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by Edward Thorp |

The main purpose of this month's column is to pre-
sent the complete, exact solution to all backgammon
positions when each plaver has only one or two men
left in his own home board. This is the first time the
solution has ever been presented. Don Smolen and 1
calculated it in 1975 and kept it to ourselves until
now. But before we begin, I would like to comment on
last month’'s column.

Readers of that column realize that it is often not
practical or desirable to use the tables I provided dur-
ing the game. Fortunately, many of these situations
- are covered by a handy rule that appeared in a recent
- “Sheinwold on Backgammon” column in the Los

Angeles Times. Sheinwold considers the situation in
- Diagram 1. The problem iz whether White, having
rolled 6-2, should play the 2 so that he leaves his two
men on 5 and 2 or on 4 and 3.
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We solved this same problem last month when
discussing Diagram 2 of that column. We saw then
from Table 2 that leaving men on 5 and 2 is best
because it gives White a 53% chance to get off on the
next turn, whereas leaving men on 4 and 3 gives only
a 47% chance. Now consider the general question: If
you have to leave one or two men after your turn,
what is the best “leave?” Assuming that the posi-
tions between which you must choose have the same
pip count, the correct rule, which Sheinwold gives, is:
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Rule for Leaving One or Two Men
(1) If possible, leave one man rather than two.
(2) If you must leave two men, leave them on
different points, if poszible.
(3) If you still have a choice, move off the 6-point.
{4) If you are already off the 6-point, move the man
on the lower point.
It is easy to prove this rule correct by using Table 2
from last month’s column. This is shown again here
in condensed form as Table 1.
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To check the rule, we simply check Table 1 for each
pip count to see if it always tells us which of two
“leaves'’ to pick. For example, with a pip count of 6,

part (1) of the rule says correctly that 0 pt.-6 pt. is :

best. Then (2) says correctly that among the three re-
maining two-man positions, 3 pt.-3pt. is worst, In a
similar way the rule is verified in turn for positions
with pip counts of 4, 5, 6, 7, 8, and 10. There's
nothing to check for pip counts of 1, 2, 3, and 9
because the choices are equally good for these pip
counts. There's nothing to check for counts of 11 and
12 because for these pip counts there is only one
choice of position,

More examples 111ust.rat1ng the rule appear in How
Good are You at Backgammon: 75 Challenging Test
Situations by Nicolaos and Vassilios Tzannes, Simon







