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INTRODUCTION

    WHAT IS BACKGAMMON?

    BACKGAMMON IS ONE OF THE oldest games known to man, even predating chess. Backgammon is played by two players. The players have a set number of pieces on a board and must move them depending on the roll of a dice. The aim of the game is to be the first player to remove all of their pieces from the board.

    As the moves are dependent on the roll of a dice, there is some luck to the game, but there is strategy too. Over the course of many games, the more experienced player will win more games than the novice player.

    HISTORY

    The very first backgammon board was thought to have been found in Iran, the board dates to around 3000BC. The board featured a snake coil design.

    The very first mention of backgammon in print was in Bhartrhari’s Vairagyasataka, which was written around the sixth or seventh century AD. The rules of the game have been found in text which predates this, but the actual game was not mentioned until then. Early sixth-century writing gives the honor of the game’s invention to a Persian sage, who was minister to the King.

    Legend has it that an Indian minister was sent to Persia, with the game of chess, to challenge the Persian King. The King found his wisest men and instructed them to decipher the game, which, after three days, they did. In a reciprocal challenge, the King’s minister invented the game of backgammon and sent it back to India to be deciphered, by the King’s wise men. They were unable to decipher the game.

    During the Roman and Byzantine Empires, the rules of backgammon were very similar to those of today, the only exception being the use of an extra dice. They used three dice, instead of two.

    During the sixteenth century, backgammon became popular in Great Britain. If we look at Middle English, then it is likely that the name of the game comes from the words ‘back’ and ‘gamen,’ meaning ‘back play.’ In 1650, the word backgammon was added to the Oxford English Dictionary.

    It was during the 1920s, in the United States, that backgammon underwent some development: the doubling cube was added. This added a new element to the game.

    Prince Alexis Obolensky is known as ‘The Father of Modern Backgammon,’ and was instrumental in its rise to popularity during the 1960s. The charismatic prince, known as ‘Obe’ to his friends, co-founded the International Backgammon Association. A set of rules were published, a club was established, tournaments were set up, royalty took notice, celebrities found it fashionable, and the press covered it all.

    The height of backgammon popularity came in 1967 when a tournament was held in Las Vegas. Big sponsors were on board, and the top players were there to play. Backgammon has not seen as big a tournament since, but the game is still popular the world over.

    


HOW TO PLAY

    THE BOARD

    A BACKGAMMON BOARD CONSISTS OF twenty-four narrow triangles or points. These triangles usually alter in color, but the color is not important to the game. The board is split into four parts, and each part contains six triangles. The board sits between the two players; each player will have twelve triangles in front of them, pointing away.

    As you look down on the board, the six triangles to the first player’s right are defined as the home board of your color; this would be white or red, black or red, etc. The other six triangles are designated as the outer board. On the opposite side, looking down on the board, the home board of the second player will be directly opposite the first player’s. This means that the second player’s home board will be to their left, as they sit on the opposite side of the board. We will talk about the board from the point of the first player from now on.

    Between the triangles, in the middle of the board, will be a ridge, or an area. This ridge in the center of the board is known as the bar and comes into play during the game.

    THE SETUP

    Each player starts with fifteen counters or checkers, usually circular wooden pieces. We have talked about the board so that we will be setting up for the first player, player one. They are placed on the board. The right-hand quadrant in front of them is their home board. This is where they want to move all their pieces towards. For the purpose of this guide, we will number the triangles. The triangle on the player’s right, in their home board, will be number 1. We will then move from right to left, numbering them from 1 to 12, on the player’s side. Directly opposite the 12th triangle is the 13th triangle. Then we will move from left to right, numbering the triangles from 13 to 24. This means that the number 24 triangle is directly opposite the number 1 triangle. The player on the opposite side would number the triangles in reverse.

