
This is the rating list compiled just after the British Championships, so it does not include
the recent tournaments played in Leeds and Cambridge. In fact, the only tournaments whicll have
been taken into account since last time are the Nationals and the Challengers, so most people's
ratings haven't changed. As usual, the first number after the name is the number of rated games
played, and the second is the actual rating.

Observant readers will notice that Pete Bhagat is still desperately holding on to the number 2
spot, ahead of Graham BrightwelL The editors would like to take this opportunity to stress that
there is absolutely no truth whatsoever to the rumour that Mr. Bhagat is a washed-out nobody
who is on the way out.
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1 Imre Leader

2 Peter Bhagat
3 Graham Brightwell
4 Neil Stephenson
5 Paul Smith

6 John Lysons
7 J oel Feinstein

David Sharman

9 Aubrey de Grey
10 Ken Stephenson
11 David Stephenson
12 lan Turner
13 Helena Verrill
14 Andrew Blunn
15 Tiro Williamson
16 William Hunter

17 Terry Bean
18 Alec Edgington
19 Jeremy Rickard
20 Andy Gannaway
21 Jeremy Benjamin
22 Duncan Harrison

23 Crichton Ramsay
24 Peter Tate

25 Ge(;~ge Greaves
26 Mark Wormley
27 John Beacock
28 Richard Granville

29 Jereroy Das
30 Terry CoUins
31 Glenn Wellard

32 David Haigh
33 Gary Read
34 Alex Selby
35 Doroinic Abreu

36 Dolan Betney
37 Robert Freeman
38 Phil Brewer •.

81 1949
90 1873
77 1857
74 1717
71 1703
73 1652
61 1630
48 1630
81 1605
56 1600
65 1586
27 1564
13 1559
13 1550
65 1549
54 1530
44 1471
10 1470
23 1463
56 1462
48 1455
19 1420
41 1418

7 1416
61 1391
74 1389
34 1382

5 1374
59 1371
27 1366
18 1346

123 1339
53 1326
30 1322
16 1315
18 1313
12 1304
20 1303

39 Peter Phillips 10 1287
40 Mark Atkil!son 7 1285

'4t Peter Wilson 60 1280

Andrew Burgess 47 1280
43 Robert Stanton 40 1279

44 Keith Ringrose 311266
45 Marcus Moore 30 1263
46 Chris Lund-Yates 6 1256
47 Colin Graham 53 1254

48 lain Forsyth 102 1235
49 Alex Struthers 14 1227

50 Gary Baker 46 1226
Lee Evans 7 1226

52 Dilip Sequeira 17 1224
53 Philip Hughes 6 1218
54 Gudny Scheving 7 1209
55 Stephen Day 10 1202
56 Anthony Belgrove 7 1197
57 Fred Lunnon 3 1181
58 Simon Turner 54 1169
59 Gareth Thomas 12 1143

60 Brian Meggs 6 1139
61 Graham McPheat 28 1135
62 Elaine Dunn 7 1125
63 Michael Rowlands 2 1118

64 Roy Morley 7 1103
65 Jim Brewer 26 1102
66 Mark Treuthardt 21 1097

67 Eileen Piercy 30 1091
68 Tony Carpenter 7 1082
69 Andrew Hannam 6 1076

70 Mandy Baker 7 1075
71 David Perryman 7 1073
72 Donald Baker 26 1072
73 Mark Bisset 4 1071
74 Simon Johnson 7 1068

75 Rebecca Haigh 5 1067
76 Louise Shaw 14 1064
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77 Neil Cogle 3 1060
78 Neil Parrish 35 1056

79 Rodney Hammond 20 1049
80 Steven Coates 6 1043

81 lngeborg O'Brien 11 1039
82 David Guy 15 1038
83 Trevor Penrose 13 1037
84 Anne Potter 14 1033'
85 Leo McSwain 13 1032

86 Alison Hughes 19 1027
87 Kevin B1)sh 16 1011
88 Robert Verrill 7 1000

89 Julian Richardson 10 99S

90 Leroy Moxam 19 98C
91 Paul AUison 6 974

92 lan Wilson 7 94S'

