ROUND ROBIN TOURNAMENTS

In a round robin tournament, each participant plays each of the other competitors. This system of pairing is accepted as offering the most accurate final standings. This is especially true if it is a double round robin in which players play each other twice (once with each colour).

The order in which a player will play his opponents and the colour of the pieces depends on the numbers the contestants draw by lot at the beginning of the tournament. These numbers automatically determine the pairings and colours for each round, using the Berger System.

Berger tables are available for most sizes of tournaments. However, these are constructed using certain basic principles which one should be familiar with so as to be able to arrange pairings even without such tables.

The Berger System
As already indicated, the competitors draw at random pairing numbers from a box. If there are an odd number of players, then the Berger tables are constructed as if there were an additional player, except that in each round the player who is assigned to play against the last number is given the bye. (Thus the last number 'is' the bye.)

Henceforth we may thus assume that there are an even number of players, 2N.

Construction of the Berger Table   Method 1

The Berger table is constructed as follows:-

1
 In the first round:

1 plays 2N,

2 plays 2N - 1,

3 plays 2N - 2,  etc.

2 
In subsequent rounds, 2N is paired 

first against  N + 1,

then against 2,

then against N + 2,

then against 3, etc.

3 
All the players besides 2N are paired in consecutive rounds with the next number above that previously played, with the following exceptions:-

i
 after playing 2N - 1, the player plays against 1 (and not against 2N), and then plays 2, 3, etc.

ii 
when the next number above that just played is the players own number, he then plays 2N; in the round after that he reverts to the  original pattern by playing the player with the number one higher than his own.

iii 
Of course Rule i makes no sense for player number 2N - 1.

Rule ii does apply to 2N - 1; he plays 2N in the second last round; and then plays 1 in the last round.

The colours played are determined by the following rules:-

4 2N has

black against the lower half of the numbers 

(1, 2, up to N);

white against the higher half of the numbers

(N + 1,  N + 2, up to 2N - 1)

5 
Odd numbered players have white against lesser numbered odds and greater numbered evens.

6 
Even numbered players (besides 2N) have white against lesser numbered evens and greater numbered odds.

When constructing a Berger table, it is conventional to write A:B to denote that player A has white and player B has black.

Construction of the Berger Table - Method 2   

Fortunately there is an easier method of constructing the Berger Tables, which we now explain by means of an example for 2N = 12 players. We imagine a set of N = 6 tables arranged in a row. 

The players sit at the tables in the pattern indicated below:-

	9
	3
	8
	2
	7
	1

	4
	10
	5
	11
	6
	12


The pattern is determined as follows:-

The highest number, 12, takes his seat first, at the bottom right hand corner.

Number 1 is the next to be seated, at the top left hand corner, opposite 12.

We now seat the remaining players in order, moving in an anticlockwise direct, skipping one seat each time. So we have seated 1, then we skip a place and seat 2, skip a place and seat 3, skip a place, go round the corner, and seat 4, etc.

Once we reach 6, we go round the corner again, and seat 7 to 11 in the remaining seats.

This seating gives us the pairing for the first round. Determining pairings for all subsequent rounds is then very easy.

NOTE : 12 remains at his seat for the entire tournament. 

For each new round, all the remaining players move one seat in a clockwise direction (skipping over the stationary 12 if necessary).

Colours can theoretically be determined by the positions of the players, but this is quite confusing, so we omit this method. The following rules apply, as before:

12 has black against the lower half of the numbers  (1, 2, up to 6);

white against the higher half of the numbers (7, 8, up to 11)

(In fact, 12 starts with black and then alternates throughout the tournament.)

Odd numbered players have white against lesser numbered odds and greater numbered evens.  Even numbered players (besides 12) have white against lesser numbered evens and greater numbered odds.

Shifting system for informal Round Robin events

The movement of the players is as given above. Colours are determined as follows: in the first round, all the players on one side of the tables play white. In the next and subsequent rounds, all the boards are turned around i.e. all the boards will always have a particular colour on one side.

This system does give an equitable and roughly alternating sequence of colours to each player - HOWEVER these colours do not agree with the colours given in formal Berger tables.

This system is excellent for round robin lightning tournaments - there is no need to announce the start of rounds, as players simply wait for their seat at the table immediately adjacent and clockwise to them. This enables many more rounds to be played in any given amount of time. 

BERGER TABLES

3-4 players
	Round
	
	

	1
	1:4
	3:2

	2
	4:3
	1:2

	3
	2:4
	3:1


5-6 players
	Round
	
	
	

	1
	1:6
	2:5
	3:4

	2
	6:4
	5:3
	1:2

	3
	2:6
	3:1
	4:5

	4
	6:5
	1:4
	2:3

	5
	3:6
	4:2
	5:1


7-8 players
	Round
	
	
	
	

	1
	1:8
	2:7
	3:6
	4:5

	2
	8:5
	6:4
	7:3
	1:2

	3
	2:8
	3:1
	4:7
	5:6

	4
	8:6
	7:5
	1:4
	2:3

	5
	3:8
	4:2
	5:1
	6:7

	6
	8:7
	1:6
	2:5
	3:4

	7
	4:8
	5:3
	6:2
	7:1


9-10 players
	Round
	
	
	