    Once we have the triangles numbered, it is time to place our counters on the board, in their starting position. We place two counters on the 24th triangle or point. Five counters go on the 13th point, three counters on the 8th point, and five counters on the 6th point. The player opposite would place their counters on the same numbered points, but these points would be different as their points are numbered in reverse order. When all of the counters are placed, you will notice that they are stacked in columns which are opposite each other. Player one’s sixth point is opposite player two’s sixth point.

    This is the starting point for every game.

    STARTING AND MOVING

    To decide who goes first, both players should roll a dice, with the higher roll going first. In the event of a tie, the players should re-roll the dice. Players will then take turns moving their pieces around the board. The object of the game is to, firstly, move all of your pieces into your home board, and secondly, to ‘bear-off,’ remove all your pieces from the home board. We will start by moving our pieces to the home board.

    When you have decided who will go first, the player will use the deciding dice roll as their first move. Some boards come with small cups to shake the dice and roll them with, but our hands are also perfect for this too. When you have rolled the dice, you have a couple of options. Let’s say that you rolled a 5 and a 3. In this scenario, you can move one counter or two. You could move one counter 8 spaces, 5 + 3, or you could move two counters, one 5 spaces, and one 3 spaces. If you are moving two pieces, you cannot add up the dice and split them in any way, the pieces’ moves must correspond to the values on the dice. On a regular roll, you can move one or two pieces.

    If you happen to roll a double, then you can move up to four pieces. Let’s say that you roll a double 3. In this scenario, you could move one piece, 12 spaces: four moves of 3. You could move two pieces, 6 spaces each, or one 3 spaces and the other 9 spaces. You could move three pieces, two of them would move 3 spaces, and one would move 6. Finally, you could move four pieces, 3 moves each.

    The way to remember it is to look at your dice and work out how many moves you have. Do you have two moves or four? Next plan you moves. Pick up the piece you want to move first and move it the number of points, corresponding to the dice. Put it down and plan your next move. Pick up that piece, it could be the same one, and move it. Do this for all remaining moves.

    The moves must be used in full, for example, if you roll a 5, you cannot move 4 spaces, you must move 5. Another important thing to remember is that the each roll is counted as a separate move. If you roll a 4 and a 3 and wish to move one piece, 7 spaces, then the piece must either, be able to move 4 spaces first, or 3 spaces first. If it cannot, then it cannot move the full seven spaces.

    When you are moving your pieces, you will be moving them in the direction of the 1 point, from the 24. This means that the direction for each player will be opposite, with one player moving clockwise and the other moving anti-clockwise.

    There is only one thing that can stop you from moving to a point. If there are two, or more, opponent pieces on a point, then you cannot move to that point and will have to find a different move, but what if there is only one opponent piece on a point? We will talk about that right now.

    HITTING

    If at any point during the game, a player has only one piece on a point, then they are leaving themselves vulnerable, for an opponent may ‘hit’ that piece. A point with only one piece on it is known as a ‘blot.’ If you roll the dice and can move a piece onto the same point, where an opponent has only one piece, then you are said to ‘hit’ that piece. When this happens, the opponent’s piece is moved to the bar, the ridge in the center of the board. This piece now starts from the beginning and must be the first piece moved on a turn. No other pieces can be moved until all pieces on the bar are brought back into play.

    When rolling a dice and moving this piece, it must be moved onto the 24 point first and then moved around towards the home board. With this in mind, we can see how valuable it is to double up pieces on a point, to not leave ourselves vulnerable, but in certain end games, it can be valuable to have a piece in the bar to try and hit a piece that is almost home.

    When you have two pieces on a point, it is called an anchor.

    BEARING OFF

    Once you have all your pieces in your home board, you can begin to bear-off. You can only do this once all of your pieces are in the home board, you cannot have any in the bar. There can be times where you being bearing-off pieces and one of your pieces is sent to the bar. In this situation, you must get your piece out of the bar, around the board, and back to the home board, before you can begin to bear-off again.