93 Roy Arnold 14 934
94 Michael Penrose 14 915

95 Carolyn Lysons 5 89f
96 Alan Croft 7 874

97 John Owens 12 8GE:

Tony Gillespie 7 86f
Pierre Courtney 6 86~

100 Andrew Settle 16 853
101 Graham Parlour 30 850

102 Eileen Forsyth 23 84SI

103 Paul Taylor 19 S4i
104 Winifred Brown 16 84i'

105 David Lowe G 7:1:::

106 Miranda Mowbray 16 776
107 Suki Gill 6 75;;

108 Mary Bell 16 734
109 Camilla Freeman 6 721

110 Philip Mockford 13 713
111 lan Ringrose 6 '102
112 Lisa Hammond 20 64(,
113 Gill Treuthardt 7 57~'

Britain wins World Team Championship!

Some games:

See page 3.
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Liberte, EgaliU, PariU, the official newsletter of the British Othello Federation, is distributed
to its members. This newsletter is edited by Peter Bhagat and Graham Brightwell. Any corre­
spondence concerning the newsletter should be sent to:

Peter Bhagat, 86, Devonshire Mews, Devonshire Road, Cambridge, CBI 2BB. Tel. 022362323.

Correspondence concerning the general activities of the Federation should be sent to:

David Haigh, 62, Romsey Road, Winchester, Hants, S022 5PH. Tel. 0962 53826

The British Othello Federation is an independent body. Annual membership costs £1 for
the first year and £2 thereafter. ··Cheques or postal orders payable to the Federation should be
sent to David Haigh. The Federation produces a newsletter twice a year and runs the British
Championship. It also provides a forum for Othello players from Britain and abroad to exchange
news and views on Othello.

Notation.

In this and other Othello publications squares on the board have to be referred to in the text.
This is done using algebraic notation, but don't stop reading! This is very easy.

The board is split into eight columns and eight rows. Each
column is a vertical line of eight squares, labelled with a letter,
from 'a' for the left-hand column to 'h' for the right-hand col­
umn. Rows are numbered from '1' for the top row to '8' for the
bottom. This is the opposite convention to that used in chess
(which is because the conventions come to us from Japan). Thus
the top left corner is called 'aI', and the bottom right is 'h8'.

A square such as b2, one in diagonally from a corner, is known
as an 'X-square', and a square such as h7 adjacent to a corner
is a 'C-square'.

Compass directions are sometimes used when describing rc·
gions of the board, sofor instance the area of the board near to

hI is called the North-East corner, and row 8 is called the South edge.
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5 minute playoffi tIle strong is strong under any conditions. The time limits with 20 minutes per
play'er and a 5 mi~te playoff are the maximum we Clllldo at present under the one day (knockout)
tourDfunent system with 64 Plll·ticiplults. Our Association's policy is to give an opportunity to lIB
mllllY players as possible to play OtllCllo against stronger players at tIle All Japan C!Jlllllpionships,
bccause there are a lot of OtllCllo entllUsiasts (about 15,000 participallts in mllllY districts) who
wish to be qualified for t!Je chlllnpionships Illld dream of being a champion.

Actually, we didn't gct all that much correspondcnce, so I had to write some myself.

Dear Graham, The last newletter was a bit unprofessional, wasn't it? I thought there were
far too many factual errors, and I'm writing to myself to apologise for allY offence caused by these
inaccuracies.

Firstly, on page 25, I suggested that t!Jenewsletter contained no transcripts of games between
Mr. Imre Leader and Mr. Peter Bhagat. Unfortunately one such game appeared on page 13: I
apologise for tllis inclusion ..

On page 23, Mr. Bhagat may inadvertently have given tIle impression tllat he is a seasoned
regular at world championships, Illld as such was qualified to compare the '87 event witll previous
championships. Of course, nothing could be further from the truth.

On page 12, the phrase 'Cambridge-bred players' was used rather than the correct 'Cambridge
players', to refer to those who at one point have lived and played regularly in Cambridge. Sadly,
this was taken in some quarters to mean 'Cambridge-bred players': we apologise for failing to
consider this possibility ..

Leo McSwain was 1032.

Hugs alld kisses, Graham.

We'll do better this time, maybe. Apologies also for the fact that most of the transcripts
from the Cambridge Open contained eJ;'rors: the Editor. at fault has been disciplined.

