinert landsrad skal der velges 2 hovedbestyrelsesmedlemmer for en
tredirig periode. Sifremt eet eller flere hovedbestyrelsesmedlemmer enten allerede er
udtrédt eller gnsker at udirede af hovedbestyrelsen midt i en valgperiode, skal der
vaelges tilsvarende flere hovedbestyrelsesmedlemmer pi det ordingere landsrid. Disse
valg af hovedbestyrelsesmedlemmer til supplering, sker dog kun for de valgperioder,
som de afghende medlemmer afgiver. Pa det nzstkommende landsrad vil der saledes,
medmindre der ogsa pia dette landsrid er afgaet hovedbestyrelsesmedlemmer, kun
viere o medlemmer pa valg.

%. Pa fprste hovedbestyrelsesmade, som skal afholdes senest 3 uger efier landsridet,
konstituerer hovedbestyrelsen sig med nastformand, sekretzr og kasserer,

9, Hovedbestyrelsen er beslutningsdygtig, nér mindst 4 af dens medlemmer er il stede,

heriblandt formanden eller naestformanden. | tlfelde af stemmelighed er formandens
{og i hans fravar nestformandens) stemme afgerende. Besluninger i en bestyrelse,
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som ikke er fuldiallig, kan kun treeffes med mindst 3 stemmer for beslutningen.

10. Hovedbestyrelsesmade afholdes, nir formanden finder det forngdent, eller nar mindst
3 hovedbestyrelsesmedlemmer krver det.

§ 9. ORDENS- OG AMATORUDVALG

1. Dansk Backgammon Forbunds Ordens- og Amatgrudvalg er et stiende udvalg, der
bestir af 4 medlemmer, hvoraf kun ect bgr viere medlem af hovedbestyrelsen saml en
suppleant. Udvalgets medlemmer og suppleant udpeges af hovedbestyrelsen og dets
sager ckspederes gennem DBgl's sekretarial. Ved udpegelsen af udvalgsmedlemmer
skal det sa vidt muligt tilsikres, at mindst ét udvalgsmedlem er jurist.

]

. Sager, derer (il behandling al udvalget, ferdiggares af detie i dets oprindelige sammen-
setning, selv om et udvalgsmedlem udireder afl udvalget under en sags behandling.
Dette forudsat, at det pigeldende medlem pnsker, at deltage i behandlingen.

3. Udvalgets medlemmer har ret til at overvare turneringer, stavner m.m. samt landsrads-
meder.

4. Udvalget paser selv, at saedvanlige habilitetsregler overholdes.

5. Udvalget kan, under en sags behandling, indhente alle de oplysninger, det finder
forngdent, og savel klubber/foreninger som enkelte medlemmer skal besvare udvalgets
foresporgsler inden den frist udvalget matte setie.

6. Ingen sag kan pademmes, forinden parterne har haft lejlighed til at vdiale sig overfor
udvalget. Mundtlig forhandling af sagen skal finde sted, nir en all parterne begeerer
det, med mindre udvalget i seerlige tilfelde eenstemmigt mitie bestemme anderledes.

7. Udvalget kan ikke traffe nogen afgerelse, uden at alle dets medlemmer - eller supplean-
ter for disse - er blevet gjort bekendt med alle en sags akier og har haft lejlighed til at
algive deres stemme. Ved alstemninger gelder simpel stemmeflertal.

8. Udvalget treffer bestemmelse om fastsaetielse af evi. protest/klagegebyr ved indbring-
clse af klagesager for udvalgel. Fi protest/klagegebyr skal tilbagebetales, sifremt klage-
ren far medhold i sin klage. [ tilfelde, hvor klageren ikke far medhold i sin klage kan
udvalget bestemme, at tilbagebetaling alligevel skal ske, hvis udvalgel linder, at klagen
har principiel karakter. Protest/klagegebyrer tilfalder DBgF.

9. Udvalget skal treffe algprelse i alle sager, som henvises (il det af DBgh’s landsrad
cller hovedbestyrelse og som indbringes for det al klubber, foreninger,
cokeltmedlemmer eller meringsledere, som alle skal viere part i sagen.