    To bear-off is to remove your pieces from the board. The easiest way to do this is to roll a number which corresponds to a point, which has a piece on it. For example, You roll a 6 and a 3, if you have a piece on the 6 point and a piece on the 3 point, then you can remove both, it is as simple as that.

    The second way to bear-off, is to roll a number higher than the points we have pieces on. In the above example, we rolled a 6 and removed a piece from the 6 point, but what if we had no pieces on the 6 point? If that is the case, then we can remove a piece from the 5 point instead, if there is a piece there, if not then we keep working down until we find a point with a piece on it, but we can only do this if there are no legal moves still. For example, we roll a 3, but there are no pieces on the 3 point. There are lots of pieces on the 2 point, but there are also pieces on the 4 point. In this scenario, we must move the pieces from the higher point, before we bear-off from the lower points. We would have to move a piece from the 4 point to the 1 point before we removed any pieces from the 2 point.

    At any time, a player can choose to move a piece, if it is a legal move, before bearing-off a piece. As with play during a regular game, you may still need to double up your pieces if an opponent has a piece in the bar, or pieces in your home board still. Often when you are bearing-off, it is a race against your opponent, who is also bearing off.

    THE DOUBLING CUBE

    The doubling cube adds an interesting aspect of play to the game of backgammon and is not often known by novice players. More experienced players enjoy the strategy it brings, and it is often credited with adding an aspect to the game, which has helped to keep it alive for as long as it has.

    The doubling cube is shaped like a regular die but is often bigger in size. Instead of showing the numbers from 1-6, the doubling cube has the numbers 2, 4, 8, 16, 32, and 64 on its faces. The doubling cube is used to keep track of the stakes when gambling is involved.

    Players usually agree on a set number of points to play to, with each game representing a number of points. Gambling players will agree how this translates to their stake wagered. The more points won, will transfer to more money won.

    At the start of each backgammon game, the players will decide how many points a game is worth. Generally, they will start with one point per game. At any point during a game, on a player’s turn, and before they roll the dice, they may offer the doubling cube. They are offering to double the value of the game. This will most often be done when the player feels that they are in a winning position.

    The opponent now has two choices. They can accept the double and double the stakes of the game, or they can decline and forfeit the game. If they decline and forfeit, then they lose the game at the currently agreed stake. If they choose to accept the double, then the dice is placed so both players can see it.

    If it is the first time the doubling cube has been used, then the cube will be placed with the 2 face up. The second time it will be placed with the 4 face up, and so on. When an opponent accepts a double, they are now in control of the doubling cube and only they can offer a double from now on. At the start of the game, no one is in control of the doubling cube, so both players have the option of offering a double.

    It takes an experienced player to know when to accept a double and when to forfeit a game. It also takes an experienced player to know when to offer a double.

    HOW TO WIN

    There are two ways to win the game. The first is to be the first player to move all their pieces around the board, into their home board, and bear-off. The second is to offer a double and have your opponent refuse. Either way, you will taste the sweet success of victory.

    
    


THE 5 BASIC STRATEGIES

    THERE ARE FIVE BASIC STRATEGIES in backgammon, and the strategy you decide on will often be dictated by your early dice rolls and the strategy chosen by your opponent. The situation you find yourself in, outside of the game, can also dictate your strategy. Are you in a money game, a tournament, a friendly game, etc. Below we will look at the five basic backgammon strategies.

    THE RUNNING GAME

    The objective of this strategy is to move all of your pieces around your board and into your home board, as quickly as you can, bearing them off speedily. If both players are using this strategy, then it would be considered a race, with both of them trying to get their pieces around the board, without doing much else.

    A good time to switch to this strategy would be when you have all your pieces past all of your opponent’s pieces. Once you are past them, there is no need to worry about being put in the bar; you also do not need to worry about protecting pieces, all you need to do now, is to get your pieces off the board quicker than your opponent.

