Lunch Lecture

Michel Lamote

7th Leuven Open, Sunday, November 29, 2015

Backgammon Club Leuven vzw



Problem 1

Black is behind in the race (pip count = 165 v 110) => Stay back

X 22/4 10/4
0 22/10 22/16 (2)
022/10 7/1* (2)

;
HOOO 00
o900 00

Cube | Move | Summary

v’ 22/410/4 +0,031
P-4579504 0:54314603
22/16(2) 22/10 -0,074
kA p:4235102 0:57712801  -0,105
22/10 13/7(2) -0,120
EA P 3966503 0:60412102  -0,150
22/10 8/2(2) -0,191
Wp-3797203 0:62115303  .0,222




Problem 2

Come up or not? Depends on the race. Pip count = 110 v 141.

HOOO 00
J &

0 16/11 8/4
X 24/20 16/11
0 24/15

Move | Summary

& 24/20 16/11 -0,005

P- 54418805 O 45611606

v 16/11 8/4 -0,056

P:53613102 0:4647903 0,051
24/20 13/8 -0,044

Bl P 54913904 0:45112106 -0,039
24/15 -0,055

P:54015305 0:46012506 -0,049




Problem 3

Same principle : ahead in the race, race!

Cube @ Move | Summary

v 23/21 8/4 6/4 +0,183
P 55514706 O-44510303
9/7(2) 6/4(2) +0,145
P:54912904 0:4519903  .0,038
8/4 6/4(2) +0,142
P:54713004 0:4539903  .0,041
8/4(2) +0,139
P:54613205 0:45410203 0,044
23121 6/4(3) +0,111
P:53814406 0:46211,003 0,071

0 13/11 (2) 6/4 (2)
X 23/21 8/4 6/4
09/7 (2) 6/4 (2)



Problem 4

X bar/20 7/4
0 bar/22 10/5
0 bar/20 8/5

Cube | Move  summary

¢ Bar/20 7/4 -0,576

P-3226501 06786502

v Bar/22 10/5 -0,698

P: 2872300 O 7133701 -[],122
Bar/20 8/5 -0,573

P-3203601 06804601 +[],[][]3
Bar/20 10/7 -0,589

P-3173501 06835101 -[],[]1 2




Problem 5

SAFE or BOLD ?

013/9 6/5
0 24/23 13/9
X 13/8

Cube | Move | Summary

& 13/8 -0,390
P-4228804 0:57,82070,4
24/23 13/9 -0,431
P:4169405 0:58423206  -0,040
13/9 6/5 -0,539
P:3928604 0:60824814 0,149
8/3 -0,590
Wil p-2798604 0:62126708  -0,200
13/9 8/7 -0,598
Wi p:-3798604 062126614 0,208




Opponent has stronger board => SAFE

Famous concept :
SAFE play versus BOLD play.

BOLD :

* behind in the race

* stronger board

* high anchor

* opponent has blot in board



Here is another classic example - Red to play 51:

Cube | Move | Summary

& 817 8/3* -0,115

P-45411904 O 54614806

v 13/8 6/5 -0,196

P-43510503 O:56514205 -[]j[]31
24123 8/3* -0,125

P-45111404 O:54913605 -[1101[]

0 13/8 6/5
0 13/7
0 8/3* 8/7



Problem 6

Cube @ Move | Summary

& 14/13 11/10 8/7(2) -0,390

P-4234702 0-57.79901

v 14/13 11/8 -0,454

P-3802000 0:6203400 -0,064
11/9 8/7(2) -0,635

Wil P:4095303 ©0:59,116602  -0,244

0 14/13 11/8
X 14/13 8/7(2) 11/10
0 11/9 8/7(2)



Problem 7

w, pform, foin, . doin, -

0 13/4%
021/16 13/9
X 21/16 6/2

Cube | Move | Summary

& 21/16 6/2 +0,192

P-5375801 0:4634,20,1

v' 21/16 13/9 +0,141

P-51,88602 0:482790,2 -0,051
21/16 8/4* +0,028

Wl P-4939503 0:50711903  -0,165




Problem 8

3rd Rule of Thumb : Thou shalt hit in the beginning.
=> Hit in the beginning, especially on the 5-point.

