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Your opponent opens. Now what?
Byford and Tim Holland
reveal arule for the right response.

The area of Backgammon which is
perhaps most neglected in instruction
and least understood by players, is what
is known as the “response to opening
moves”—that is, the move which di-
rectly follows the opening roll.

Fortunately, after suffering the pangs
of indecision for countless games, | dis-
covered a “general rule” that could be
applied to all responses to opening rolls.
Although | inherently dislike general
rulesin Backgammon, thisone doeshave
definite value and | use it constantly:

When, because of an opponent’s play of
an opening roll, the escape routes for
your two men on his 1 point are threat-
ened (or about to be threatened as a
result of his succeeding
roll) then your moves,
when several choices
present themselves,
should be defen-
sively oriented.

To illustrate, let us
assume that your op-
ponent has
rolled 3 and
1 and made
his 5 point
on his open-
ing roll.

Black’s opening roll was 3 and 1.
White rolls double 3’s.

Your response is double 3's. Obviously
you have several choices. Without some
criteria to help in your decision you
might or might not make the right se-
lection. By using the “general rule” you
know that for half of your move it must
be correct to make your opponent’s 4
point. This is the defensive part of the
move. As for the second half, you can
divert your attention to the offense. |
personally would make my 5 point, al-

though 1 would not consider it incor-
rect if you made your 3 point
or 10 point.

This problem illustrates what, by infer-
ence, is the rest of the “general rule”:
Black’s opening roll was 6 and 5.

Whlte rolls double 3’
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The correct play is to make your 5
point and your 3 point. Your decision in
this case is rather simplified. Since at
this moment there is no threat to your
men inyour opponent’s home board, you
need not be concerned at this juncture
in the game with defensive measures.
The emphasis should be on the “attack.”

The slight risk of your resulting blot
on your 8 point being hit (you can be hit
only with the rolls of 6and 1 or 4 and 3
—4 chances out of 36) should be dis-
regarded for your board has become
an imposing threat to your opponent.

Tim Holland wears the Byford Back-
gammon sweater (in blue, brown or
green, $28.50), over an all-wool
Superwash® turtleneck (in fifteen
colors, $27). Both are imported from
England and at fine stores everywhere.

Send us your name, address and $4,
and we’'ll send you a pair of Byford
Super Gamesman socks (one size fits
all) and a copy of Tim Holland’s “Begin-
ning Backgammon.’

¢} Byford

Fine British Sweaters & Socks
Empire State Building
New York, N.Y. 10001

Tim olland, three-time world champion, is the author of “Beginning Backgammon” and “Better Backgammon” (published by McKay),
and the creator of Autobackgammon™ and a complete line of sets, all made by Reiss Games.

The next Byford Backgammon lesson will appear on September 30th.
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Don’t make hit-and-miss moves.
Byford and Tim Holland
show you how to bag that blot!

Backgammon is not an exact science.
Therefore one can merely say that cer-
tain moves or plays are correct only so
far as the laws of probability are con-
cerned.

So often a player will select a move
which will succeed only 30 per cent of
the time, versus one which will be 60
per cent successful and yet, because
dice are inanimate and know no home,
the inferior play’'s rewards will be vic-
tory and the correct play’s rewards—
disaster. Nevertheless, in the long run,
the “percentage plays” will always prove
to be more profitable.

This problem illustrates the fact that
Backgammon is not an exact science.
To prognosticate in the mid-
dle of a game and say that
one will win X number
of times with one
play, versus Y num-
ber of times with
another is totally
impossible due to
the fact that suc-
ceeding rolls are
unknown. One
can merely say
that one move
is superior to
another be-
cause of the
laws of prob-
ability.

f'ﬁ

and the creator of Autobackgammon

In the problem at right, the correct
move is to make your 1 point hitting
Black’s blot. If Black does not enter on
his next roll (25 to 11 against), you
hope to pick up his additional blot on
his 4 point or close your board. If you
are able to hit this second blot and es-
cape, there is an excellent chance for
you to win a gammon. If Black enters
but is not able to make his 4 point (only
2and 2, 2 and 3, 2 and 4) you will still
have the opportunity to hit his blot on
his 4 point, and failing this or includ-
ing it, you will be able to hit his blot on
your 2 point; or your bar in the event his

roll is2and 5 and he elects to move your
bar point. If Black rolls 2 and 6, he will %

be forced to leave an additional blot.
If you made your bar and 2
points, thus making a prime,
Black will have 28 out of 36
chances to make his 4 point. If he
succeeds in doing this, his posi-
tion now would be so strong
(because you would
be forced to break
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Tim Holland, three-time world chamg‘on, is the author of “Beginning Backgammon” and “Better Backgammon” (published by McKay),

The next Byford Backgammon lesson will appear on October 14th.

your prime unless you free one of your
two men on his 1 point) that he will
have become a prohibitive favorite to
win the game.

