Discussion on “Getting Out More” for Less-Than-Pro Players Version 4.3

(more outs to win dart games that is LOL)
This Discussion is for use with Frank’s Out Chart and the WDF Out Chart as well as  Frank’s Approaching 170 document under “related links” at
www.stalbertdarts.com/tue
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1. Frank’s Out Chart Solutions versus Common Out Chart or WDF Out Chart Solutions:
First off. My out chart’s general theme is distinctly different. Most/all out charts tell you to hit this triple, this single or triple, then this double for a win. Yaright. Like that’s useful to a person who is going to miss that first triple 96% of the time. 
So what I do is give a first target, and what’s left if you hit the right triple, and beside that, what’s left if you (far more likely) hit the single of that number instead. With those numbers in mind, you’re more likely to have seen the math done for you and can proceed to a good alternative scoring route without second thought. So you’d look at the solution for your number, then also the solutions for the numbers after a triple hit or a single hit. I’ve found this solution setup gets players more familiar with breaking down the math far more easily.
Also, the solutions that nearly every out chart out there gives are the ultimate most highly- tuned-for-finishing-efficiency solutions for everybody except those who need to use an out chart. For the rest of us, those that do use and maybe need an out chart, I’ve been working on alternative out solutions.
Solutions that accept that not every player can hit a double bull at will. Or maybe can’t even hit a triple at will. Or… can’t even always hit the right big number all the time. 

There are safer routes to go, safer paths to take that get us to the same place, using the same number of darts but reducing risk of catastrophe. And many of these solutions would help even pretty dang good players stay out of trouble.
DB, SB, DB is the correct and best solution for a 125? Really? For an inexperienced player with a 6”+ miss area? Any triple is 2.54 times as big as the Double Bull is. Any Double is 4.09 times the size of a Double Bull. So you’re going to hit those 2.54 or 4.09 times as often, so why not use them instead? Shee!
Even a Single Bull is 5.27 times as big as a Double Bull, so maybe we use that sometimes. Trouble is, it’s surrounded by… everything, good or bad. So even though it’s pretty big it’s also not very safe from busts or bad remaining numbers. So my solutions tend to shy away from the bull except where necessary.
One of the biggest factors in the thinking behind my solutions is side risk. What happens if you not only don’t hit the right triple, but actually miss and hit an adjacent number. These can pose unnecessary risk of leaving a really bad finishing route or even worse, busting to end your turn. Shooting alternative first targets, you can very often reduce or eliminate this risk. So those alternatives are what less than pro players should be using as first choices.
Take a look at these solutions, and the reasoning behind why my solutions might be ok, or maybe even better to use. Especially for, but not exclusively for, less than pro players.
Definitions:

· Common Solution: The finishing solution shown by most  commonly available Out Charts I have or have seen.
· WDF Solution: The finishing solution given by the World Darts Federation at their website http://www.dartswdf.com/ under “Basics of Darts”.
· My Solution: The finishing solution that is on my Darts Out Chart at my League’s website www.stalbertdarts.com under “Related Links”.
· Bogey: A score for which there is no finishing solution with the remaining darts. ie: 159 is a bogey because no combination of scores for 3 darts can result in an out.
· Triple Risk: The risk of busting or putting yourself on a bad number by hitting a triple first instead of a single. Ie: having 60 left to go, and aiming at a 20.. and hitting a T20. One shot bust.
· Side Risk: Risk associated with hitting an adjacent “big number”. Less than pro players sometimes miss their target number and so have to consider this risk, to avoid busting or putting yourself on a bad solution path. Side Risk is a serious problem, and should not be taken lightly. There are likely safer solutions, choices you can make that keep your attempt at an out going after a miss. Definitely consider side risk before choosing which out path is for you on any number. Most out charts give little weight this factor, assuming you will always hit the right big number.
· Split: Hitting the single of your target double out shot; ie hitting 12 instead of D12 for an out. Some say you only have 3 darts so why worry if a number can be split 3 times (ie: D12 D6 D3) or 5 times (ie D16 D8 D4 D2 D1). Well if you miss all 3 darts you do want to be in decent shape next turn, right? And maybe not on an odd number double or even just an odd number?  Number of times a number can be split is important all the way up to the best, the D16 at 5 splits.
The Numbers:
So now, the discussion of individual numbers. This section is only about the solutions I have found that are different from most “Common” out charts or are different from the WDF’s out chart, and some are simply because I want to point out good alternatives. On the numbers I don’t mention, there is concensus between my solutions and theirs and my out chart does not vary and so are the same on my out chart as on theirs.
Colors: Solution discussions in lighter blue are ones where I hold a strong opinion that my solution should be better for less than pro players. Solution discussions in darker blue I think that on balance my solution is worth a look and I’ll stick to it. Solution discussions in black are ones I see as an alternative with no real advantages either way, mentioned in case you might prefer an alternative.
· 43: Common:  11, D16      WDF:  11, D16      Frank:  19, D12      The 11 is surrounded on the sides by even numbers, so a side miss leaves you on an odd number and needs a fix. Also, hitting a triple 11 isn’t fatal, but it leaves you on D5 which isn’t very good at all. A double isn’t much better, leaving you on 21 and needing a fix. My solution... 19 is in the middle of a big wedge of 3 numbers; 7 which would leave you 36, and a very good out, 19 which leaves you 24 and a good out, and 3 which leaves 40. Nice! Just aim in the middle at the 19... The risk here is the triples and doubles, which leave you problems or busts. But worth it for the large target size on the first shot.
· 46: Common:  14, D16      WDF: 14, D16      Frank:  6 or 10      Shooting a single 14 to start leaves you a great number, 32. Nice. But miss to either side and you’re on an odd number and have to waste another dart to fix it. My solution... 6 or 10 leave you either 36 or 40, nice! Triples are fine too, leaving you either 28 or 16. The 6 or 10 together is a large target, just aim at the wire between.
· 48: Common:  16, D16      WDF: 16, D16      Frank:  16 or 8      My solution is the same as the others, but I aim at the wire between the16 and the 8. Both leave excellent next shots. Misses into either double is fine. Miss into the T8 is fine, leaves 24. Miss into the T16… is a bust. Aiming at the wire between good targets, you will more often miss the trouble on either side, and here you miss into the T16 less often too.
· 52: Common:  20, D16      WDF:  20, D16      Frank:  12, D20      Shooting 20 first, non-pro players will risk hitting the T20 and busting. My solution... Shooting at 12, hitting a T12 is just fine, you’re just left with D8 instead. Great! Risks to either side pretty much balance.
· 54: Common:  18 D18      WDF:  18 D18      Frank:  14 D20     18 first works but again it risks busting by hitting the triple first. My solution... Shooting the 14 first, the risk is hitting T14, which leaves D6, not a bust, and still shooting for an out. Their solution IS pretty good, there is side risk on both sides of the 14 and only really one side of the 18, though for a difficult next shot, DB.
· 61: Common:  T15 D8      WDF:  SB D18      Frank:  T15 D8     If you can reliably hit a SB, good on ya, that’s your route maybe. But for the rest of us the risk is that right in the middle of the Single Bull is the DB, which leaves you 11. And all around the outside is… every other number. Some of them not optimal, not a non-pro friendly next target. Low odd numbers are bad, as trying to correct for them leaves side risk and bust potential for you all over the place. But even a successful hit on the Single Bull isn’t as good; the D18 can only be split twice, and is an odd number double after one split. The D8 can be split down 4 times and is only an odd double on the 4th. My solution... Going for T15, a good hit leaves D8, a single 15 leaves 46, an easy fix to 36 or 40. 