10, Ordens- og Amatgrudvalgets opgaver er:
a) at afggre alle sager om anvendelse al amatér-, ordens- og udelukkelsesbestemmelser

om overtrzdelse og anvendelse afl alle reglementer eller lignende og om usportslig
eller uspmmelig adlzrd.

h) som voldgifisret at afggre siridigheder mellem organisationer ogleller personer tilsluttet
DBgl, nér de stridende parter er enige om at begare en sadan alggrelse, og udvalget
finder at burde pitage sig afgorelsen.

11. Ordens- og Amatgrudvalget kan i dets afggrelser ireffe beslutning om f¢lgende sanktio-
ner:

a) Indstilling til hovedbestyrelsen om midlertidig eller endelig udelukkelse af DBgF.

b) Midlertidig eller endelig udelukkelse fra ret il deltagelse i ogleller medvirken ved
bestemte og/cller alle arrangementer.

¢} Midlertidig eller endelig wdelukkelse fra ret til at fungere som bestyrelsesmedlem
¢ller wrneringsleder i organisationer under DBgF.

d) Tkendelse af bpde pa op til 1.000 kr., der tilfalder DBgF.

¢) Tilkendelse af erstatming, afslag, tilladelse m.m. i henhold ul forbundets bestemmelser
og reglementer.

) Tildeling af advarsler, irettesztielser eller misbilligelser.

g) Stadfzstelse eller omggrelse al trufne afggrelser,

h) Frakendelse af amatgrskab.

i) Frakendelse af placeringer og titler opndiet ved dellagelse i urneringer.

12. Udvalget kan, nir en sag tages under behandling, traeffe bestemmelse om midlertidig
udelukkelse for deltagelse og medvirken i arrangementer (suspension), indtil en endelig
afggrelse i sagen er truffet.

13. Udvalget kan undiagelsesvis genoplage en afsluttet sag til fornyet behandling og afge-
relse, nir nye oplysninger af betydning er fremkommet i sagen.

14. Udvalgets kendelser kan, inden 3 uger fra bekendiggrelsen for parterne, indankes for
Danmarks Idreets-Forbunds Amatgr- og Ordensudvalg. Nar udvalget har fungeret
som voldgift, er dets afgerelse dog endelig og upaankelig. Ivierksal anke har ikke
opsatiende virkning pi den afsagte kendelse.

15. Indtil DBgF endeligt er optaget under Danmarks Idriets-Forbund skal anke, jfr, stk.
14 ske til DBgl’s hovedbestyrelse.

16. Alle nermere bestemmelser for Ordens- og Amatgrudvalgets virksomhed fastszties
al DBgF's hovedbestyrelse.
§ 10. VEDTAGTS/ENDRINGER
1. Til wndring af forbundets vedtegter kreves mindst 2/3 majoritet af samtlige stemmer.
2. Safremt et forslag om vedlegtsendring har tilslutning pa mindst 2/3 af de
tilstedevarende stemmer, men dette ikke samtidig indfrier kravet i stk. 1, kan

hovedbestyrelsen - senest 30 dage efier - indkalde til nyt landsrid, hvor det samme
forslag om vediegtsendring kan vediages med 2/3 af de tilstedevierende stemmer.,
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§ 11. KONTINGENT

1. Hovedbestyrelsen fastlzgger stgrrelsen af samt de nrmere regler for opkr@vning af
medlemskontingent.

§ 12. REGNSKABR OG REVISION
1. Forbundets regnskabs- og virkeér lgber fra den 1. januar til den 31. december.

2. Regnskabet skal far fremleggelsen pd landsridet vere revideret af de af landsradet
valgle revisorer.

3. Revisorer vielges pa landsridet for et dr ad gangen.
§ 13. OPLOSNING

1. Til forbundets oplgsning kraves et flertal pa mindst 4/5 af samtlige stemmer.

2. Safremt oplgsning besluttes af mindst 4/5 af de tilstedevarende siemmer, men dette
ikke samudig indfrier kravel i stk. 1, kan hovedbestyrelsen - senest 30 dage efter -
indkalde til nyt landsrid, hvor oplgsning kan vedtages med 4/5 af de tilstedeverende
stemmer.

3. I tilfzlde af Dansk Backgammon Forbunds oplgsning tilfalder eventuelle midler
Danmarks Idrets-Forbund.

§ 14. TEGNING OG HAFTELSE

1. Forbundet forpligtes ved underskrift af 1o hovedbestyrelsesmedlemmer, hvoraf den
ene skal veere formanden eller nastformanden.