Even more errors: Colin Grabam' and Marc Tastet both found an error in one of Pete's

puzzles. Here is Marc's letter (actually electronic mail).

Dear Grabam, I read Much Ado About Wipeouts and I found it excellent. Here are some
remarks about it.

1. I found Illlother solution to puzzle number 1 on page 3. As I am used to Pete's silly puzzles,
I didn't e.:ren try a normal-looking move, but tried b7 Wllich does indeed work. The only
Black replies not giving up a corner at once are AB, when White answers a7 Illld then a1;
and A 7, when White answers g2 and Black must give up a corner. Tell Clare Cox tlJat slle
isn't riglJt wllCn s!Je says 'the only sequence is White BB'.

2. I found a winning line (with a computer) for W!Jite in the game Shlllnllll-Bhagat (page 14).
After move 43, the best sequence is F6/G4/F5/E7/EB/FB/Al/F7/GB/H8/H6/H5/Hl/G7/
G6/H7/P / AB and White wins 37-27. I tllink tllC idea is to keep control of tIle diagonal AB-In
for as long as possible. It was a very clever game and I enjoyed it a lot.

3. I t!Jink that w!Jat is lacking in MAAW is a table of contents. As I know that this can be
done automatically, I hope you will include one in the next issue.
Congratulations for NHS and MAAW, Marc.

Ah, a fan!
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About the cover by Graham Brightwell.

Yes, Britain is best but Swedish champion Per-Erik Wahlberg is better. Pete and I thought it
was quite funny when Imre lost to him in round 1. I thought it was extremely funny when Pete
lost to him as well. I suppose it's still funny. So where did our intrepid trio go wrong? Answers
on a postcard please. At least two of the games were lost in the late endgame! Turn to page 15
for a full report on the World Championships.

Anyone who needs cheering up should turn immediately to page 15. Anyone who will nccd
cheering up in February should read about the Cambridge tournament on page 17.

Those people whose membership is up for renewal will have a little slip of paper in the envelope
with this newsletter. Please remember to fill it in and send a cheque to David Haigh.

Anyone writing to us should note that David Haigh now has a new address and that Graham
will be out of the country until June. Pete Bhagat will take over in his absence. We would be
pleased to receive any interesting gaines, perhaps with brief notes. As usual, we welcome feedback
and articles for inclusion in the newsletter.

Back issues of the previous two newsletters, Nine Hot Spleens and Much Ado About Wipeouts,
are available at £2 per copy. The editors would like to thank Alex Selby for thinking up the title
for this newsletter.

Variations on a Theme by Purcell.

Do you get that Apres Tournament feeling when you've been playing Othello all day and arc
ready for a cllange? You may like to play a variant of Othello for some light relief.

Try doing deliberately what has happened all day - play Misere Othello where the object is
to have as few pieces as possible at the end of the game. The strategy is very similar to normal
Othello except it is an advantage to wall yourself off from the corner squares.

Get back to Victorian values and play Othello the way it used to be played - Reversi. At the
start of the game the board is empty. Each player's first two moves are to place a piece of his
colour on one of the empty centre four squares. Normal rules of Othello then apply. Note that
either player can force pieces of the same colour to be adjacent rather than diagonally opposite.

To throw the universe out a bit more try taking the normal Othello starting position but move
the centre four pieces one square sideways. Even Aubrey would be out of his opening book.

Othello on a 10 by 10 board or larger has been played but it is rather boring. The tricks in
Othello happen when lines become all one colour and this is less likely to happen on a larger
board. You can get some interesting edge positions, though!

Has anyone played three-dimensional Othello? The starting position is a cube of eight pieces.
Four by four by four Othello has all eight corners en prise at the start of the game! Eight by eight
by eight Othello has 504 moves and would require a computer to decide which discs are flipped
on each move.

In the Othello sets the recommended way of handicapping a good player against a bad onc is
to give the bad player up to four corners at the start of the game. This leads to a very artificial
game and is not very instructive. A better variation is to give the bad player a limited number of
passes (say 2) that he may take instead of moving at any time of his choosing in the game. This
has the advantages that the game played is nearer to normal Othello and teaches players to sm'c
moves.