Cube | Move | Summary

i 13/5% -0,096
~AF’: 4771350568 O-52315009
8/3 6/3 -0,137
~‘__F‘: 6812205 083214407 -03042
24/21 13/8 -0,159
‘AP 46210404 053813605 -0,064

X 13/5
0 8/3 6/3
0 24/21 13/8



Problem 9

g, T, oo, ¢

0 13/8 6/5
0 24/23 13/8
X 20/14*

Cube @ Move | Summary

& 20/14* +0,008
P-50112205 049911905
v~ 13/8 6/5 -0,062
BN P 47412503 0:52611304  -0,070
2423 13/8 -0,101
BAlP- 46011202 0:5409203  -0,109
13/7 -0,110
BAlp- 46212104 053811604 -0,118
24/23 6/1* -0,166
Wil p:-44611203 0:55411504  .0,174




Problem 10

0 bar/20 11/10
X bar 24 13/8*
0 bar/20 24/23

Cube | Move | Summary

v" Bar/24 13/8* +0,252
Wil p- 53818715 O 46216117
Bar/20 23/22 +0,086
Wi P:50616,11,0 0:49416214  .0,166
Bar/20 24/23 +0,082
Wi P:50515709 ©0:49515910 -0,170
Bar/20 6/5 +0,081
Wi P:50516,110 0:49516514 0,171
Bar/20 7/6 +0,078
Wi P:-50516,009 0:49516313 0,174




Rules of Thumb

When ahead in the race, race!

SAFE vs BOLD play

Thou shalt hit in the beginning & fight for the 5-point



Problem 11

Technical maneuvres. Mostly correct.
Run to save off the gammons. Correct even when dangerous.

Cube | Move | Summary

& 2315
P:620000 0:9384500
6/3 6/1

++ P 450000 0:9558702

X 23/15
06/36/1
06/35/2

-0,909 ~




Problem 12

Cube | Move | Summary

24/20

Np-48712409 051319403

0 10/7 8/7
0 24/23 13/10
X 8/5 6/5

& 8/5 615 +0,304

P-58,115908 0O 41912103

v 10/7 817 +0,005

P:51,413407 0:48616605 -0,299
24/23 13/10 +0,101

Wil P:-54013007 0:46015002  -0,203
13/9 -0,034

Wil P:50313408 ©0:49717005 -0,338




Problem 13
Unstacking!

Cube | Move | Summary

& 10/7(2) 6/3(2) +0,858

P-7348402 Q2663401

v 13/7 10/7(2) +0,707

P-7008802 O 3005401 -0,150
10/4(2) +0,575

Wilp- 67502302 03255101 -0,283

0 13/7 10/7 (2)
0 10/4 (2)
X 10/7 (2) 6/3 (2)



Problem 14

Duplication.

Cube | Move | Summary

& 2015 11110 -0,212

P-5009805 0O:50016703

v 20/14 -0,269

P:4848504 0:51616002  -0,057
11/10 6/1* -0,458

Wl P:-4609204 ©0:54020404  .0,245

0 20/15 11/10
0 20/14
011/10 6/1*



Problem 15

Shifting is easy and fun!

0 23/21 (2)
0 8/7 (2) 4/3* (2)
X 4/3* (2) 2/1* (2)

Cube | Move  Summary

L‘f 4/3*(2) 2/1*(2) +0,911
Bl p- 72854520 02726603
23122(2) 4/3%(2) +0,799
AP 68138125 0:3196703  -0,113
23122 6/5 4/3%(2) +0,733
Wl P:66,138128 0:3397704  .0,179
8/7(2) 4/3*(2) +0,731
Wil P:-65239223 0:3488304  -0,181




Problem 16

Shifting can be difficult to see.