2. Forbundet hafter kun for sine forpligtelser med den forbundet til enhver tid tilhgrende
formue. Der pahviler hverken forbundets medlemmer eller hovedbestyrelse nogen
personlig haftelse.




though he locks up a sure point by doubling now,
he still wishes he had doubled earlier, for since
White has a pass here Black's equity in playing
out the game with White owning a two cube is
higher than one point.

4) Black 2-2 6/4(2), 11/7 White: 6-3 9/3,6/3

Assuming Black still has not yet doubled, what
is happening here? In this position, Black is too
good to double — he should play on for a
gammon. Granted s gammon isn’t all that likely
with White having an anchor, but Black’s
position is so strong that nothing bad can happen
next roll, so there is no harm in playing on. This
is category (4) — too good to double, pass.

Now, how do we determine when category (2}
— good enough to double — has been reached?
The procedure is as follows: When considering
whether or nol to double, walk around the table

to the other side of the board (at least do it
mentally, since you won't be able to do it
physically), and ask yourself the question: If I
were doubled in my opponent’s position, is it a
take?

This is the point where most players make their
big mistake. They may do all this, then if they
think it is a pass they will double, while if they
think it is a take they will not double. This will
lead 1o doubling way (oo late in many games.
The important thing to realize is that there are
not two possible answers to the question of is it
a take — there are three possible answers. They
are as follows:

1) Yes, I'm absolutely sure it is a take.
2) No, I'm absolutely sure it is a pass.
33y I'm not 100% sure.

We now get to Woolsey's Law of Doubling,
which may be the most important backgammon
principle you will ever learn. Tt is as follows: If
the answer to the “Is it a take?” question falls
into category (3) “1'm not 100% sure”, then it is
ALWAYS correct to double. This applies to
money play and to match play. It is true that
there are certain exceptions in match play when
you are ahead in the match and the turn of the
cube will put you vut or nearly cut, but in all
other sitbations the law applies.

Many readers will assume that T am exaggerating,
Let me assure you that T am not exaggerating in
the slightest! I repeat: If there is ANY doubt in
your mind as to whether a position is a take or a
pass, then it is ALWAYS conrect lo double. To
putit another way: Suppose Magriel or Sylvester
or even God came up to you and said: T think this
position is a pass, and I am willing to pay a point
and the cube for the highest stakes you can afford.
If you would not instantly say “Sit down", then
you are not 100% sure, which means you must
automatically double.

Let's see why this rule works. If there is some
doubt in your mind as to whether il is a lake or
not, there are several possibilities:
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a) Maybe it actually is a pass. 1hope most of the
readers are sophisticated enough to realize that
if you fail to turn the cube when your opponent's
correct action is 1o pass you are costing yourself
a ton in equity, regardless of what your opponent
will actually da.

b) Maybe your opponent will think it is a pass,
Differences of opinion make horse races and
backgammon decisions. If there is ANY doubt
in your mind, then there is always a possibility
that your opponent may view his position more
pessimistically than you and choose to pass the
double. If you fail to double in such a position
you have given your opponent a free roll to get
back in the game when you could have collected
a sure point, which is extremely expensive.

c) Maybe it is a correct double, even if it is a
take and your opponent correctly takes. This is
not an unlikely scenario. The fact that you
thought there was some possibility that it might
be a pass indicates that your position is strong
and there are undoubtedly a few market losing
sequences. If this is the case, it could easily be
correct to double even if your opponent is
correctly taking.

d) Worst case — It is nol theoretically correct to
double, and your opponent correctly takes. How
bad is this? Not very bad. Unless your
assessment of the position is completely off base
you still have a clear advantage. True, you have
forfeited future use of the cube to your opponent,
but you have doubled the stakes with an
advantage — how bad can that be? You will
only regret your decision to double if he turns
the game around — then you will lose twice as
much as if you hadn’t doubled. Since you are
the favorite in the game, things are not all that
bad.

