Bob Jewett

It seemsthat the demise df4.1,AKA
straight pool, may nohappen for a
while.

While there hasbeen no majorl4.1
tournament that I'maware ofsince the
2000 edition of theJ.S. Open in New
York City, I've heard of several active
leaguesfrom NYC to Fargo, Minn., to
Mountain View, Calif., where Iplay in
one.More playersshow upeach season,
perhaps attracted by the lowack fac-
tor — compared to those smash-and-
pray gamesthat are more common — or
the factthat you can more easily keep
track of your progress in learning the
game as your run lengtliscrease.

The local league runs wittseasons"
and a round-robinformat, so every
player gets to playevery other player,
just as theeams in mos8-ball leagues
do. Since eachliteam" isjust a single
player, it's easy to schedule makeup
matches. The turnout thseason is so
large thatwe've had to split into A and
B divisions. At the end of regulglay,
we'll have a two-week playoff of the
four playerswith the mostwins in each
division.

Handicapping isdone by setting the
number ofpoints eachplayer needs for
a win, with the best players going to
140 and the novice players going to 50.
This length was chosen tve roughly
a two-hour match.

In the pastadjustment was donenly
at the end of the season. The handicaps
of the top third of thdield were rised
and the bottom third loweredypically
by 10 points. Thisystem ispretty sim-
ple and gives everyonechance to win
at least some games.

In the nextseason, we are going to
adopt an automatic rating adjustment
system to be appliedfter eachweek's
play. This is based on the player rating
ideas discussed by Mike Page in his
analysis of the results of the-ball
World Championships inBD's October
2002 issue, "Sizing Up with theros."
The adjustments are alsonilar to a 9-
ball system | discussed here in
December 1996.

Each player is assignedating — the
higher the betterSomeone who some-
times runs 50 in the leagumight have
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120-Point Chart

RatingDiff. Match
0-3 120-120
4-9 120-115

10-15 120-110
16-22 120-105
23-29 120-100
30-37 120-95
38-45 120-90
46-54 120-85
55-63 120-80
64-72 120-75
73-83 120-70
84-94 120-65
95-106 120-60
107-119 120-55
120-133 120-50
134-149 120-45
150-167 120-40
168-188 120-35
189-212 120-30
213-241 120-25
242-277 120-20
278-326 120-15
327-400 120-10

ed straight pool league.

a rating of 700, whilssomeone who has
a season-best of 20 balls might be a
600. Theactual number is unimportant,
since the handicap is determinest by
the differencebetween theatings. The
handicap tables are set up so thdif-a
ference of 10Gating points leads to a
50 percent handicap of the length of the
game.

The first table, printed in thamiddle
of this pageshowsstraight pool match-
es in which the é&tter player goes to
120 points. For our two hypothetical
players who are 100 rating points apart,
the match would be 120-60. If tiday-
ers are 300 points apatthey would
play at 120-15, which is probably not
such aninteresting match, andheans
that the league needs to be split into
divisions.

Other charts can be calculated for
other game lengths so that thgames
come outabout the right length afme.
For example, if twoweakerplayers are
matched up, the 60-poitdble onpage
26 might beused.

Other lengths of matchesom 50 to
150 points are available online at the
San Francisco BilliardAcademy Web
site, at www.sfbilliards.com, toallow
tailoring toyour time constraints. If one
player is particularlyslow, you could
take his matchefom ashorter chart.

Ratings are adjustedfter eachmatch.
The winner goes up byhree rating
points, while the loser goes down by
three points. This iseasy to puinto a
spreadsheet, but is alseasyenough to
do by hand. The next week, everyone
finds the difference betweeheir rating
and theiropponents'jooks on the pst-
ed charts, and begins the matche's.
best tohave ascore sheet at eathble
with the handicapwritten down, since
the matches will behangingeveryweek.

In a player'ssecond season, adjust his
rating by only two points per match,
since he has some trackcord. In the
third and following seasonsadjust by
just asingle point foreachmatch.

In some handicapping systems —
14.1,9-ball and carom — it isecessary
to keep track of @r-inning averages.
Often thisleads to sandbagging, where
a player will intentionally drag the



26

Bob Jewett

game out to appear to be much weaker
than he is so he will get an unfaitart
from the other players. This is not a
pleasantituation. In theabove system,
there is no requirement to keep inning
gverages anthuchless chance to sand-

ag.
One of the hardest parts of running a
handicapped league is figuring out
where tostart newplayers. Onegood
way is to have them play astablished
player to see hovthey match up. You
could evenlook at one of the charts to
figure out therating. Suppose the new
player won the test match, 0615.
Looking in the 60-pointchart, on this
page, that puts him roughly 40 rating
points betterthan his opponent. Of
course, either playecould have been
having an exceptionalay, and a longer
match would give a moraccurate idea
of their relative strengths, but's a
start.

Sometimes new playeraeed to be
adjustedsignificantly after the first few
weeks ofplay. One way to handle this
would be to look at thescores of each
match asabove, andfigure out the
inferred rating difference from the
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60-Point Chart

RatingDiff. Match
0-6 60-60
7-19 60-55
20-33 60-50
34-49 60-45
50-67 60-40
68-88 60-35
89-112 60-30
113-141 60-25
142-177 60-20
178-226 60-15
227-300 60-10

scores, andhen the inferred rating for
each matchfrom the ratings of the
opponents. In thexampleabove, if the
opponent is a 630-rating, the new play-
er is estimated — for that singlgame
— to be a 670. Thaverage of thesti-
matesfrom several matches, or perhaps
the middle one of an odd number,
should be a goodstimate of the new
player's performance.

A good league operator is essential to
the success of any league. Our league is
a low-budget effort, with our volunteer
leagueoperator,Alex Balogi, doing all
the work forzero pay. His frequent e-
mails and posted schedules keep every-
one up to date. The $8 pseek charge
goes mostly for table time plus an occa-
sional pizzanight. This season the win-
ners of the two divisiorplayoffs will
each get a set of billiard balls inhand-
madepresentatiorbox.

If you do try a straight-pool league,
don't bediscouraged by a low turnout
the first few sessions. As wordjets
around, and people see the game, the
league will grow, angblayers will have
fun and build skill at a game that
deserves to be played more.