If anyone has any ideas on strategy for any of these variations I would be interested to read
them. Has anyone got any variants of their own? We hope to have more in our July newslettcr,
including one that accidentally got played in a tournament!

Correspondence edited by Grabam.

Some of our controversial outbursts in Much Ado prompted people to write in. Tetsuzo

Yamamoto, a director of the Japan Othello Game Association, wanted to explain a few things
about Othello as played in Japan. First, he replies to Pete's article on opening names from page
17 of Much Ado.

I'm sure that the Japanese have invented names of all openings, giving them names of animals
thougll the animals don't even bear resemblance to the shape of the position reached: this is our
moderate way of giving names of animals without giving them our own names. The difference
comes of each national character with modesty or with self-assertion. As we understand that
tllOse are just named as one of the methods of. transmission, nobody in Japan cares about who
has given the openings names and what names have been given them. Keep using the names you
like, but let's master how to use the openings in your actual games!

On the whole, I agree with that. One thing I don't agree with is the Japanese selection
policy for the World Championships: for Milan last year they sent their champion, their ladies
champion, and a member of the Tsukuda company who had done nothing to qualify! In his letter
(written in August, well before the Paris World Championship), Mr. Yamamoto sets out his case
as follows.

Taking into consideration of the reason why the team mampionship was planned by tlle
Italians, Japan Othello Game Association has decided to send sum three persons as Japanese
team to Milan; the member might be not the best for the Team Trophy, however the decision
would be the best for publicity reasons.

Well, there it is. The Japanese Association, quite reasonably, regards the World Champi­
onship as a huge publicity venture. (Though I don't understand why it's good publicity to see a
businessman playing in a World Championship and not doing very well.) For the players (includ­
ing many of the Japanese players), however, the World Championship is seen as the pinnacle of
the year, and it is a little galling to see others treat it somehow frivolously. As another example,
the French company paid a lot of attention to the World Championship frills: the reception, the
banquet, etc. (and a very good job they did of those). However, they put relatively little effort
into finding a tournament room, and the one we ended up with was frankly not good enough.
They have their priorities, and we, the players, have totally different ones. A little understanding,
from both sides, would be helpful.

Anyway, now that's off my chest, I can go on with Mr. Yamamoto's extremely interesting
letter. We mentioned that it was a pity that none of the Japanese at Milan could speak English.

Probably Ishii might have gesticulated to the Western players. Most people of Japan may be
ashamed of being unable to speak English, because of the difficulty, at the International Othello
Championships (or even at international business meetings). I hope that there will be a national
champion in tlle near future who speaks English at International Championships. Please await till
then!!! I do not intend to blame the British or other foreigners that they do not speak Japanese
at Intemation;tl Championships held outside Japan.

As mentio~ed in your article, we have a knockout tournament to decide on our National
Champion (with a 5 minute playoff game in the event of a tie). You shouldn't be surprised at a

Editorial by Pete IlJld Grallam.
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Take a look at Figure 1 below. You are White and it's your move. You are considering a
move to the North edge (a1 to hI). If you go to cl you will create the position shown in Figure 2,
and no further moves on that edge will be possible unless Black obligingly creates them for you.

Figure 5.
Now suppose White cannot make another move to this edge, and has to play elsewhere. So

the edge position is unchanged for Black's next move, which is to c (Figure G).

a b c d e f g h

I 101e' lel , I ,
Figure 6. White to move

Now White cannot stop Black from taking the a corner. If White moves elsewhere, Black
takes the corner directly (Figure 7), whereas if White goes to d and flips the disc at c to White
(Figure 8), then Black can still take the a corner thanks to his disc at e (Figure 9).
abcdefgh abcdefgh abcdefgh
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Figure 7.• Figure 8. Black to move. Figure 9.
This way of forcing the corner is the shortest, but it does depend on White not being able to

move to the edge after Black's first move to e. If White can go to c after Black's e (Figure 10), hc

Suddenly you have a brainwave! By going to b1 first, you will arrive at the position in
Figure 3, and because the disc at dz'is still black, you will be able to go to cl, d1 or even e1later.
This choice of additional moves seems to make the position in Figure 3 far more attractive than
that in Figure 2, so you make your move to: the b1 square.