· 62: Common:  T14 D10      WDF:  T10 D16      Frank:  T10 D16    There are 3 contending solutions here. First, T12 D13. If you hit a single going this route, you’re still on an out... DB. So with 2 darts left in hand this may be the way to go. But if you have all 3 to throw, there are two near equal rival methods. T14 D10 is good; hitting a single 14 leaves you 48, which an easy fix two ways side by side… 8 or 16 for D20 or D16. Nice. Going the T10 route leaves a better second shot, D16. Hitting a single 10 leaves 52, which is an easy path. The only real advantage T10 may have in the end is side risk. On one side is 6, which would leave 56, that’s fine. The other side is 15 which would call for another 15 to leave D16. Just preference here I think.
· 63: Common:  T13 D12      WDF:  T17 D6      Frank:  T13 D12    I’ve argued with myself full circle several times with this one. Finally, I have decided to like the T13 route better. Side risk is pretty moot here, both numbers are surrounded by the risk of needing a single fixit shot next. A good T17 leaves you D6, which can only be split once. Good hit on the T13 leaves D12, which can be split twice. Single 17 leaves 46, needing a very easy fix, but single 13 leaves 50 if you need a fast out. 50 is also an easy fix to 40 or 32. Both solutions have merit, but I think I’ll stick with T13.
· 65: Common:  T11 D16     WDF:  SB D20      Frank: T19 D4 or T15, D10   There are 4 solutions that I think are good here and I can’t really say which one is less or more risky, each has their own shortcomings and advantages. For me I use the SB route most often, but I actually recommend the T11 or T19 or T15 route for many players. SB route is the only route that really leaves you with a risk of not having an out after one missed dart. And hitting a DB instead leaves you some side risk going forward. All of these routes could be good choices, where do you feel most comfortable and confident?
· 66: Common:  T10 D18      WDF:  T10 D18      Frank: T14 D12     All good. I can’t see much for side risks, maybe slightly higher risk for my solution but generally I just like leaving myself 52 with a  miss instead of 56. Just preference.
· 70: Common:  T18 D8      WDF:  T10 D20      Frank: T18 D8     I have decided to side with “Common” T18 D8. T10 D20 is not bad, T10 is surrounded by friendlier stuff; side risks are perhaps ameliorated a bit. But both are good solutions, and I guess down to preference. I play this one either way.
· 75: Common:  T15 D15     WDF:  T15 D15     Frank:  T17 D12     For less accurate players I like leaving an even number double due to splits. The benefits and risks other than that are pretty much a wash;  yes, a single 15 leaves you 60,  for a 20 next shot, but also the risk of busting on the triple. And a miss on the both sides of the 20 leaves you no out last dart. My solution... A single 17 leaves you 58, for a shot at the 18 and a hit on the triple is not only not a bust, but a good out shot with further splits available, a miss on the 18 on the 4 side leaves you still shooting for an out. So overall, I  like the T17 route, it’s quite a bit safer throughout.
· 77:  Common:  T15 D16      WDF: T19 D10      Frank:  T19 D10      Hitting a single 15 leaves you 62, you need a triple/double or 2 x single/double finish. T15 path has a bit of side risk as well. My solution... hitting a single,19 route gives you a single/double finish. D10 for the double isn’t as good but you have a dart in hand to fix it if you want.
· 79: Common:  T19  D11      WDF:  T17 D14      Frank:  T13 D16     The T19 route has less side risk but those still leave you needing a triple, and also a triple hit leaves D11, an odd number double and so should be avoided by newer players. T17 path leaves D14, but a split leaves an odd number double. My solution... T13 leaves the best double path if you make a good first shot.
· 80: Common: T20 D10      WDF: T16 D16      Frank:  T16 D16     D10 can only be split once before you’re on an odd number double. D16 remaining path is much better. Look at the side misses. For a 20, side misses leave 79 (T13 D12) or 75 (T15 D15). For 16, side misses leave 72 (T16 D12) or 73 (T19 D8).  Side miss triples favor the T16 path all the way. The only thing that favors the 20 path is hitting a single; 20 leaves you 60 (20 D20). And 16 leaves 64, which is going to need a triple  or double to put you back on a double 16. I guess this all comes down to what you prefer … for hits and risks. I just like having the nearby 8 backing up my shots rather than a 1 or 5.
· 81: Common:  T15 D18      WDF:  T15 D18      Frank:  T19 D12     The only reason I like T19 route is the double is D12 which I prefer over D18, with no real added risks. Some say Single Bull is the way to go, since it leaves 56, but remember that a miss on the single bull can leave you any dang thing, including some less than great out paths.
· 82: Common:  DB D16     WDF:  T14 D20      Frank:  T14 D20    For myself I like this T14 route… a single first dart leaves 68, which works fine. DB is often missed but leaves you with a pretty easy fix after that…. 17 for D20. The only significant risk taking the DB route is that you’ll also miss the single bull with your first shot, you’re left with… any dang thing. But this is a route a ton of people swear by. A decent alternative.
· 101: Common:  T20 9 D16      WDF:  T17, DB      Frank:  T18 15 D16      The T17 path gives you a shot at a 2 dart out. Yes that works if your opponent is on an out and you’ve got one shot at it. But the miss risk for newer players is much greater than their chance of hitting a DB. Miss the T17 or the DB and you’re probably done.  Beside the 17 is the “3”, leaving you 98, which is T20 D19, but that leaves you on an odd number double. On the other side is “2” and if you hit there you can’t get out in the 2 remaining darts at all. The T20 route or my T18 route does not penalize you  for a side miss, and they do get you out in 3 darts. And a good hit on the triple leaves you on the best doubles split path, D16. So the T20 and T18 paths are both satisfactory solutions. T17 is for pros, too many side risks.
