When to use doubling cube in five point match     by mochy
2009/12/13 @ Meribel backgammon tournament
Five point match is very common length in last chance. Also many long matches are likely to reach 5point match in the end. So it is very important to know what is the best strategy in each score of five point match.
Effective scoring
Unlike money game, value of the point can be very different in 5point match.
To find the right strategy, we should know what is the most effective point(s) in current match score. Most effective point(s) means the score you can make with less effort (or luck) and maximum profit.
That is, 
1, The exact point which makes you win the whole match. (i.e. 4points in 4away)
2, (if 1 is not available) The point which lead you Crawford game. (i.e. 2points in 3away)
*Overkill is scoring which exceed the point actually you need. (i.e. winning 4point in 2away)
It would be opposite idea of effective scoring. You are taking extra risk for less meaningful point.
Types of the game
Next thing you should know is what types of position you have right now.
By knowing it, you can predict what the outcome would be, therefore you could choose the right strategy which fits best in current score.
In general, there are two types of the position in backgammon.
A, Race (Race, Holding game, High anchor games …) 
B, Blitz (Blitz, Prime, Low anchor games …) 
Group A
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Group B
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Group A (Race position) 
W:72.9% G:0.0% BG:0.0%   L:27.1% G:0.0% BG:0.0%
% of games end in 2 point = 83%
% of games end in 4 point = 15%
% of games end in more point = 2%
In type A, outcome will be very stable. 85% of the game will ends in 2point swing.
Group B (Blitz position)
W:62.3% G:31.7% BG:1.4%   L:37.7% G:8.9% BG:0.5%
% of games end in 2 point = 46%
% of games end in 4 point = 45%
% of games end in more point = 9%
In type B, outcome will be unstable. You could win many gammons , but also lots of turn around.
Practical Example
Problem 1  
Black – White : 5away – 5away
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Problem2
Black – White : 3away – 3away
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Problem3
Black – White : 3away – 5away
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Problem 4
Black – White : 4away – 2away
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When to double in each score 
5away – 5away Your goal: Win 4points / Opponent’s goal: Win 4points
R: a bit later than $ / B: earlier than $
Note: Race double would be takable , because redoubling to 4 will be very strong
Blitz cube will be very powerful. 
4away – 4away Your goal: Win 4points / Opponent’s goal: Win 4points
R: similar with $ / B: much earlier than $
Note: Winning 4points in 4away is too sweet to miss. You should double very early in blitz. Border line decision in money game will be monster pass in 4aways.
3away – 3away Your goal: Win 2points / Opponent’s goal: Win 2points
R: much earlier than $ / B: similar with $
Note: Winning 2point in 3away is your main goal. This can easily happen in race game , so it tend to be pass.
2away – 2away Your goal: Win 2points / Opponent’s goal: Win 2points
If you are favorite, it is always double. There is no re-double , so nothing to be afraid of.
4away – 5away Your goal: Win 4points / Opponent’s goal: Win 4points
4 away R: a bit earlier than $ / B: much earlier than $
5 away R: similar with $ / B: much earlier than $
Note: Both players try to win 4 point.
3away – 5away Your goal: Win 2points / Opponent’s goal: Win 4points
3away R: similar with $ / B: very late
5away R: similar with $ / B: much earlier than $
Note: 4point is overkill for 3away but very efficient for 5away. So 3away try to avoid 4point-swing game.
2away – 5away Your goal: Win 2points / Opponent’s goal: Win 4points
2away R: a bit earlier than $ / B: Never
5away R: a bit later than $ / B: VERY early
Note: In 2away – X away, best way for 2 away is win gammon with center cube. This is less risk and perfectly effective. 
3away – 4away Your goal: Win 2points / Opponent’s goal: Win 4points
3away R: similar with $ / B: very late
4away R: similar with $ / B: much earlier than $
Note: Similar score with 3away- 5away. 3 away seek making 2point game, while 4away try to make 
4point game.
2away – 4away Your goal: Win 2points / Opponent’s goal: Win 4points
2away R: a bit later than $ / B: Never
4away R: a bit later than $ / B: VERY early
Note: Similar score with 2away 5away but more extreme score. 4 away can double very very earily if he has some gammon threat. (even after opening 31, it is often double already)
2away – 3away Your goal: Win 2points / Opponent’s goal: Win 2points
2away R: a bit earlier than $ / B: Never
3away R: much earlier than $ / B: much earlier than $
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