Alas for your brainwave! What you hav,e actually managed to do is to spring a C'Jquare trap
on yourself. For those of you who are not familiar with tins phrase, the squares on the edges next
to the corners (e.g., where you have just moved) are called C-Jqu.areJ, and a trap is a sequence of
moves which guarantees the achievement of some objective, such as the taking of a corner. This
is what your opponent is now about to do. Stay with me and I'll show you how this trap works.

Let's for a moment put this board position to one side and just think about edge squares in
isolation, as shown in Figure 4, and, 'numbered' a to h. White has gone to the C-square at b.

a b c d e f g h '

I 101 I I I I I I
Figure 4. Black to move

There are several ways for Black to attack this position. One way is as follows. Black first
goes to e (Figure 5).

a b c d e f g h
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On to next year's competition. A British player will win, of course, but for the moment
Jean-Fran<;,ois Puget is ahead. Our foreign correspondent 1.1arc Tastet reports that Jean.Fran<;ois
won the 1988 Milan Open, beating Marc in the final. Paolo Ghirardato was third and Elie Cali
(remember Paris 87?) fourth. There were eleven pla;rers in all, which at least is more than last
year, all from France or Italy.

Below is the final Grand Prix table: you can see the full extent of the British domination.

Milan Camb. ,Copen. Paris Total
1. Imre Leader

2. Karsten Feldborg
3. David Shaman
4. Paolo Ghirardato
5. Henrik Vallund

6. Grallam Brightwell
7. Claus Quist ~essen
8. Peter Bhaga{'
9. Didier Piau

10. Emmanuel Lazard

11. Jean-Fran<;;ois Puget
12. Marc Tastet
13. Alberto Ranieri
14. Bernard Daunas
15. Paul Ralle
16. llikhard AllderssoIl
17. Colin Graham
18. Paul Smith
19. Joel Feinstein
20. Erik Jellsen
21. Nicola Scabbia

22. Alec Edgington
23. Torben Vallulld

24. Jeremy Das
25. Marcus Maore

7. Leader 42 Lazard 22
Figure 3.
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How not" to get C-sick
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with a2 - 31a4 is better - and is rudely awakened by 33b7, a sort of Stoner trap. The position
after 38 isn't completely clear, but Black is always winning due to his free moves in the NW
region. 50g7 is wrong, but White is lost anyway.

3. Lazard - Edgington. This variation of the Buffalo opening, with 7d6, is something of a
Lazard speciality. Here Alec runs into trouble at the start: maybe 12g4 is an improvement. After
18, Black is probably winning due to White's weak edge, but he has to be very careful not to run
out of moves. (The abiding impression of this game is that he wasn't!) Alec correctly resists the
temptation to play 20g5 extracting most of Black's discs - after this Black would always have a
last move to g2 if necessary. The plan White adopts with 20c6 and 22a3 is more like it, pulling

Black through the White wall. Edgington takes another bad edge to the West, and succeeds in
running Black out of moves and forcing him to use up 31b2. I think 32h5 is the move now: if
Black goes to g3 then White can extract the Black discs at d2 and c2, and then play a1 followed
by a2. As it is, Black still looks to be ahead in the 30s, but drifts into a loss. Where did he go
wrong?

4. Brightwell - Ralle. This game was played in the last round. Going into the round I was ~
point clear of Ralle, and needed only 24 discs to stay ahead of him and, in all likelihood, reach
the Final. (Disc-count was the tie-breaker.) So in some sense this was a victory, but actually I
was annoyed not to win the game after Ralle falls into an opening trap with 10g3. (10f4 must
be correct.) After llb4, White has no good moves and no prospect of any. From 12 to 20
every potential White move comes equipped with an obvious and crushing response. Yet White
somehow wriggles back into it: in retrospect perhaps 23b5 is trying to be a bit clever. However,
Black still appears to be ahead at 32: the wall to the East is bound to disappear very rapidly. At
42, I was sure I'd won, seeing lines like 42g4 43c8 44b7 45h6, saving gl for a rainy day. Ralle's
42g2! forces me to go to gl fairly soon, before it becomes poisoned. Even so, White has to
sacrifice an awful lot (certainly at least 24 discs!) with 48a2, which looks like desperation, but it
won. As far as I can see the game-loser is 51h4. 51h7, allowing the Stoner trap, wins: White can
try either 5211453h3 54h1 55g7 56g4 57h2 58h8 59b8 60aS (33-31) or 52g4 53g7 5411455h3 56h8
57b8 58aS 59h2 60h1. [Jr.Ed. to Treasurer - Can't the Federation afford an OLD?]