    If it takes fewer moves than your opponent, to get your pieces to your home board, then you may choose to engage in a running game too. When thinking about using this strategy, it is important to take a look at your position and your opponent’s position before deciding on using it. If you find you are in the opposite situation to the ones described above, then it may be useless to employ this strategy.

    THE HOLDING GAME

    With the holding game strategy, you are looking at establishing pieces, usually two or more, high in your opponent’s home board or inner board. The 20 point is an ideal place to do this. By using this strategy, you can hold a position which can be very dangerous to your opponent, as they try to bring their pieces toward their home board in the late game. As they do, the possible moves become more and more limited, leaving them open to being hit.

    A good time to use this strategy is when your opponent needs fewer moves to bring their pieces home, or looking at the game like a race, your opponent is obviously winning. If this is the case, then keeping a few pieces in your opponent’s zone can be very beneficial.

    There are two things which can make this a great strategy. Later in the game, you and your opponent are trying to get pieces into your home boards. If you are taking up one of their points, then it is going to be harder for them to get all of their pieces into their home board, and leave some of their pieces vulnerable.

    This leads us to the second great thing about this strategy. If your opponent has vulnerable pieces and you are able to hit one or more of those pieces, then that piece, or pieces, will be sent to the bar. When they are in the bar, they will have to get these pieces out and around the board, before bearing-off, but not only that, when their piece is in the bar, it is likely that you will have a lot of pieces in your home board, especially near the end of the game. If you do have a lot of pieces in your home board and are blocking a lot of the points, then your opponent may find it hard, or even impossible, to get their piece out. If you find yourself in this situation, where all of your home points are blocked, then your opponent will not be able to move until you have unblocked a spot. This can give you valuable, successive moves to get your pieces around the board, and even bear-out, before your opponent can get out of the bar.

    When using this strategy, there are many things to think about. During the game, look at where your opponent’s pieces are. What are the chances that they will leave pieces which can be hit? The point of this strategy is not only for the end game, but through the entirety of the game. If your opponent is playing a tight game and has positioned their pieces well, then playing this strategy may be redundant. When played in the correct position, it can be devastating and effective.

    The other thing to think about with this strategy is the doubling cube. When to offer it, when to receive it, and when to decline it. This decision will be made easier with experience.

    THE PRIMING GAME

    The priming game strategy is a type of holding game, but instead of keeping pieces back to hit an opponent, you build a wall to try and limit the movement of your opponent. Ideally, you would want to build a wall, in which you have two or more pieces on 6 points in a row. If you do this, then you can block your opponent from moving at all.

    If the two dice are rolled and show a 5 and a 6, you may think that you can jump this wall, by moving one piece 11 points, but in backgammon, the 5 and 6 are two separate moves. You would need to move the piece either 5 points, or 6 points first, before performing the second move.

    If you can maintain a prime for a long period of time, then you can block a lot of your opponents moves, and in some situations, you can stop your opponent from being able to move at all.

    A common move, used in conjunction with a prime, is to construct your wall and then try to hit a piece, sending it back behind the wall. An initial prime wall can be built anywhere between the 2 point and the 11 point on your board.

    When playing backgammon against a player who is using this strategy, the most important thing to do is to place your pieces in such a position that they can jump the wall, if they are able. Of course, if they have a wall that is 6 points long, then you will have to wait and position your pieces in such a way to maximize your chances, once the wall is broken. If your opponent creates a wall, which is 4 points long, then you will want to position your pieces next to the wall, or one space away, hoping to roll a 5 or a 6 and jump the wall.

    A game in which both players are using this strategy can lead to some interesting play, depending on where they created their walls. It can also lead to a stalemate. When both players have created a wall, it will be the player, who is behind, in a straight point race, that will be more likely to win. The player who has pieces further up the board will usually have to break their wall first, leaving themselves open to being hit.

    THE BACKGAMMON BLITZ

    When you use the backgammon blitz strategy, you are initiating an assault on your opponent’s pieces, while trying to get your pieces home, as fast as possible. The main focal point of this strategy is to keep your opponent’s pieces in the bar.