· 103: Common:  T20, 11, D16      WDF: T17 20 D16      Frank:  T19 6 D20    For any solution starting with a T20, on the first shot a miss to either side again leaves you on either 98, not great, or on 102 without a finish with the remaining 2 darts. T17 is ok to start, no side risk, but don’t shoot 20 second, shoot 12 and leave D20. My solution... My solution of T19 has no side risk on the first shot, and leaves 46 if you hit a triple, and so a 6 or 10 large target for the second, or if you hit a single 19, it leaves 84, which leaves good options.
· 104: Common:  T20 12 D16      WDF: T18 DB     Frank:  T16 16 D20   The Common solution has fatal side risk on both sides leaving no out, and no real redeeming advantages. The WDF solution is good for times when you have to get out with 2 darts but has fatal side risk on one side and for other than pros, little chance of success on the DB, leaving further bad side risks. My solution... Shoot the T16 on either of the first two shots. Darts to side numbers leave very good solutions. Leaving D20 isn’t perfect but very workable. I like this as a best balance of risks here. Oddly, T19 is also a good solution, no side risks.
· 105: Common: T19 16 D16      WDF:  T19 16 D16      Frank: T20 13 D16    The T19 path gives too much first shot side risk, leaving you with 98 on one side, not great, or 102 and no finish with the remaining 2 darts on the other. My solution... First shot should be T20 to eliminate side risk by leaving 104 or 101 for less than pro-accurate players. At least there’s still a chance. 
· 108: Common:  T20 16 D16       WDF: T20 16 D16      Frank:  T19 19 D16    There are 4 very good solutions here, each having various merits and risks. T20 leaves S16  D16, nice. S20 leaves T16  D8, nice. T19 and S19 in either order leaves 32, great. T18 and S18 in either order leaves 36, nice. T17 and S17 in either order leaves 40, very good, slight side risk. For all of these, hitting a single first or two singles leaves a not bad path remaining. I’ve only had issues with the T20 route, having “busted” it 3 times in a row with 2 darts by hitting T16 instead of S16. All of these routes have that second triple risk, but it’s the T20 route that burned me badly so now it’s the only one of these 4 paths I refuse to use, but that’s just my issue. My preference is the T19 route because I like leaving myself 32 without using the T20 path if I can, so that’s probably my favorite.   All work fine, it’s mainly a preference call here.
· 109: Common:  T20 17 D16      WDF: T19 20 D16      Frank:  T20 17 D16   The  T19 route leaves side risk galore; first shot miss catastrophes as well as second shot miss disasters. My solution... Start with T20. At least the 5 side is safe, and a good hit gives you a somewhat safer path going forward.
· 110: Common:  T20 18 D16      WDF: T20 DB     Frank: T20 18 D16      There are no paths from here that are really safe from side risk disasters. All either leave you with no 2 dart out for a miss or shooting at a second treble to fix. So I’d have to say… go with the Common Solution T20 path choices. Advice: Don’t miss the 20 on your first shot. Maybe aim a trifle higher into the fat part of the wedge. And shoot the D bull at your own risk, if you miss you’re probably done. 
· 115: Common:  T20 15 D20     WDF:  T19 18 D20      Frank: T19 18 D20   There is side risk here but at least the T20 route has one side miss that leaves you one a 2 dart finish, the 5 side. But if you hit a first dart single you’re left with 95, not 96; not as good a path going forward. Best here is basically.. don’t end up shooting at this number LOL!
· 117: Common:  T20 17 D20      WDF:  T19 20 D20      Frank:  T20 17 D20   The WDF’s T19 start risks hitting a single 19 to start, leaving you with 98 instead of 97. Not good. It does have one “safer” side but a difficult one at best. Shooting the T20 path does leave one more side with risk first shot but I have to go with the solution that assumes a possibility of a single hit first shot, and a better path forward.
· 121: Common: T20 T15 D8     WDF:  T17 T18 D8     Frank:  T20 T15 D8    This one comes down to preference, really. T17 route and T20 route both have similar side risks, similar single solution potential. I just prefer the path that leaves me shooting at the same number second shot if I miss the first on the side. And hitting a single to start still leaves you a 2 dart out, 101, if you’re in a hurry.
· 125: Common:  DB SB DB     WDF: T20 SB D20     Frank:  T15 T16 D16    Most solutions involve a first shot at a bull or double bull. Miss, like most lesser players will, and you have a 19 out of 20 chance of NOT being on an out with your 2 remaining darts. Shooting T20 first is ok if you hit it, but with no out if you hit a single 20 instead. Try T15 first. A single 15 hit leaves you at least a chance, and a T15 hit puts you on a very good path, shooting all 16s.
· 134: Common:  T20 T18 D10     WDF:  T20 T14 D16     Frank: T19 T19 D10  On the T19 path, the thinking here is two reasons. No change of first targets, even if singles are hit. Two good hits gives you the same result as the common solution, but if one is a single for 76, you have 58 left; 18 sets up D20 to start next shot. There is no real extra problem with side risk or anything so I look at this as straight preference. Another good solution here is T17 T17 D16. I saw Gary Anderson shoot it this way and thought it through, it’s a very valid route as well.