013/7 (2)
0 13/10 (2) 24/21 9/6
X 4/1* (2) 24/21 23/20

Cube | Move | Summary

1 24121 23/20 4/1%(2) +0,000
P: 46,819,903 0:5321461,0
v 13/7(2) -0,121
bed P 46016305 0:5401591,0 -0,121
24/21 13/10 4/1*(2) -0,006
P:46621904 053415313  .0,006
13/10(2) 4/1*(2) -0,050
boll P- 46,021,703 0:54014911 0,050
23/20 13/10 4/1%(2) -0,081
Bl 45221004 054815913 -0,081




Problem 17

Shifting can look suspicious. (Here, you give up the 6-point.)

TR e TR TN

HOGO O
oo o060 ©

013/38/39/4
0 21/11 6/1* (2)
0 13/3 (2)

21111 6/1*(2) +2,045
P-87170721 01291601

21/16 13/8 6/1%(2) +2,034
P-86970522 01311801 -[],[]11
& 13/8(2) 6/1*(2) +2,031
P-86071522 01402101 -[],[]13

13/3(2) +1,943
P-856867449 01420900 -[],1[]1

13/8 9/4 6/1*(2) +1,926
F‘: 84567919 0O: 1552301 -05119




Red to play 44:

Pay special attention when you roll small
doublets and your opponent has one or more
blots in your board.

Cube | Move | Summary

& 14/10 13/9 6/2%(2) +0,758
P-71552905 0:2851021.4
13/9(2) 6/2*(2) +0,696
P:70449104 0:2969308  -0,062
21/17 13/9 6/2*%(2) +0,578
Blr 67746904 0:32313122 0,180
21117 14110 6/2*%(2) +0,574
Bdr 67944404 0:32111110  .0,184
21/13 6/2%(2) +0,534
Wllip 68038504 03209506 0,224
13/9 8/4 6/2*(2) +0,527
i”D-EEddﬂdl"‘ld M- 232372400804 7 i "ANd
Cube | Move | Summary
14/2* 13/9 +0,511
Wil F-66,144306 ©:33913115  .0,248
14/10 8/4 6/2%(2) +0,507
Willp-66042804 ©0:34011,710 .0,252
13/5 6/2*%(2) +0,501
Wilip-65941804 ©0:34110909 .0,258
14/6 13/9(2) +0,474
Willp-66036809 0:3409805  .0,284
14/2* 8/4 +0,470

Wl p- 64843106 035213111

-0,288




Problem 18

In mutual holding games, do not break your board!

Cube | Move | Summary

& 8/7 816 -0,422

P-4039502 0:59715404

v  13/11 2/1 -0,726

P-3385801 0:66215605 -0,304
13/10 -0,469

P-4019102 0O:599817005 -ﬂ’ﬂ4T

0 13/10
X 8/7 8/6
0 13/11 2/1



Problem 19

White - Black : 6-3/9

Cube | Move | Summary

Winning Chances ND (click for D/T)
O 74,93% (G:27,60% B:0,91%)
@ 2507% (G:5,83% B:0,16%)

Cubeless Equity

Deemmmmm—m— N }0/12
D: +1.378

Cubeful Equities:
No double +0,850 (-0,118)
& Double/Take +0,968

Double/Pass +1,000 (+0,032)
Best Choice: Double/Take

X Double, Take
O Double, Pass
0 Too Good to Double, Pass

@ Player 2

O Player 1

Pip=115 (-17) Score: 3/9

Player 1 (132) - 6/9

Pip= 132 (+17) Score: 6/9



Compare with normal score (0-0/9) :

@ Player 2

Pip= 115 (-17) Score: 0/9
Cube  Move | Summary

Winning Chances ND (click for D/T)
O 74,80% (G:27,49% B:0,94%)
@® 2520% (G:5,83% B:0,14%)

Cubeless Equity

I ey N 0,720
D: +1.480

Cubeful Equities:

No double +0,920 (-0,080)

Double/Take +1,293 (+0,293)
& Double/Pass +1,000

Best Choice: Double/Pass

O Double, Take
X Double, Pass
O Too Good to Double, Pass

Player 1 (132) - 0/9

O Player 1 Pip= 132 (+17) Score: 0/9

How can this be learnt ... ?