    Like with the holding game, you will also try to occupy all of your home board points, to trap your opponent’s pieces in the bar.

    When you choose this strategy, you really have to commit to it. There are many risks involved in this strategy, but it can also lead to a quick win when done right and with a little luck. Once you begin your attack, you need to keep attacking and taking risks. The attack can, however, break down easily if your opponent manages to hit some of your pieces, or creates anchors. If this happens, then you can quickly find yourself in a poor situation.

    One element of the game which will help you to choose whether to use this strategy or not, are your early rolls. If you can hit an opponent early on and keep them in the bar, then you will find this strategy to be an effective one.

    This strategy can be very effective when combined with the priming game strategy. If you can build a small wall, 3 or 4 points long, and then attack your opponent with a blitz, you can benefit from the best of these two strategies, switching into one or the other when needed.

    THE BACK GAME

    With the back game strategy, you are relying a lot on luck. This will be a strategy which you will adapt to later in a game, and will not be one which you will plan for the start.

    For this strategy to work, you will need to have two anchors on the opponent’s home board and hope to be able to hit some of thei pieces. For this to work, you will also need to have a lot of your pieces in advanced positions, in your home board.

    It is a good strategy to use when your opponent has more pieces advanced than you, allowing you to hold your anchor positions and have enough time to wait for a chance to hit your opponent.

    While this strategy can help you to win a game, it can also be a strategy which can cause you to lose heavily, it is one which is partly based on luck, after all.

    
    


ADDITIONAL RULES

    GAMMON AND BACKGAMMON

    WHEN YOUR GAME OF BACKGAMMON is completed, if you have won the game, while your opponent has not managed to bear-off any of their pieces, then you have completed the gammon. When this happens, then you win double the current stake, double the value currently on the doubling cube, if it has been used.

    If you win the game, without your opponent having managed to bear-off any pieces, and they have at least one piece in the bar or in your home board, then this is called backgammon. You would receive three times the bet, currently displayed on the doubling cube, if used.

    BEAVER

    When doubling with the doubling dice, the most that you can double to is 64 times the original point or stake, though you can in fact double indefinitely, you just need to keep track of it in another way. It will be unusual to double more than four times, let alone six, but it can be done.

    In games, where money is involved, a player can ‘beaver.’ When an opponent wants to double the stake and offers you the cube, you can beaver and double the stake once more, immediately, and still retain possession of the cube.

    RACCOON

    Raccoon is a variant of the beaver rule. It is a rule similar to the beaver rule, but can only be used immediately after the beaver. It is also a rule which concerns the doubling cube.

    If one player wants to double the bet and offers their opponent the doubling cube, the opponent can choose to ‘beaver’ and double the bet again, while still retaining the cube. In this situation, the original player, who doubled the initial bet, can then choose to ‘raccoon.’ The bet would be immediately doubled again, but the opponent would still keep the cube.

    This would involve some very confident players, and the original ‘doubler’ could see the cube come back at 16 times the bet before any dice have been rolled.

    THE MURPHY RULE

    When starting a game and rolling to see who plays first, there is a chance that both players will roll the same number. If this happens, then it is usual for the players to roll again, though, in some instances, players may invoke the Murphy rule.

    When the same number is rolled by each player, then the doubling cube is placed on the table, starting with the 2 showing. If the same number is rolled by each player again, then the doubling cube is turned to the next number. This can go on until a predetermined double limit, set by both players before the game. Once the game begins, the cube remains available to both players.

    This rule is not an official rule and is not used in tournament play.

    THE JACOBY RULE

    This rule is named after Oswald Jacoby. It is rule which deals with the gammon and backgammon rules. With gammon and backgammon, the value on the doubling dice can be doubled or tripled, depending on the outcome of the game. The Jacoby rule only allows for these doubles, or triples if the doubling cube has been offered and accepted in the game. This makes it more enticing for a player, with a large lead, to offer a double and potentially bring the series of games to a quicker conclusion.