5. Brightwell - Leader. The first game of the Final. This is another line of the Bat I don't
know - I missed the very effective move 13b6, to be followed by 15c7 (or 14c7 15c8). After this,
my position deteriorated extremely rapidly, so that I had to take fives on both the West and East
edges in order to survive. At that point, "all" Imre had to do was play out the North region so
as to force me to break through in the South. As you can see, it just wasn't that easy. After the
game there were a lot of alternatives suggested for him, but at the moment I can find nothing
clear-cut that Imre missed.

The second game of the Final was very dull, Imre got allead in the early midgame, and I got
nowhere. He in fact won sufficiently comfortably to get choice of colour for the third game. He
chose White.

15. Brightwell 37 Leader 27

a b c d e f g h
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Figure 19. White to move Figure 20. White to move Figure 21. Black to move

Assuming White does not score an own goal by going to c or g, which would give Black direct
access to a corner, Black should go to c himself (Figure 20), and the corner is then his even if
White goes to e (Figure 21).

So you see, whatever White does, the corner was lost after he went to the C square.
Now all this analysis supposes that the player attacking the corner can in fact move to the

edge squares that he needs to get to in order to make these traps work: there will be situations
where the configuration of discs on the rest of the board will not allow this. But it seems to turn
out more often than not that the attacker can in fact make the moves he needs, or find a way to
manipulate the position on the rest of the board so that one of these attacks becomes possible.

There are yet more ways of attacking the corner, starting with the attacker going to d first
instead of f, but I hope that enough has been said to demonstrate the dangers of going to C
squares. Finally, I suggest you tryout your new-found knowledge by putting yourself in Black's
shoes in Figure 3. \Vhere should he go to capture the a1 corner? Answer on page 10.

Figure 13. Figure 14. Black to move Figure 15. White to move
Supose now \Vhite goes to c (Figure 14), as he planned to in the game we were conidering.

Black's response is d (Figure 15) and now the situation is very similar to that in Figure 6, because
whatever White does Black will get the a corner.

If White goes to d1 instead of cl, where should Black go? Don't cheat and look at the
answer, it's very easy! Just to make it more difficult for you to be lazy and shirk working it out
for yourself, I am deliberately waffling and delaying the moment of truth. Have you done it yet?
Time's up: the answer is c, and now I can turn off the verbal smokescreen and reveal Figure 16.
A move like this which inserts a piece between two opposing pieces is called a wedge.
a b c' d e f g h a b c d e f g h a b c d e f g h
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Figure 16. Figure 17. Black to move Figure 18. White to move

What if White goes to e as his second edge move (Figure 17)? Black can still attack the
corner by going to c (Figure 18), and whatever White does Black can take the corner on his next
move.

If White decides not to make another edge move after all, Black is then faced with the
position in Figure 13, and he should now move to d (Figure 19).
abcdefgh abcdefgh
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has defused the trap, because even if Black tries to attack the corner by going to d (Figure 11),
White can counter with f (Figure 12), and the immediate danger of losing the corner is past.

~b c d e f g h a b c d e f g h a b c d e f g h
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Figure 10. Black to move. Figure 11. White to move. Figure 12.

Are you still with me? Are you ready for more? I hope so, because the ability to spring
these C-square traps is a useful trick to have up your sleeve. Novices quickly learn the dangers of
going to X-squares (the squares diagonally next to the corners, such as b2), but in my experience
many are unaware of the dangers of the C square. Knowing about these traps should make you
think at least twice before going to C squares, and hopefully help you to avoid unwittingly giving
a corner to a more expert opponent.

If White still has access to the edge after his C square move, Black can still attack the corner.
He can start off by going to f (Figure 13).
a b c d e f g h a b c d e f g h
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6. Brightwell 30 Leader 34
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