When I first discovered this principle and started
to employ it, I was astounded at how my results
improved, both at tournament and money play.
I found mysell winning doubled games and
gammons that I never would have won before,
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because I previously would have waited too long.
At the same time, I collected unexpected points
when my oppenent passed a double that I thought
he should take {but I was not sure, of course). 1
was outperforming players whose checker play
was superior Lo mine simply because my doubles
were more timely. These pressure doubles
caused opponents to make mistakes — dropping
positions that they should take and taking
positions which led them to larger logses.

Does this law apply only to initial doubles, or
does it apply o redoubles as well? Surprisingly
enough, it applies just as strongly to redoubles,
for all the same reasons. It is true that it is more
castly to sacrifice a cube that you own than to
sacrifice a center cube when you err and make a
theoretically incorrect redouble (and youn
opponent correctly takes, which he might not),
but in the long run you will still gain by using
the law for redoubles as well as initial doubles.

Let's replay our sample game asking the correct
guestions:

1) Black: 3-1 8/5,6/5 White: 5-4 13/9, 13/8

Let’s walk over to White's side, and ask the

‘question: Is it a take? Personally, I am 100%

convinced that it is, Black certainly has the
advantage, but if Magriel, Sylvester, or God
declared that it was & pass I would unhesitatingly
tell them o sit down. As we shall see later just
because a position is a 100% clear take doesn'l
necessarily mean that it is not a double, but that
is not what we are considering here. The key to
the rule is that if it is not a 100% clear take,
then it is definitely a double,

2) Black: 6-2 24/18* White: 5-2 Bar/18
Isitatake? Icertainly think so. Despite Black’s
lead in the race and in development, White still
has all his men in play, is threatening to make
an advanced anchor, and is in no immediale
danger of being blitzed or primed. However,
the key is that I think it is a take, as opposed to



being 100% sure. If Magriel, Sylvester, or God
declared it was a pass and pulled out his wallet
I would certainly pause and give the position a
second look. That is all I need. If there is the
slightest doubt in my mind, then it is
automatically correct to double, and [ need look
no further. Readers who have watched me play
may notice that T often double a complicated
position with apparently no thought. What has
happened is that I was not able to instantly assess
the posilion as a take for my opponent, which
makes it automatic to double, Maybe he'll take,
maybe not, but that is his problem. 1t is odd but
true that the less sure you are about the position
(i.e. whether or not it is a take), the more sure
you can be that it is correct to double.

How about when you should be playing for &
gammon. Simple — ask the same question.
Obviously you must think it is a pass, otherwige
you would never consider playing for a gammon,
However, you must be 100% sure. If there is
the slightest doubt in your mind, then it is never
correct o play on — always double. The reasons
are largely the same. .

a) Maybe it actually is a take. If there is any
doubt in your mind, then this is a possibility.
Naturally it would be foolish to play on for a
gammon when your opponent has a take,
regardless of what actual decision he makes.

b) Maybe he will take even though it is a pass.
Opponents are not infallible. T have several times
doubled positions which I had considered playing
on for the gammon, only o have my opponent
shock me and take the double. Needless to say,
you literally cost yourself double the value of
the cube when you play for the gammon when
your opponent would have taken, since doubling
would have given you the opportunity to play for
the gammon at twice the level of the cube,

¢) Maybe it was correct o cash anyway. A
position has to be very strong to justify playing
on for the gammon. If there was some doubt in
your mind as 1o whether or not it is a take, it is
almost certainly correct to cash,

d) Even if it is correct to play on and you
mistakenly double and your opponent correctly
passes, you usually haven't cost yourself much
in equity. If you thought it might be a take, there
must be a few rolls which will get your opponent
back into the game, so the gain from playing on
can’t be much even if it is correct to do so.

I bave often heard players attempt to justify not
doubling by saying that they weren't sure if they
were not good enough or too good. This is
obviously nonsense most of the time. If they
aren’t sure if they are good enough they obviously
are not sure it is a pass, while if they think they
might be oo good they obviously aren’t sure it
is a take. Therefore, by Woolsey's law, they
have an automatic double. Following the law
will prevent you from falling into this trap — if
you aren't sure about the position, double,

Let’s continue with our sample game:

3)Black: 6-5 13/7%, 16/11
White: 4-2 Bar/23, 13/9

Is it & take? Idon'tthink so. Black has a strong
threat to form a four prime with three White men
trapped behind it, Black has only one man back,
and White hasn’t started to develop his position.
However, White has an anchor and still has all
his men in play, so there is some doubt in my
mind — | can’t be 100% sure il is a pass.
Therefore, any thoughts of playing for a gammon
are out the window — Black must double. Who
knows, White might even take,

4) Black: 2-2 6/4(2), 1/T White 6-3 9/3, 6/3

It is a take? Absolutely not! I am 100% sure
about this one, and would not hesitate to pay a
point to anyone who claimed it was a take.
Consequently it is not automatic to double —
Black can consider playing on for the gammon.
As we shall see, playing on in this position is, in
fact, correct. - Continued next issue.
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Rollout of the Month

Rollout Problem #2:

Money game. Black to play 11,

(a) dfoff
(h) Voff(2) 472
() 1/off(2) 2foff

Thanks to all our readers who sent in their rollout
resulis for Problem #1. Here is the problem again
with our labulated results:

Rollout Problem #1:

Money game. Black to play 65.

{m) 6/off 6/1
(b) 6/off S/off

Results of 396 rollouts, each way:

Play A: 6/ofT 6/1 Play B: 6/off S/off
Black White Black White
wins wins wins wins
267 129 280 116
67 4% 70.7%

An interestingly close result which leads to
several conclusions. First, bearing two men off
in this position is slightly better than playing safe.
Second, since bearing two men off leads o just
a 3.3% edge despite White's having a blot in
his board, we can conclude that in general, when
you are elready a substantial favorite in the
position, playing safe and leaving no shots is the
correct way to bear off. In the position with 13
men off and two men on the bar, for instance,
'we can be reasonably sure that, with a 65 to play,
6/off 6/1 is comrect.

That Black should not take undue chances when
he is winning is not really surprising. More
interesting is the proper strategy when the race
is close or Black is losing. Problem #2, a closer
race, should shed some additional light on this.
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How Good is Your
Backgammon?
by Bill Robertie

One of the best ways of improving your play is
by studying the games of backgammon's top
players. Most people, however, need the
excitement of actual competition to take a game
seriously. How Goed is Your Backgammon, a
regular feature in Inside Backgammon, solves
this problem by simulating the experience of
playing alongside a master in tournament

competition.

The best way of following the game is to use a
piece of paper or cardboard to cover up the
moves. Read down until you come to a line of
asterisks (*****). Figure out what move you
would make in the situation, and write it down,
Then uncover the move actually made. Points
are given for the correct play, and lesser number
of points ane awarded for second-best choices,
The comments explain the pras and cons of the
moves made. At the end, a scoring chart enables
you to evaluate your play.

The event is the first round of the invitational
tournament at Reno in June, 1987. You have
Black. Your playing partner is the author. Your
opponent is Nack Ballard, winner of the previous
Reno invitational. This is Game 1 of a 21-point
match,

Black: Robertle White: Ballard

Paul Weaver showed that 24/18 13/9! (4 points)
is a better try.

Splitting to the bar is now rouline with an
opening 64, 63, and 62, but until quite recently
no one has thought of it as a playable manenver
after the opponent has made an inner point. In
fact, however, the play is quite logical and
conforms to a reliable principle of early-game
strategy: if your position is inferior and the cube
is still in the middle, look for risky plays which,
if successful, will equalize. Avoid passive plays,
which tend (o drift into bad positions without
active counterplay.

By splitting to the bar, Black can equalize in
three different variations:

. White could miss and Black could anchor.
. An exchange of hits could occur.

. White could miss and Black could escape to
his own outer board, perhaps building an outside
prime in the process.

The racing play, on the other hand, offers no clear
route to equality. Rolls that hit with a deuce are
clearly very bad for Black, but the rolls that miss
still allow White to bring builders into play. If
Black safeties the blot on the next turn, he still
won’'t have made any inner board or blocking
points.

Score 2 points for 13/7 13/9, which is also
superior (o the running play. No credit for the
feeble 8/2 6/2, putting two checkers out of play.