    THE CRAWFORD RULE

    The Crawford rule is named after John R. Crawford. It is a rule which has been designed to be more fair to a player who has a lead in the series. Before starting a series of games, you and your opponent will decide on how many points a game is worth, and how many points are needed to win the series. Once this is decided, the play begins.

    If we reach a point in the series where a player needs one point to win, then the doubling cube becomes irrelevant to them, while it becomes very important to their opponent, who will try to make this game worth as much as possible, giving them the chance to catch up or win the game.

    The Crawford rule does not allow for the doubling cube to be used for the game after this point. If you and your opponent reach a point where one of you only needs one point to win, then the doubling cube cannot be used in the next game. Once this game is complete, and if the series can still be played, then the doubling cube can be used once more.

    
    


VARIANTS

    BACKGAMMON HAS BEEN AROUND FOR a long time; it is very similar to chess in this respect. Where backgammon differs from chess, is in the number of variants. There is a standard set of rules in backgammon, as there are in chess, but in chess, you would not alter these rules. In backgammon, there are many common variations to play, all using the same board. Here are some of the most common backgammon variations.

    ACEY-DEUCY

    Acey-Deucy is one of the most common variations on the rules of backgammon. In the usual game of backgammon, your pieces start on designated places on the board. In this variation, the pieces do not start on the board. Your pieces enter the board, based on your roll, much in the same way as they would enter from the bar. Your pieces would enter into the opponent’s home board, and their pieces would enter into yours. From there, the pieces would move in the same direction as the regular rules and would follow similar gameplay.

    The main difference in this variation is that a roll of a 1 and a 2 is considered the best roll possible. If you rolled this combination, then you would first be able to move two pieces, 1 and 2 spaces, before being able to choose any double you wish and then moving your pieces based on that double. When rolling this combination, you would also be allowed to take an extra roll after completing your moves. If you roll the same combination again, then you would receive the same bonuses.

    ONE POINT MATCHES

    One point matches are similar to regular matches in every way, except that the doubling cube is not used. This removes an element of strategy, which some players can use to their advantage, or rely on, and opens up the game to its purest form. As well as the doubling cube not being used, gammons and backgammons are not counted either, each game is worth one point, no matter what.

    HYPER BACKGAMMON

    Hyper backgammon also has very similar rules to the regular version. This variation offers quicker play than the regular game. Instead of the traditional starting positions, players start with three pieces each on the 22nd, 23rd and 24th points. The doubling cube is still in play with this variation, but all games start off being worth seven points. This variation makes for a quicker and more frantic game.

    TAPA

    Tapa translates as ‘bottle cap.’ This is another variation, of the classic game, which is very popular with players. With this variation, you are essentially trying to ‘cap’ your opponents pieces, trying to block them from play. The variation is played much in the same way as the traditional game, with rolls and movement, but it differs in one subtle way. When an opponent leaves one piece on a point and you land on top of it, it is not sent to the bar. Instead, it is trapped under your piece. As the point now has more than one piece on it, your opponent cannot land on top of you. By trapping the pieces, you can limit the movement of your opponent and slow down their play.

    If a piece is left on a point in your home board and your opponent manages to land on top of it, then you will lose the game automatically. The game can end in a tie, if your opponent has done the same thing and you manage to land on it on the next turn.

    NARDE

    The game of Narde, offers more of a twist on the classic game and is usually played in the Baltic countries of Europe. In this version, each player starts with fifteen pieces. Both players move their pieces in the same direction, trying to get their pieces around the board and into the home board, bearing them off to win the game.

    In Narde, a point which has one piece on it, cannot be used by an opponent, this means that pieces cannot be hit and sent to the bar. Rolling a double, does not give the player four moves, but only the regular two. This game relies more on luck than strategy.