· 138: Common: T20 T14 D18     WDF:  T20 T18 D18     Frank: T19 T19 D12 Same thinking here but leaving the D12 for an out. A single and a triple leave 62 so you can set it up with a T10 for next shot. Going the other route a T20 single 18 is even slightly better, but 2 single 20s (more likely for most of us) leaves 98 and two single 19s leaves 100, far better. So it’s really just my preference here I think. Also if you like a D18 finish, T17 T17 is a good route here as well.
· 148: Common:  T20 T16 D20     WDF:  T16 T20 D20     Frank:  T20 T16 D20 This is just preference for me as well. The only difference is which order you shoot the first triples in, and I can see no real big advantage/drawback to either.
· 149: Common:  T20 T19 D16     WDF: T19 T20 D16     Frank:  T20 T19 D16 Same as for 148, purely preference, for me.
· 151: Common:  T20 T17 D20     WDF: T17 T20 D20     Frank:  T20 T17 D20 Same as for 148, 149, the order of your first shots is just preference. For a new player this kind of score is going to be rarer but I can’t see anything better or worse for them in either of these. 
· 154: Common:  T20 D18 D20    WDF:  T18 T20 D20     Frank:  T19 T19 D20 Ok, going back to the 134/138 thinking here two T19s as opposed to using a T18 and a T20 in either order is fine.  A single and a double leaves 78, which is T18 to set up next shot on D12. Purely a preference thing here.
· 161: Common:  T20 T17 DB     WDF: T17 T20 DB     Frank:  T20 T17 DB    This is back to a bit of a preference issue, as to which order to shoot them in. Shooting T17 first, a miss on the 2 side leaves a bogey for next shot, which could be important if you face 161 with a last dart, trying to set up your next visit. T20 first does not bring any such side risk, leaving either 160 or 156 with a side miss.
· 164: Common:  T20 T18 DB     WDF:  T20 T18 DB     Frank:  T19 T19 DB     For me,  shooting T20 first is a bad thing. If you face 164 on your last shot, and so are setting up for your next visit, a miss to either side leaves you a bogey to start next turn on, either 163 or 159. Shooting the T18 first isn’t much better as it leaves a bogey on the “1” side. My solution... throw T19 T19 DB, because miss from a 19 on either side and you’re good to go for next turn on either 161 or 157. If a single is hit, the 20 solution leaves you 144 instead of 145, so there is no significant advantage. So at all times you should have T19 as your mindset for a 164 out.
· 167: Common:  T20 T19 DB     WDF:  T19 T20 DB     Frank:  T19 T20 DB  Same exact reasoning as for 164. This time the WDF is on my side against just about every other out chart I’ve seen, for two reasons. If you face 167 on your last shot and so are setting up for your next visit, aiming at T20 a miss to either side of the 20 leaves you a bogey to start next turn on, either 166 or 163. A miss from a 19 on either side and you’re good to go for next turn on either 164 or 160. Plus a single hit on the 19 first leaves 148 instead of a single 20 which leaves you 147. 148 has a friendlier out path than does 147. So at all times you should have T19 as your mindset for a 167 out.
2. Open Scoring
If you are just throwing to score as high as possible, such as from 501 down to 300 or so, there are locations on the board that penalize misses a lot worse than other locations. And there are also areas where you can shoot with a better chance of scoring well, even if you’re not the most accurate player in history.
Notice: The 1, 2, 3, 4 and 6 are all on the right side of the board. and 5 is close to the middle, just left of top. So 6 of the 12 targets from the #5 all the way around to the #3 on the right side are those low numbers. So if your miss area is a bit bigger, say 8” or 10”, why not shy away from those nasty bad numbers and shoot the left side of the board?
If you aim at the T11 (or better, about ½” right of the T11)your target is surrounded by numbers that should keep you from scoring less than 35 or 40 at least with 3 darts. And vertical misses, which are what most less accurate players throw, may give more triples… high into the T12, T14 or T9, low into the T8 or T16. Values of those triples for a single dart…  36, 42, 27, 24, 48. None too shabby.
One strange fact. If your miss area is 8” or 9” diameter, and you’re shooting at T20, you will hit some 12s, 5s, 20s, 1s and 18s.  3 out of 5 areas you hit will be higher scoring. When you shrink that down with practice to about 5 or 6” diameter miss area, you begin to lose the 12s and 18s. And you hit more 5s, 20s and 1s. Your good target is only one of the 3 areas you hit, and the 5 and 1 are the other two. Your score can actually go down by being somewhat more accurate as you lose the 12s and 18s. It’s only really when you can hit 20 consistently that it really pays to shoot there. That is a cruel penalty, and it makes newer players think they’re getting worse, where in fact they are improving their accuracy and getting a lower score.
Some people shoot at T16 when their accuracy is coming slowly around. Very decent numbers for side misses, especially if you can hit their triples.
But mix it up as you go, get used to shooting at all parts of the board.
3. Setting up to Double Out
Approaching 170
The method I use to approach a high out.. ie 170, is outlined in “Approaching170Simplified.odt”, which because of its size is a separate document. It is based on a “pattern” and there is very little memorizing to do because of the cyclic nature of the system. It is available at www.stalbertdarts.com under “Tuesday” under “Related Links” under “Helpful Info”.
Doubling Out
All doubles are not created equal. A “safe” double is the double of an even number… ie D16 etc. If you miss outside, no trouble. Shoot again. If you miss inside, and hit the single, or “split” the double, a single 16 still leaves you on a double D8… split that and it leaves you D4, etc. In fact the D16 path can be split more times than any other as below:
D16 – D8 – D4 – D2 – D1
          D20 – D10 – D5
              D12 – D6 – D3