Another example. Normal score.

Winning Chances ND (click for D/T)
@ 34,84% (G:15,55% B:0,75%)
() 65,16% (G:27,53% B:0,74%)

Cubeless Equity

) Ccrm——— N -0,428
""" D: -0.859

Cubeful Equities:

& No redouble -0,324
Redouble/Take -1,163  (-0,839)
Redouble/Pass  +1,000 (+1,324)

Best Choice: No redouble/Take
(28,0%)

0 Redouble, Pass
X No redouble, Take
0 Redouble, Take




But what do we see at the score of 6-away 3-away?

Winning Chances ND (click for D/T)
@ 34,73% (G:15,30% B:0,74%)
() 65,27% (G:27,19% B:0,72%)

Cubeless Equity
o cre————  N: 0,310
""" D: -0.020

Cubeful Equities:
No redouble -0,080 (-0,060)
¢ Redouble/Take  -0,020
Redouble/Pass  +1,000 (+1,020)
Best Choice: Redouble/Take

Correct redouble with only 34% winning chances and fewer gammon wins than
opponent!

Why?



This has to do with RECUBE VIG and GAMMON VALUE.

Recube vig can be calculated. Here at 6-away 3-away (Ctrl + Alt + K):

If the cube is DEAD,

the Trailer has a tp of 27,84%.

If the cube is ALIVE,

the Trailer has a tp of 19,90%.

Difference is the RECUBE VIG.

Here approx. 8%.

(®) Match play () Unlimited Games Crawford
O 6 : away .' 3 : away
@F O2 O4 Os Ol O Os Os

Bg. ratio (%)

O —— S
. N T PR,

MNon Gammon Adjusted

These numbers show the % of
games won resulting in a
Gammon or Backgammaon.

Market Window | Gammaon Value

O ®

Cube: Dead Cube Live Cube Dead Cube

Take Point: 27,84% 19,90% 24.21% 21,48%

Live Cube



To calculate : start with the take-point of the Leader when you recube to 4 :

It is 28,52%.

P : 3-away 4-away = 57%
T & L : 3-away 2-away = 40%
T&W :100%

Tp

=R/ (R + G)
=17 /(17 + 43)
= 28%.

(®) Match play () Unlimited Games
OF Laa  @F [
O1 @2 O4 Os O1e

Gammaon ratio (%)

-
pI 2 0L
20,530

Mon Gammon Adjusted

BEg. ratio (%)

Market Window | Gammon Value

O

Cube: Dead Cube Live Cube

Take Point: 18,80% 127%

Crawford

(32 ()64 (128

These numbers show the % of
games won resulting in a
Gammon or Backgammon.

Cead Cube Live Cube

28,52% 28,52%

Multiply both percentages to get the maximum recube vig : 28% * 28% = 7,84. This is the 8% we

found in the table.

Since no recube is ever 100% efficient, we take between 70 and 80% of that number to find the true
recube vig. Here that would be between 5,5 and 6%.

So, at 6-away 3-away our Live Takepoint would be around 23-24 %. So, generally, regardless of the %
of gammons the opponent wins, 24% winning chances is enough to Take, IF YOU HAVE A GOOD

CHANCE TO GET A RECUBE IN.