    FUEGA

    Fuega is a Greek variation of backgammon. Players place their pieces on the same starting points and movement is in the same direction as the regular game.The aim is to bring your pieces to your home board and bear them off. Like the variation, Narde, players cannot hit. If a player has one piece on a point, then an opponent cannot hit that piece and send it to bar, they cannot even play on that point.

    Another difference is in the starting position, called the head. A player can only move one piece from the head or starting position, once a piece is moved, they can move one from the head and the moved piece, if they wish. If a player cannot move one from the head, then they cannot use any of their moves that roll. There is an exception to this rule, and that is when a double 4 or a double 6 is rolled. If one of these doubles are rolled, then a player can move two pieces from the head.

    In this variation, gammons are used, but backgammons are not. The doubling cube is also not used in Fuega.

    DICE-LESS BACKGAMMON

    How can you play backgammon without the use of dice? Surely this is an essential part of the game? This variation of the game can add some interesting aspects to the game, it is a variation which is popular in Uzbekistan and the surrounding ones. Players of this variation, move around the board in the same direction. The starting position of the pieces is different from the standard game of backgammon, players are also not allowed to hit pieces.

    
    


BACKGAMMON TIPS

    DOUBLING

    WHEN SHOULD YOU DOUBLE AND redouble? The answer is: when it cannot hurt you. Say you are playing in a series, where it is the first player to reach 3 points, you are losing 2-0. If you have control of the cube, or no one does, then it does not hurt to offer the double at the start of the game. If they decline, then you take an automatic point, if they accept, not wanting to give away the point, then it does not matter if they win a game worth one or two points, they are going to win the series anyway.

    Now, let’s say you are in the same series and you are losing 1-0. Your opponent offers you the double, and you take it. What should you do next? Offer the redouble. Your opponent can either decline and gift you two points or accept and make this a series winning game for both of you. If they win, then they win the series 5-0, if you win then you win the series 4-1.

    It is important to know when to double and when to accept a double. The point at which you should accept a double has been studied in depth. It has been found that you should double when your chance of winning is 25%. Wait, what? This does not seem right. Let’s take a look at this in a little more depth, beware, there is math involved.

    You are in a series of four games and in each one, you are offered a double. If you decline the double each time, then you would lose 4 points to your opponent. If, when offered the double each time, you accept and win 25% of your games, then you would win 2 points for the one game you won, and lose 6 points for the three games you lost. This would give you a net point total of -4, the same as if you had declined each double.

    So, when offered a double, look at the board and estimate your chances of winning. If you believe that you have a 25% chance of winning, then you should accept the double.

    ALWAYS HAVE A PLAN

    This might seem like common sense, but you would be surprised how many players go into a game without a plan. At the beginning of a game, you should have a concrete plan, while keeping in mind, that this plan will likely change throughout the game, possibly even between rolls. From the very start, you should be focused on how you can win the game, break this down into smaller solutions and problems, and, one by one, solve these problems. Later in the game, your plan may change from, how to win, to, how to avoid a gammon. At the start of every game, have a plan in mind, and throughout the game, change this plan to best suit your situation.

    LEAVING A HIT

    There will be many times during a game unless you get incredibly lucky, that you will leave a piece exposed and vulnerable to a hit from your opponent. The first thing you should think about is positioning your pieces in the least likely place to be hit. The second thing to think about is where you should position these pieces, so that if they are not hit, they can do the most good on your next turn.

    WOOLSEY’S LAW FOR DOUBLING

    Woolsey’s law for doubling states: “Put yourself in your opponent’s shoes. If you would even think of dropping if doubled, then it must be a good double” What does this mean? If means that you should trust your instinct and trust your ability to decide on a good double. If you do not offer a double, for fear of it being accepted, then you are playing into your opponent’s hands. If the double is a good one, then you will be happy for your opponent to refuse it and give you points, while you will also be happy for them to accept and give you a great chance of winning more points.

