ST ALBANS OPEN BACKGAMMON CHAMPIONSHIP

6-PLAYER GROUP/ROUND ROBIN STAGE: REPORTING RESULTS, TIES AND TIE-BREAKS

The group leader (highest rated player) should report round-robin (RR) match results (15 matches) to the TD
when all are completed. Results will be entered into the tournament spreadsheet for evaluation and
application of tie-breaks as needed for final group placings. The TD will annotate the results sheet with final
positions or required play-off matches/structure. Results of any play-off matches will not be recognised unless
the play-off requirement and participants have been verified by the TD.

The primary criterion of group placings is total number of match wins. If two or more players have equal
match wins, the first tie-break is the Sonneborn-Berger (SB) score, being the sum of group stage scores (match
wins) for each player’s defeated opponents. For example, a player with 4 match wins and a SB score of 10 will
place above a player with 4 match wins and a SB score of 6.

The second tie break, to be applied where two or more players have equal match wins and equal SB scores, is
the head-to-head (H2H) result (in the RR stage) between the tied players. This is always decisive in 2-way ties

but not in 3-way ties. Where a tie is not resolved by SB scores and H2H, play-offs will be necessary.

Analysis of the 17 identified tied score (match wins) permutations indicate that 13 will be resolved by SB

scores and H2H. The remaining ones, comprising 2 x 3-way ties and 2 x 5-way ties (red text) will be resolved
by play-off matches, the procedures for which are stated below.

Tie situation (matches won)

Tie-break methods (applied sequentially)

2-way ties (6):

5-4-2-2-1-1, 4-4-3-3-1-0
4-4-3-2-2-0, 4-4-3-2-1-1
4-4-2-2-2-1, 4-3-3-2-2-1

(1) SB scores.
(2) H2H result in RR stage between players with equal match wins and SB scores.

3-way ties (7):
*5-4-2-2-2 0*, *5-3-3-3-1-0*
5-3-2-2-2-1, 4-4-2-2-2-1

4-3-3-3-2-0, 4-3-3-3-1-1
3-3-3-2-2-2

(1) SB scores.

(2) H2H results in 2 or more players tied with equal match wins and SB scores. Thus,
if player A beat B and C and B beat C, player A places 1/3, B places 2/3 and C places
3/3.

(3) If 3-way tie is not resolved by applying methods (1) and (2), 3-point play-off
matches. All three players roll (4 dice) to decide playing order. First place in dice
roll plays second place. Winner stays on and plays third place. Play continues with
winner staying on. First player to win two consecutive matches places 1/3 in tied
group with remaining two placed by their H2H result. If tie is not resolved after 3
play-off matches completed, match length is reduced to 1-point

4-way ties (2)
4-3-2-2-2-2, 3-3-3-3-2-1

(1) SB scores.
(2) H2H results in tied group (or any pair) with equal wins and SB scores.

5-way ties (2)

*5-2-2-2-2-2*, *3-3-3-3-3-0*

(1) SB scores will not resolve tie.

(2) H2H will not resolve tie.

(3) 3-point play-off matches. Mini-knock-out (KO). All four players roll 4 dice (DR1).
Highest roll has bye to R2 of KO. In R1 of KO, position #2 in DR1 plays position #3
and position #4 plays position #5. The winners of R1 matches then roll 4 dice (DR2)
and winner has bye to R3. Loser of DR2 plays winner of DR1 in R2. Winner of R2
plays winner of DR2 in R3 and the winner takes position 1/5 (i.e. 1/6 or 2/6 in RR
group). R3 loser and R2 loser take positions 2/5 and 3/5 based on H2H in RR. R1
losers take positions 4/5 and 5/5 also based on H2H in RR.