NOTE: Assuming you made a prime and
assuming that Black makes his 4 point,
there are only 8 numbers that you might
roll that would not cause you to break
your prime—double 1's, 2's, 3's, 6's, 2
and 6, 2and 1.

Whlte rolls double 6's
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Tim Holland makes his move in Byford'’s
V-neck, sacdle shouldered sweater of
100% lambswool. Imported from Eng-
land, it comes in twenty colors, $25 at
fine stores everywhere.

Send us your name, address and $4,
and we’ll send you a pair of Byford
Super Gamesman socks (one size fits
all) and a copy of Tim Holland's “Begin-
ning Backgammon.’

Byford

Fine British Sweaters & Socks
Empire State Building
New York, N.Y. 10001

and a complete line of sets, all made by Reiss Games.

© 1974 Byford, Inc
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To double or not to double?
That is the question.
Byford and Tim Holland

give you the answer.

The doubling cube is the object
around which the greatest divergence
of opinion exists among the experts.
On many occasions when several good
players are involved in a chouette (one
person playing several opponents), the
single player (“the man in the box”, in
Backgammon terminology) will double
his several opponents; half of them will
accept the double while the other half
will decline. It stands to reason that
one group or the other must be wrong.

Depending upon the final results of
the game, those players who dropped
the double will laugh at the others and
say, “How could you possibly have ac-
cepted that double?”"—or those who ac-
cepted will say, “How could you not
have accepted that double?” It is only
natural that this dichotomy of
opinion exists, for Backgammon
is not an exact science and one
must rely on personal judgement
and experience in this area of
the game

There is one category
in the use of the dou-
bling block, however,
in which individual
opinions have no
bearing on the
acceptance or
rejection

e

of doubles, and where it can be proven
that one’s decisions are correct or in-
correct. This occurs where only straight
mathematical probabilities are con-
cerned. An illustrative problem is at the
right.

Should Black double?

Should White accept?

The answer to both questions is yes.
This may seem paradoxical, for how
can it be correct for one side to double
and the other side to accept?

| will show you!

Assume this exact position is played
36 times, with the doubling cube in the
middle at 1 (neither side has doubled).
According to the laws of probability,
Black will win 25 times and he will lose

11 times (11 rolls out of 36
will contain an ace, in which
case he will fail to bear off
both his men, thus, auto-
matically losing the game).
So, the results:

When Black fails to double:

Bfla;ck wins +25, loses —11, for a net total
(o) B

When Black doubles and White accepts:
Black wins +50 (25x2), loses —22 (11x2),
for a net total of +28.

Proof that Black must double.

And now for White (once again assuming
the game is played 36 times):

When Black doubles and White declines,
White is —36.

When Black doubles and White accepts,
White is —50 (the 25 times that Black
wins at 2) and +22 (the 11 times that
Black loses at 2) for a —28, a net gain of
8 points (the difference between —36
when White fails to accept).
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Tim Holland makes points in Byford's
snappy sweater-vest of 100% Orlon®
acrylic, with wooden buttons. In five
colors, $15 at fine stores everywhere.

Send us your name, address and $4,
and we'll send you a pair of Byford
Super Gamesman socks (one size fits
all) and a copy of Tim Holland's “Begin-
ning Backgammon'.

& Byford

Fine British Sweaters & Socks
Empire State Building
New York, N.Y. 10001
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Tim Holland, three-time world champion, is the author of “Beginning Backgammon” and “Better Backgammon” (published by McKay),

and the creator of Autobackgammon™ and a complete line of sets, all made by Reiss Games.
The next Byford Backgammon lesson will appear on November 11th.

© 1974 Byford, Inc.



Bear up while you bear off
Byford and Tim Holland
teach you the tactics.

Of all the games which are lost at Back-
gammon, unquestionably the most ir-
ritating and exasperating are those in
which you have a closed board, an op-
ponent’s man or men on the bar, and
great expectations of not only winning,
but perhaps of winning a gammon. How
infuriating it is when all of a sudden you
are forced to leave a blot while bearing
off, your opponent hits it, and kaput!
from a victory to a loss.