Aother aspect is the Gammon Value. If you recube to 4, the Gammon Value is:

Winning Chances ND (click for D/T)
® 3473% (G:15,30% B:0,74%)
() 65,27% (G:27,19% B:0,72%)

Cubeless Equity
|5 e ———

N: -0,315
D: -0.020

Cubeful Equities:
No redouble -0,080 (-0,060)
=" Redouble/Take -0,020
Redouble/Pass  +1,000 (+1,020)
Best Choice: Redouble/Take

(®) Match play () unlimited Games

Ofr = away .3

I :I 1 |: )] 2 |§|_4_

Mon Gammon Adjusted

Market Window | Gammon Value

O
Gammon: 0,668

Crawford

(32 64 (128

These numbers show the % of
games won resulting in a
Gammaon or Backgammon,

®
0,000

If we look back at the position where we consider a recube, we have 15%

gammons.

70% of 15% = 11%. Our doubling point is 40%. So, 40% - 11% = 29%. We
only need 29% winning chances for a correct redouble at 6-away 3-away!



Another way to calculate: assume you will recube automatically :

Then your tp would be :

P : 6-away 2-away = 20%

T & W : 2-away 3-away = 57%

T&L=0%

Takepoint would be : 20 /57 = 35%.

Recube vig : O's tp for a cube to 4 = 28%. 28% * 35% = 10. 80% * 10% = 8.
35 -8 =27%.

But if you recube, your gammons would be worth 70%.

So : 27% winning chances + (70% * 6) = 4,2%. 27 - 4,2 = 22,8.

Therefore, in the position where the Leader doubles, you need only 22,8% to
Take!



Problem 20

@ Playeckxrs off) Pip= 2 (-5) EPC=8,2 (-3,0) Score: 8/11

White - Black : 7-8/11

Winning Chances ND (click for D/T)
O 63,89% (G:0,00% B:0,00%)
@ 36,11% (G:0,00% B:0,00%)

Cubeless Equity

ey N2 40,278
D: +1.191

Cubeful Equities:

No redouble +0,278 (-0,722)
Redouble/Take  +1,191 (+0,191)
&9 Redouble/Pass  +1,000

Best Choice: Redouble/Pass

O No redouble, Take

0 RedOUbIe Take Player 1 (7) - 7/11 - Cube:2

X Redoubl’e Pass IOdPlagkers off) Pip=7 (+5) EPC= 11,1 (+3,0) Score: 7/11
4

Despite 36% winning chances, Black has to Pass.



At an equal score, it would be a monstrous blunder to Pass :

Winning Chances ND (click for D/T)
@ 34,73% (G:15,30% B:0,74%)
() 65,27% (G:27,19% B:0,72%)

Cubeless Equity

) Crmp——— N 2,313
Cubeful Equities:
No redouble -0,080 (-0,060)
¢ Redouble/Take  -0,020
Redouble/Pass  +1,000 (+1,020)
Best Choice: Redouble/Take

Black's take-point is 40%!

To find out : Ctrl + Alt + K

@ Match play O Unlimited Games Crawford
4 [=] -
O ﬂ =] away . 3 _- away
@F (@2 (4 (s O16 (32 Cea (128
Gammaon ratio (%) Bg. ratio (%)
O 0,00% 0,00% These numbers show the % of
games wan resulting in a

. 0,00% 0,00% Gammaon or Backgamman.

Mon Gammon Adjusted
Market Window | Gammoaon ‘u’alue|

Cube: Dead Cube Live Cube Dead Cube Live Cube
Take Point: 18,56% 18,56% 40.05% 40.05%
Couble Paoint: 31,67% 59 93% 28,33% 31,44%
Cash Point: 39,95% 59 95% 81,44% 81,44%
Too Good Point: 100,00% 59 93% 100,00% 31,44%




Formula to find out take-point :

1) P = what if Black passes? —» 3-away 2-away = 40%
2) Gain = if Black takes and wins = 100%. Therefore Gain = 60%

3) Risk = if Black takes and loses —» 0%. Therefore Risk = 40%

Take-point = Risk / (Risk + Gain) = 40/ (40 + 60) = 40%.

Thank you for your attention!