	
	

	1
	1:10
	2:9
	3:8
	4:7
	5:6

	2
	10:6
	7:5
	8:4
	9:3
	1:2

	3
	2:10
	3:1
	4:9
	5:8
	6:7

	4
	10:7
	8:6
	9:5
	1:4
	2:3

	5
	3:10
	4:2
	5:1
	6:9
	7:8

	6
	10:8
	9:7
	1:6
	2:5
	3:4

	7
	4:10
	5:3
	6:2
	7:1
	8:9

	8
	10:9
	1:8
	2:7
	3:6
	4:5

	9
	5:10
	6:4
	7:3
	8:2
	9:1


11-12 players

	Round
	
	
	
	
	
	

	1
	1:12
	2:11
	3:10
	4:9
	5:8
	6:7

	2
	12:7
	8:6
	9:5
	10:4
	11:3
	1:2

	3
	2:12
	3:1
	4:11
	5:10
	6:9
	7:8

	4
	12:8
	9:7
	10:6
	11:5
	1:4
	2:3

	5
	3:12
	4:2
	5:1
	6:11
	7:10
	8:9

	6
	12:9
	10:8
	11:7
	1:6
	2:5
	3:4

	7
	4:12
	5:3
	6:2
	7:1
	8:11
	9:10

	8
	12:10
	11:9
	1:8
	2:7
	3:6
	4:5

	9
	5:12
	6:4
	7:3
	8:2
	9:1
	10:11

	10
	12:11
	1:10
	2:9
	3:8
	4:7
	5:6

	11
	6:12
	7:5
	8:4
	9:3
	10:2
	11:1


TIE BREAK SYSTEMS

Principles
It is an accepted principle in all tournaments that tied winners of prizes should be awarded all the cash prizes involved, divided equally. Tie-breaking becomes necessary only when a prize cannot be divided, as when a title or trophy must be awarded to only one person or when only a limited number of players may qualify into a succeeding event.

Tie-breaking is also commonly applied when the cash prizes involved are small, so as to prevent a large group of people winning a ridiculously small amount (such as 3rd prize in a rating category, etc.)

Tie-breaking is at best a necessary evil, however. In a round-robin tournament at least all the players have met the same field, but in a Swiss tournament each player plays a different field. 

No system for breaking ties in a Swiss tournament has earned general acceptance.

Although tie-breaking is problematical at best when used on the top scores, it verges on fruitless when applied to middle and low scores. This is because mathematically the Swiss system is designed to determine a winner and the first few places, and nothing more. Thus 

Swiss systems are  inappropriate for determining, for example, a large number of players to qualify for a successive event - in this case distinguishing the lower players by score is almost as pointless as distinguishing them by some method of tie-break.

Some tie-breaking systems are used more widely than others; furthermore, all systems apply either to Swiss tournaments or to Round Robin tournaments, but not to both.

Tie-breaking in Round Robin Tournaments
(A)The Sonneborn-Berger System

This system is universally applied and generally accepted. For each player in the tie, one adds up the scores of those that he defeated and half the scores of the players with whom he drew. By comparing these coefficients, calculated for each player, one gets their order of finish.

The essence of this system is that points scored carry more weight when scored against higher-placed contestants. The weak side of this system is that less important games, especially towards the end of the tournament, may play a decisive role in the order of finish for ties towards the top of the scoreboard.

(B) According to results against the top half

Players who have tied for a place are ranked in order of the number of points they have acquired against those players who have scored over 50%. This system gives priority to those players who scored more points in encounters with stronger players.

(C)According to largest number of wins

Priority is given to players with a larger number of wins. Of course this gives priority to the players with the highest number of losses! But this system may help to prevent quick draws.

Tie Breaking in Swiss Tournaments

General

In the Buchholz and Median Buchholz (Harkness) System, use is made of Adjusted Scores. It is customary to make adjustments in the final scores used for tie-breaking to compensate for unplayed games - byes and games won or lost by default.

Every opponent of a tied player who won or lost a point for an unplayed game (or bye) receives one-half point as the adjusted score for that game. 

The tie-break is calculated by considering the adjusted scores of the tied players' opponents. However, if a tied player won a game by default, he receives only half of the adjusted score of that opponent.

(A) Buchholz System

For each player in the tie, the sum of the final adjusted scores of all his opponents is calculated. The players are split in order of this sum.

This system attempts to evaluate the relative strength of each players opposition.

(B) Median Buchholz (Harkness) System

For each player in the tie is found the sum of the final adjusted scores of all his opponents except the following :-

a In a tournament of 8 rounds or less, the highest and the lowest scoring.

b In a tournament of 9 to 12 rounds, the two highest and the two lowest scoring.

c In a tournament of 13 rounds or more, the three highest and the three lowest scoring.

This system attempts to evaluate the relative strength of each players opposition. The extremes at the upper and lower ends of the scale are removed in an attempt to get a more representative measurement of the strength of the opponents.

(C) The Cumulative System

For each player in the tie is found the sum of his cumulative tournament scores after each round.
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