    A lot of the strategy in backgammon revolves around the doubling cube. If you do not use it, then you limit the number of ways your opponent can make a mistake in the game.

    LOOK AT THE ALTERNATIVES

    When playing backgammon, there may be times when the move is obvious after a roll. Even when you find yourself in this situation, you should consider a few options first. You may find a move which you have not even considered. This helps you to think through the move before you play.

    Another way to do this, especially when you roll a double, is to make one move first, then look at the board before playing the second of your moves. This is especially vital when playing doubles. It can be very tempting to move two pieces at once, but instead, move one of your pieces and then assess the board. You still have the option of moving the second piece with it, but you may see a better move on the board.

    BEARING OFF

    When bearing off in a game of backgammon, it is almost always better to bear-off a piece in your home board, than to smooth out your pieces and give yourself a better chance to hit the needed numbers. The aim of the game is to get your pieces off the board as quickly as possible; the best was to do this is to get your pieces off the board as quickly as possible.

    Another thing to think about, when getting your pieces into position to bear-off, is not to place your pieces too low. The best distribution is to have the most pieces on your 6 point, working down to the least on your 1 point. Think about it; the dice roll averages out to a 3 or 4. You do not want to have to waste large rolls on low points. Why use a 6 to bear-off a piece on the 1 point.

    OFFENSE VS DEFENCE

    In backgammon, you will often find yourself in an attacking position or a defensive position. This next statement is another matter of common sense. If you are in an attacking position, you should attack, and if you are in a defensive position, you should defend.

    RESPECT THE DICE

    Yes, there is a lot of skill and strategy involved in backgammon, but there is some luck too, it depends on the roll of a dice after all. Over time, the roll of a dice will even out, even if it does not seem like it in current situations. If you receive one bad roll after another, there is no point in being negative about it. The only thing you can do is to play as best you can with the rolls you get. That is the difference between a good player and a great player. Remember, your opponent is reliant on the roll of a dice too.

    


BEARING-OFF: THE CONCLUSION

    BY NOW YOU SHOULD HAVE a good idea on how to play backgammon. As you can see, the game itself is incredibly simple to learn and play. For beginners, it can be a great game to learn as there is the element of chance in the dice rolls. For the expert, those dice rolls translate into an opportunity to calculate the best move possible.

    Backgammon has been around for a long time and will be around for a long time to come. There is a certain elegance in the wooden pieces, the design of the board, and the essence of the dice. Once you shake and roll your dice in a small wooden or metal cup, you will want to use it for every dice game. The movement of the circular pieces around a board, filled with pointed triangles, is almost hypnotizing.

    The only thing to do now is to get out there and play some games. Learn the set up of the board, practice moving the pieces around and look at your, and your opponent’s, pieces for combinations and weak points. Choose a strategy and go into the game looking to follow that strategy to the end. When the strategy does not work out, change it for something else, be adaptable. Find out what works and what does not.

    Of course, the best way to improve your game is to play against other players, especially those who are better than you. By finding flaws in your own game, you can learn how to play a more rounded game. By watching the play of better players, you can learn new moves and combinations, new strategies and new ways to see the game. As with all games, the best way to improve your game is to practice. Practice, practice and then practice some more.

    There are so many games on the market. Board games, video games, apps, social networking, augmented reality, virtual reality, etc., etc. How many of these games have we seen come and go? There is a reason why games fall out of fashion so quickly: they are all show and no substance. Playing them will entertain you, momentarily, but you will soon become bored with them. Games, like backgammon, have been around for centuries. The gameplay is simple, yet complex. They have been tested, by people, over generations, and have survived to be played once more. Backgammon may not be flashy, but it is a game of real substance, so what are you waiting for? Get out there and give it a go.

    Happy gaming and good luck.

    
    


Thank You!

    I hope you have enjoyed this book as much as I’ve enjoyed writing it! If you would please take 20 seconds of your time to review this book, it would mean so much to me, to hear how you’ve enjoyed it.
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