1 31:8/5 6/5
2 64

EXEEE 2 ans 52: 18 13/11#%

24/14 3 31:

TEEEE
No credit. This was the standard play for many
years, but arecent analysis by Roy Friedman and BNS7EN, 10
Sii v e

2 points. The opening has gone badly and now I
need lo drop back and consolidate a bit. Plays
like Bar/21 (no credit) or Bar/22 6/5 (deduct a
point) expose me to an attack at a time when
White has a@ muoch betier structure with his 5-
point already made and excellent distribution,
Playing 13/10 gives me a chance to make some
sort of forward position, after which I can look
for a chance to mobilize my back men.

LY 55: 13/3 83(2)

This would have destroyed me had 1 left my back
men split.

4 32:

13/10 1311

1 point. With White's three-point board, plays
that involve slotting or splitting are now far oo
dangerous. Deduct a point for 13/10 6/4, or 24/
21 13/11. On the other hand, White moved a lot
of lumber with his last shot, and a priming game
could be advantageous for me.

N 65: 24/13

One of White's best numbers. With only one
man back, White's chances of being primed are
much reduced.

5 3

rraEE
1310 1311

2 points. What else? Deduct a point for 6/1%,
which is weak and would provoke an quick cube
on White's part. Giving up the midpoint is only
a small concession in the position, as [ still own
the 10- and 11-points. Besides, any other play
is much too dangerons.

5 .5 55: 13/8(2) 1313

This would have ruined White's game had he
not been able to escape the man last turn. By
holding onto my ace-point anchor, I've avoided
quick annihilation in this game.

6 63
RERR

11/5 8/5

1 point. I can’t run till I've built some sort of
position. Deduct 2 points for 24/15.

.. 21: 24722 &/5

The wrong idea. Now I gel more counterplay
than I deserve. This checker should stay out of
harm’s way while White improves his position.
Simply 6/5 11/9 is belter,

7 53

HEETFE

8% 6/3
1 poinl. A great shot. 1 must attack from now
on, because of White's great distribution of

builders.

ot 61: Bar/24 11/5

=A%



1/1*

3 points. The hit with 6/1* is mandatory. White
has many numbers to make a point in his board,
plus many escaping numbers if T make a passive
play. A case can be made for playing the 4 from
L1 to 7, rather than 10/6. During the game, 1
thought the extra risk from the 52 and 43 hitting
numbers, plus the possibility of a double hit with
16, outweighed the slightly better position if 1
got away with the bigger play. This still seems
correct o me, Score 1 point for 11/7. Deduct a
point for any play which doesn't hit.

8 e 31: Bar/24%/21
9 0 63: 8/2 512

Of course, I would have dropped had White
turned the cube. White evaluated his position
as 100 good to double, however, and played on -
a very reasonable decision.

This play, however, it not at all clear. While
could have elected to play 21/12, which ensures
that he can cash the game after any roll by Black.
White's actual play offers betier gammon
chances, but at some risk,

10 21:

FEEET

Bar/24 6/4%
2 points. A passive play like Bar/24 8/6 (deduct
a point) is equivalent to resigning. With this
play, I force White to double.

10 .. White doubles -> 2

Evaluate this position:
{A) White was too good to double.
(B) Double and big pass.
(C) Double - marginal take/pass.
(D) Double and clear take.
(E) White wasn"t good enough to double.

FEEEE

Score 5 points for choice (D): double and clear
take. I pondered this for quite a while at the
board, as there is a huge swing depending on
White's next roll, and obvicusly | have real
chances of losing a gammon or a backgammon.
Several factors, however, finally swayed me to
lake:

. If White dances (9 rolls), 1 have an excellent
game.

. If White enters without hitting (11 rolls), I still
have considerable play against While's last
checker.

o G

. White's bearoff position is awkward. He may
never make the 4-point, and his two checkers
buried on the 3-point reduce his overall
flexibility,

The negative factor, of course, is that if White
rolls & 4 or 26, I'm in very bad shape. Over-the-
board, 1 assessed that T would be aboul even
money to be gammoned or backgammoned in that
case.

One further point in favor of taking: at the
beginning of a match, it's important to be an
aggressive taker. This pays big dividends later
when your opponent, convinced that you will take
anything, gives you a free roll or two in a tough
pusition. (This deesn’t count for much against a
player as cool and confident as Nack, but against
a lesser opponent, I might be able to steal a point
or wo.)

A rollout revealed that the take was correct, by a
fairly comfortable margin.