Many times this cannot be avoided
regardless of how well you plan and
anticipate. When this happens the best
thing for you to do is get on to the next
game without complaining too bitterly,
but filing away, if it makes you feel
better, the fact that the gods of fate
“owe you one”. You should not be
concerned with the unavoidable,
only with the unforgivable, which
is when you lose a game because
ofacareless orincorrect play. o= 1
The problem at the right
is an example of this:

The correct play is to
bear one man off your
4 point and to move
one man from your
4 point to your
3 point.

If Black fails to enter on his next
roll, only the roll of 6 and 2 will cause
you to leave a blot. If you were to break
your 6 point, by moving one man four
to your 2 point and one man one to
your 5 point, and Black did not enter,
on your next roll you would be forced to
expose with the rolls of 6 and 5, 6 and
4,6and 3, 5and 4, 5 and 3, double 6’s,

5’s and 4's, which adds up to 13 possi-

ble combinations that will cause expos-
ure versus only 2 with the correct move.
If you were to break your 5 point, by
moving one man to your 1 point and
one man to your 4 point,
then you would ex-

pose (again assum-

ing Black did not

enter) with rolls of
6and1,5and 1,
double 6's, 5's and

4’s, which totals 7
combinations.This is
better than moving
from the 6 point
but hardly cor-
rect when you

can make a

move which

will leave

only 2 pos-
sibilities.

The next Byford Backgammon lesson will appear on November 25th.

Note: When you break your 6 point and

your opponent enters, your problems

are over. When you break your 4 point

and he enters, he is still a threat. This

should not influence your decision.
White rolls 4 and 1
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Tim Holland plays the game in Byford'’s
white shaw/ collar cardigan ($55) worn
over all-wool Superwash® turtleneck
sweater (fifteen colors, $27). Both are
imported from England and at fine
stores everywhere.

Send us your name, address and $4,
and we’ll send you a pair of Byford
Super Gamesman socks (one sizefitsall)
and a copy of Tim Holland's “Beginning
Backgammon!”

Byford

Fine British Sweaters & Socks
Empire State Building
New York, N.Y. 10001

Tim Holland, three-time world champion, is the author of “Beginning Backgammon™ and “Better Backgammon” (published by McKay),

and the creator of Autobackgammon™ and a complete line of sets, all made by Reiss Games.

© 1974 Byford, Inc.
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Hone your game to afine point.
Byford and Tim Holland
show you how.

Throughout your future in Back-
gammon, you will discover that certain
games will be impossible to win, others
impossible to lose! This usually occurs
when a preponderance of good fortune
accrues to one player only.

There is no doubt in my mind that
over any length of time, this good and
bad fortune will even out. Therefore,
the final balance sheet, whether it
shows red or black, will be more greatly
affected than one would assume by
how you handle those seemingly in-
nocuous moves where, by using the
correct play, you will greatly in-
crease your winning or losing
percentages.

A rather concise illustration is
given in the problem at the right.
There is only one correct move.
You bear one man off your 6
point and move from your
4 point to your 3 point.

!

It is obvious, assuming that your op-
ponent does not roll a double (in which
case the game would end), that you
will need to roll a double of your own
on your next roll in order to win the

game. T
Double 6's, 5's and 4's will win for = *
you regardless of how you choose to {

play your 1. A close inspection will
reveal that with the correct move, you
also will be able to win with the roll of
double 3's. Thus you have increased
your possibilities of winning by 3314%.
Certainly nothing to be
sneezed at!

It is not necessary

for you to memorize
positions such as this
—only that you must
be aware of them when
they occur and thus

give yourself the best chances to win.
White rolls 6 and 1

Tim Holland wears Byford's crew neck,
saddle shouldered sweater of 100%
Shetland. Imported from England, it
comes in 20 colors, $23 at fine stores
everywhere.

Send us your name, address and $4,
and we'll send you a pair of Byford
Super Gamesman socks (one size fits
all) and a copy of Tim Holland'’s “Begin-
ning Backgammon!’

Byford

Fine British Sweaters & Socks
Empire State Building
New York, N.Y. 10001

Tim Holland, three-time world champion, is the author of “Beginning Backgammon' and “Better Backgammon” (published by McKay),
and the creator of Autobackgammon™ and a complete line of sets, all made by Reiss Games.

If you'd like the complete series of Byford Backgammon lessons, write to us and we’ll send them to you without charge.© 1974 Byford, Inc.