                          D18 – D9                                       D14 – D7
The D16 path even has less side risk; miss it and hit the neighboring single and you’re left with D8 and your next shot is still at a double.  D18 has a safety valve as well; if you miss and hit the single 4 you’re even better off next shot, at a D16. D4 leaves 28, still going for a double out. D20 and D12 are both less safe in this way, being surrounded by odd numbers, but can be split 3 times. D14 has odds on both sides and can only be split once. So those out paths above are basically in the order of preference in which you might want to set up for an out.
Avoid setting up on odd number doubles for an out. If you split an odd number double such as D7, leaving 7, that’s one dart wasted. But the “fix”… in this case likely a single “3” costs you another shot. Then you’re back with only one dart to find the next double for the out. The lower the odd number double, the worse that risk is, because there is risk of a bust waiting for you almost everywhere if you miss.
So make every attempt to set up on an even number double, one of the “better” ones if you can. At this time of the game it is especially important to figure out what you need to leave yourself, and make your choice of shots carefully. Don’t just walk up to the board and fling a dart and see where it lands and what you have left for an out. Plan your approach to an out MOST carefully.
But let’s say you have an odd number double left to you anyhow. It happens. Go right after it. Do NOT let it intimidate you or make you change your aim to shoot “just outside” the target double to prevent splitting it to a single odd. This will leave you wasting far more darts than a bad split will.
Double 1? The dreaded “madhouse” out?  Look it in the eye and take it down. You are bigger than it is, you can do this. Aim. Throw. Win.
One other thing. New players get it drummed into their heads that you have to leave an even score when their turn ends…. and even way back at 150 they’re trying to make sure they leave it even. Well heck. Don’t bother. That applies when you get to around 40 and less. Yes, below 40 try to leave it even, and on a good even number. Before you get to 40 that “leave it even” thing is nonsense. Some of my favorite leaves are smallish odd numbers. For instance, I’d rather be left 59 than 60, because sure as heck I’m going to hit that dang T20 and bust first shot and 59 doesn’t have that risk. It’s a matter of picking a good number to leave it on, rather than just that “even” or “odd” stuff.
Lastly... below 40, a bigger leave is better. For instance, leaving 32 is better than leaving 4, because you have more throws where a split is available. Also, there is less side risk for a bigger number. Miss a D4 on either side and it’s a bust, miss a 32 on either side and it’s fixable, you’re still shooting.
Doubles Practice:
It is doubles that win games, and at times you will throw certain doubles much better than at other times. But overall, improving your doubles shots by practice and repetition is practicing to win. What’s the sense of tuning your scoring to most efficient routes, and then taking 10 or 15 or more shots to double out?

