2012 MSO TOURNAMENT RULES & PROCEDURES

OWARE

TOURNAMENT 

Swiss tournament, with 6 or 7 matches. Till 8 players will be all play all.

In any case the precise number of matches will be confirmed before the start.

1VP for the winner, 0 for the loser, ½ VP each in case of a 24-24 draw.

BASIC RULES

The object of the game is to capture more pieces than your opponent.

The board consists of two rows of six cells, holes or cups. Each player owns a row. There are two extra cells, not part of the board proper, for holding each player's captives.

The pieces are all alike. They are sometimes referred to as stones, pebbles or seeds. There are 48 in all.

At the start of the game the 48 pieces are distributed evenly in the 12 cells - four to a cell.

To make a move a player picks up all the pieces in a cell in his own row and moving counter-clockwise around the board, from his own row to the opponent's and back again to his own, deposits them, one at a time, in each cell that he passes over, without skipping, until the pieces are used up. If the number of pieces is large enough, the move may come back to the square which originated the move. In that case that square is bypassed, no piece being placed in it, and the sowing continues in the next cell.

The players alternate turns playing and must make a move on each turn.

A capture occurs when the last piece of a move is deposited in a cell on the opponent's side and the number of pieces, after the drop, is either two or three. If the the cell before the last was also raised to two or three then those pieces are also captured, and so on for each previous cup as long as the row is still the opponent's and no cell with a count other than two or three intervenes.

The game ends when a player, on his turn, finds he has no pieces to move - all of his cells are empty. For scoring purposes, the pieces remaining on the board are added to the victor's captured pieces. The player with the most pieces captured is the winner.

An unusual move rule arises when one side has no pieces remaining. If the player on move sees his opponent has no pieces and he can make a move that will leave pieces in one or more of the opponent's cells, then he must, by rule, make such a move. If no such move is available, then the game is over - or will be when it is the opponent's turn, according to the previous paragraph.

When there are few remaining pieces in play, it may be there can be no further capturing, the pieces just aimlessly chasing each other around the board. In this case, the players agree to terminate and the score consists of those captives already held plus the pieces in each player's cells.

Attention.

1) On the contrary of the usual International standard rules, you are allowed to perform the GRAND SLAM CAPTURE, that is, capturing all 6 cups in the same move. The making of such a capture all the remaining seeds on the board (it can still be a draw). This Grand Slam rule takes priority over any other rule. 

2) On the contrary of the usual International standard rules, you are not required to feed at least one seed to your opponent (if your opponent has run out of seeds), provided that your last move was a capture. In other words you can end the game capturing all the remaining opponent's seeds; in this case you also win all the remaining seeds in your side.

This ways to play has been proposed by the expert David Kotin, who used it successfully in Prague (Deskohrani) & Czech Open (Pardubice). They seems to suit better with the 15 minutes (short time) on each player's clock and we will experiment apply this rule in London.

PROCEDURES

During your turn you are free to count the seeds in all the 12 holes.

As soon as you start picking up the seeds from a hole, that will be your move, you can't change your mind.

If you need to pick up some seeds in one of your holes to better counting, you have to announce that to you opponent, otherwise you will forced to make that move.

You are never allowed to pick up seeds from your opponent's holes for counting, but you can ask your opponent to do so.

When you are not in turn, you never can't touch any seed in your opponent's holes; if your opponent agrees, you can only arrange the seeds in your holes, for a better visual counting.

When a player reaches 25 seeds, the game ends, no need to carry for scoring purposes.

When a final situation which only lead to going round in circles is recognized, the game is over; if the other player disagrees, the director will be summoned to judge.

TIME

Each player has 15 minutes.

If your time expires, all the remaining seeds will be credited to your opponent. So it could still be a draw.

If a player doesn't claim his win, at the end of the game the arbiter will count: the player with the most seeds captured is the winner. 

TIES

If at the end of the tournament 2 or more players have the same number of VPs, the general MSO criteria will be applied. 