If the take is correct, should White have waited
to double? No. The two key eriteria for a good
double are:

. First, being an overall solid favorite, and

. Second, having big swings of equity on the next
roll.

Both factors clearly apply in this position.

For the other choices, score | point for (C), no
eredit for (B), and deduct a point for (A) or (E).
11 Take 64: Bar/21% 82

White's worst hit, as he has to bury another
checker.

12 51:

FREEN
Bar/24 8/3

1 point. [ would hit if T could, but since I can’t,
1 may as well pick up my loose blot,

21: 6/4 54

A great shot. Now I'm in big trouble,

13 .82:

YRy

11/4*

3 points. Not as bold a choice as it might appear,
since I can easily be gammoned even after a
passive play. Also, the other two plays, 11/6 3/
lor 6/1 3/1, {no credit} slotting or making the
ace-point, cavse me problems later on in a pure
ace-poinl game, as with my own ace-point made
I will have much less chance o pick up a second
checker,

1 43: Bar/21*/18
14 61:

sERRE

Bar/18

-4y -



1 puint. A great shot. T'm still breathing, but
just barely.

14 ... 43: 18/14 /5
15 52:

P

18/11#

1 point.  Another great shot, and now I'm back
in the game. If I can leap another checker with a
6 soon, my outfield control should give me real
chances.

L 42: Bar/21 5/3

This strips out the last spare in White's home
board. With the high points now stripped,
awkward sequences can arise after 1 hit.

16 5

EEERE

11/4%

2 points. This is much clearer than the hit on
move 13 in almost the same position, since five
of White's hits are also break numbers (42, 32
and 22).

16 ... 0

17  64:

BEEEE

104 10/6

3 points. I would like 1o leap with a G, but 1
have to attend to matters in my home board first.
By covering the 4-point, [ raise While's count of
break numbers to 9 (14, 13, 24, 23, 22), so I may

never have to roll a 6 at all.

¥ = 0
18 64

#ereE

24/14

1 point. Another great shot.

18 .. 0
19 42:

FEEEE

14/10 6/4

1 point. Deduct a point for 14/8, which gives
While a winning 26 shot for no purpose. After
the actual play, I have three builders for both the
2-point and 1-point, and I still have 12 hits even
after White throws a 26,

19 .. 0
20 62:

Py—

24/18 10/8

2 points, Now the exira risk seems justified, as
I add a fourth builder (o the 2-poinl, and go from
9 numbers to make the 2-point to 14. Also, with
another checker escaped, my gammon danger is
less even if While throws the 26. Score | point
for 24/16.

20 .. 0

AR s

e _’E:‘:'_J?? L . o e
Should Black redouble?
EEEEE

Mo (3 points). See the comment after Black's
next move.

21 31

EREKE

8/5 18/17

3 points. This play retains four builders for each
inner point at no risk. No credit for 18/14, which
unnecessarily leaves the 26 joker, and deduct a
point for 1B/15 8/7, which leaves 4 shots.

Last turn I moved to the B-point becanse it was
the only way to get four builders for the 2-point.
Now [ pick up the blot, since I can maintain four
builders at no risk.
7 4 [ 41: Bar/24 6/2
<See Diagram, lop of next column>
Evaluate this position:

(A) Too good to double.

(B) Double - blg pass.

(C) Double - close pass.

(D)) Double - take.

(E) Not good enongh to double.
FEERF

Score 5 points for choice (C): double and a close
pass. Most players drop instantly in these
positions once they expose a second checker, as

R R e

Fav e s oW e EA T

White has just done. Whether the game is
actually a pass, however, usually depends on the
situation of the first checker that is already back.
If the first checker is in no immediate danger of
being attacked, so that White can pick up the
second checker if Black fails to hit on the next
turn, then White will usually have an easy take.

In Diagram 8, Black has good attacking chances
against the first checker, making the second
checker a bit more vulnerable than usual. While
should pass, but it's a close call.

As a practical matter, most players (especially
most good players) are reluctant to take positions
where their strategic possibilities have
evaporated and their equity consists selely of
being able to scramble home with some good
dice. Black is in a nearly ideal position in
Diagram 8, but in practice Black could cash the
game against most folks with a much weaker
distribution of builders.

Score 2 points for choice (D). No credit for the

other choices.

22 Double -> 4 Pass

- 49 .