Practicing hitting doubles will improve your accuracy and confidence, and therefore your win rate. One of the best ways to practice doubles is to make a game of it.

One such game was an idea Bob Anderson had in 1970: “Bob’s 27”. 

https://www.youtube.com/watch?v=2PayWGpCqtk
Rules for Bob’s 27:
· You start with 27 points. You want to increase that as much as possible. If you get to 0 you lose and have to start again.

· Throw 3 darts at each target starting at D1, then next throw D2 etc all the way up to D20, then the DBull.

· If you miss all 3 darts of a turn, you subtract that double’s score… ie 3 misses on D1 costs you 2 points, 3 misses at D2 costs 4 points etc

· If you hit one or more, add the total score to your running total. So ie hit 3 D1s is worth 6, add that to the 27 and you have 33 to start your next turn, on D2.

· You go until you have no points left that’s a loss. Or until you finish the DBull with as high a score as possible. Maximum possible score, hitting every double all the way is 1437. 

Dennis Priestley’s “One Dart for a Double” is different:

Rules for One Dart at a Double:
· Throw for D1, D2 and D3 with the first three darts

· On your second turn, throw at the double(s) you missed in the first turn, and then carry on for the next double in ascending order. i.e. first turn if you hit a D2 and a D3, your second turn would be D1, D4, D5. If you hit D1 & D5 your next turn would be D4, D6, D7 etc.

· Carry on until all doubles have been hit up to the double bull. This game also exercizes your ability to switch to a new target double each turn.

Numbers for further analysis:

134 (T19 T15 D16)

Sources of additional out chart rationale:

http://www.cyberdarts.com/basics/outchart395.html
http://ricksmith.ca/Darts/dartsouts.htm
